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APPENDIX I
PRE-TEST
		Nama			:
		Kelas			:
		Pelajaran		: Bahasa Inggris
		Pokok Bahasan	: Vocabulary
Choose the Correct Meanings of the Underlined Words by Crossing (X) a, b, c or d!
1. Advance to Start
a. Mundur		b. kembali		c. maju		d. bebas		
2. Pay the School Fee, $15,000
a. Perpustakaan	b. sekolah		c. bank		d. sawah
3. Go Back Three Spaces
a. Rumah		b. sekolah		c. penjara	d. petak
4. Go Back to Indonesia
a. Terus		b. maju			c. kembali	d. bayar
5. Receive for Services, $5,000
a. Bayar		b. terima		c. maju		d. mundur
6. Birthday Party, you receive $1,000 from each players
a. Hari senin		b. hari libur		c. hari raya	d. hari ulang tahun
7. Bank Pays You Dividend $5,000
a. Bank		b. bayar		c. hotel		d. terima
8. Break the Traffic Law, Pay $1,500
a. Terbang		b. hotel			c. kesempatan	d. lalu lintas
9. Your Buildings and Loan Matures Receive $15,000
a. Bangunan		b. tanah		c. sekolah	d. sewa
10. Pay Your Insurance, $2,000
a. Dokter		b. rumah sakit		c. asuransi	d. lalu lintas
11. Bank Error in Your Favor. Receive $20,000
a. Kesalahan		b. bayar		c. terima	d. warisan
12. You Inherit $10,000
a. Mabuk		b. kesalahan		c. hadiah	d. warisan
13. Receive 7% Interest from the Bank, $2,500
a. Rumah sakit	b. dokter		c. bank		d.  bangunan
14. Go to Jail
a. penjara		b. rumah sakit		c. rumah	d. stasiun
15. Won the Prize of $1,000
a. Hadiah		b. warisan		c. denda	d. bayar
16. Pay $1,000 Fine or Take a Chance
a. Rumah sakit	b. kesempatan		c. asuransi	d. mabuk
17. Doctor’s Fee, $5,000
a. Biaya		b. sewa			c. maju		d. denda
18. Pay Hospital, $10,000
a. Lalu lintas		b. rumah sakit		c. hotel		d. stasiun
19. Drunk in Public Place, Pay $1,500
a. Melanggar		b. membayar		c. mabuk	d. sakit
20. You are Assessed for Street Repairs
a. Bayar		b. melanggar		c. sewa		d. perbaikan
21. Get out of Jail Free, save this card to use it when you go to jail.
a. bebas		b. maju			c. mundur	d. kembali
22. Parking Fine, $1,500
a. Bayar		b. denda		c. hadiah	d. warisan
23. Community Chest=……………….
a. Dana umum			c. pajak istimewa
b. Bebas parkir			d. pajak pendapatan
24. Luxury Tax=………………..
a. Dana umum			c. bebas parkir
b. Masuk penjara			d. pajak istimewa
25. Free Parking=……………………
a. Dana umum			c. bebas parkir
b. Masuk penjara			d. pajak pendapatan


-Good Luck-



APPENDIX II
POST-TEST
		Nama			:
		Kelas			:
		Pelajaran		: Bahasa Inggris
		Pokok Bahasan	: Vocabulary
Choose the Correct Meanings of the Underlined Words by Crossing (X) a, b, c or d!
1.  Won the Prize of $1,000
a. Hadiah		b. warisan		c. denda	d. bayar
2. Break the Traffic Law, Pay $1,500
a. Terbang		b. hotel			c. kesempatan	d. lalu lintas
3. You are Assessed for Street Repairs
a. Bayar		b. melanggar		c. sewa		d. perbaikan
4. Get out of Jail Free, save this card to use it when you go to jail.
a. bebas		b. maju			c. mundur	d. kembali
5. Receive for Services, $5,000
a. Bayar		b. terima		c. maju		d. mundur
6. Go Back to Indonesia
a. Terus		b. maju			c. kembali	d. bayar
7. Pay Your Insurance, $2,000
a. Dokter		b. rumah sakit		c. asuransi	d. lalu lintas
8. Pay $1,000 Fine or Take a Chance
a. Rumah sakit	b. kesempatan		c. asuransi	d. mabuk
9. Doctor’s Fee, $5,000
a. Biaya		b. sewa			c. maju		d. denda
10. Birthday Party, you receive $1,000 from each players
a. Hari senin		b. hari libur		c. hari raya	d. hari ulang tahun
11. Pay the School Fee, $15,000
a. Perpustakaan	b. sekolah		c. bank		d. sawah

12. Go Back Three Spaces
a. Rumah		b. sekolah		c. penjara	d. petak
13. Drunk in Public Place, Pay $1,500
a. Melanggar		b. membayar		c. mabuk	d. sakit
14. Your Buildings and Loan Matures Receive $15,000
a. Bangunan		b. tanah		c. sekolah	d. sewa
15. Parking Fine, $1,500
a. Bayar		b. denda		c. hadiah	d. warisan
16. Bank Pays You Dividend $5,000
a. Bank		b. bayar		c. hotel		d. terima
17. Bank Error in Your Favor. Receive $20,000
a. Kesalahan		b. bayar		c. terima	d. warisan
18. Advance to Start
a. Mundur		b. kembali		c. maju		d. bebas
19. You Inherit $10,000
a. Mabuk		b. kesalahan		c. hadiah	d. warisan
20. Pay Hospital, $10,000
a. Lalu lintas		b. rumah sakit		c. hotel		d. stasiun
21. Receive 7% Interest from the Bank, $2,500
a. Rumah sakit	b. dokter		c. bank		d.  bangunan
22. Go to Jail
a. penjara		b. rumah sakit		c. rumah	d. stasiun
23. Free Parking=……………………
a. Dana umum			c. bebas parkir
b. Masuk penjara			d. pajak pendapatan
24. Luxury Tax=………………..
a. Dana umum			c. bebas parkir
b. Masuk penjara			d. pajak istimewa
25. Community Chest=……………….
a. Dana umum			c. pajak istimewa
b. Bebas parkir			d. pajak pendapatan

-Good Luck-


APPENDIX III
Answer key
PRE-TEST

1. C
2. B
3. D
4. C
5. B
6. D
7. B
8. D
9. A
10. C
11. A
12. D
13. C
14. A
15. A
16. B
17. A
18. B
19. C
20. D
21. A
22. B
23. A
24. D
25. C


POST-TEST

1. A
2. D
3. D	
4. A
5. B













6. C
7. C
8. B
9. A
10. D













11. B
12. D
13. C
14. A
15. B













16. B
17. A
18. C
19. D
20. B













21. C
22. A
23. C
24. D
25. A














APPENDIX IV
MAPPING

	No.
	Name
	Title
	Result

	1.
	Masruri
(3213013026)
	Teaching Vocabulary through Games for the Seventh Year Students at MTs Darul Falah Sumbergempol Tulungagung 2008-2009
	The mean score of pretest was 60.41 and posttest score was 74.41. It showed that game gave significant effect to the students. The game is effective enough to help the students in catching the material; moreover the result of posttest was increased.

	2.
	Amin Nur Rohman (3213033005)
	The Effectiveness of Using Comic as Teaching Media to the Students’ Writing Skill Improvement of the Seventh Grade Students MTs Ma’arif NU Blitar
	tcount>ttable= 9.43>2.76 so that Ho is rejected and Ha is accepted. The students writing skill who were taught using comic as teaching media was improving and significantly better than the students who were taught without using comic as teaching media.

	3.
	Sri Asih Wulandari (3213053067)
	The Effectiveness of Using Crossword Puzzles in Teaching Vocabulary to Increase the Students’ Mastery of Vocabulary at the Fourth Year of SDI Al-Hidayah Samir Ngunut Tulungagung
	tcount>ttable= 22.97>18.90 so that Ho is rejected and Ha is accepted. There were any significant influence between score of pretest and posttest. Thus, the students’ vocabulary mastery who were taught by using crossword puzzles as game of teaching was improving and significantly better than who were taught without using crossword puzzles as game of teaching vocabulary.

	4.
	Siti Umi Nadhiroh (3213093014)
	The Influence of Realia as Media in Teaching Vocabulary for the Fourth Year Students of MIA Mafatihul Huda Sukoanyar Mojo Kediri
	The finding showed that 70.8% of the students had good achievement, 16.7% had fair achievement and 12.5% had poor achievement. The Ho is rejected and Ha is accepted. The teaching of English vocabulary by using realia is effective.
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