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ABSTRAK

Meskipun permainan Scavenger Hunt telah mendapat perhatian dalam
penelitian pembelajaran kosakata bahasa Inggris, masih terdapat keterbatasan
penelitian yang mengkaji bagaimana siswa mempraktikkan permainan tersebut
serta bagaimana mereka memaknai pengalaman belajar selama kegiatan
berlangsung. Oleh karena itu, penelitian ini bertujuan untuk mengeksplorasi
praktik dan persepsi siswa sekolah menengah pertama terhadap penggunaan
permainan Scavenger Hunt dalam pembelajaran kosakata bahasa Inggris.
Penelitian ini menggunakan desain deskriptif kualitatif dengan melibatkan empat
siswa kelas VII sebagai partisipan. Data dikumpulkan melalui observasi kelas dan
wawancara semi terstruktur, kemudian dianalisis menggunakan analisis tematik.
Hasil penelitian menunjukkan bahwa siswa melaksanakan permainan melalui
beberapa tahapan, yaitu memahami aturan, menginterpretasikan petunjuk, bekerja
sama dalam kelompok, menjelajahi lingkungan, mempraktikkan bahasa, dan
menerima umpan balik. Selama kegiatan, siswa menggunakan berbagai strategi,
seperti menerjemahkan petunjuk, berdiskusi, menebak makna kata, dan
menggunakan kamus. Temuan juga menunjukkan bahwa siswa memiliki persepsi
yang positif terhadap permainan ini. Secara afektif, permainan meningkatkan
kesenangan, minat, dan motivasi belajar, meskipun sebagian siswa masih kurang
percaya diri menggunakan bahasa Inggris. Secara kognitif, permainan membantu
siswa memahami petunjuk, mengembangkan strategi pemecahan masalah, dan
mengingat kosakata melalui interaksi langsung dengan objek nyata. Secara
keseluruhan, permainan Scavenger Hunt memberikan pengalaman belajar
kosakata yang menarik dan bermakna.

Kata kunci: Permainan Scavenger Hunt, Pembelajaran kosakata, Praktik Siswa,
Persepsi Siswa, Siswa Sekolah Menengah Pertama.
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ABSTRACT

Although the Scavenger Hunt game has received attention in English
vocabulary learning research, limited studies have explored how students practice
the game and how they perceive their learning experiences during the activity.
Therefore, this study aimed to explore junior high school students' practices and
perceptions of the Scavenger Hunt game in vocabulary learning. The study
employed a qualitative descriptive design involving four seventh-grade students.
Data were collected through classroom observations and semi-structured interviews
and analyzed using thematic analysis. The findings revealed that students practiced
the Scavenger Hunt game through several stages, including understanding the rules,
interpreting clues, collaborating in groups, exploring the environment, practicing
language, and receiving feedback. During the activity, students used various
strategies, such as translating clues, discussing with peers, guessing word meanings,
and using dictionaries. The findings also indicated that students generally had
positive perceptions of the game. Affectively, the game increased students'
enjoyment, interest, and motivation to learn vocabulary, although some students
still lacked confidence in using English. Cognitively, it helped students understand
clues, develop problem-solving strategies, and retain vocabulary through direct
interaction with real objects. Overall, the Scavenger Hunt game provided an
engaging and meaningful vocabulary learning experience for junior high school
students.

Keywords: Scavenger Hunt Game, Vocabulary Learning, Students’ Practices,
Students’ Perceptions, Junior High School Students
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CHAPTER 1

INTRODUCTION

1.1 Background of The Study

Vocabulary is a fundamental element of English language learning. It

serves as the foundation for communication, allowing students to participate in

both spoken and written interactions. Vocabulary can be defined as the

collection of words that a person knows and uses to convey ideas in meaningful

ways (Nation, 2001). Strong vocabulary knowledge is essential for mastering

all language skills, as it helps learners comprehend listening and reading texts

while also improving their ability to speak and write clearly. Wilkins (1972)

emphasizes that vocabulary is the central element of language because even

with knowledge of grammar, communication cannot occur without sufficient

vocabulary.  However, many students struggle with vocabulary acquisition,

such as recalling meanings, differentiating similar words, and applying them

correctly in various situations (Schmitt, 2008). These challenges can hinder

students from communicating fluently and confidently in English. Therefore,

vocabulary mastery is crucial for successful English learning, supporting

students in processing input, producing output, and engaging in meaningful

interactions.

Junior high school students are at a developmental stage where they

begin to engage with more complex English texts, making vocabulary mastery

essential for supporting their reading, writing, listening, and speaking abilities.

However, many students struggle to retain new words because vocabulary
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learning in traditional classrooms often relies heavily on rote memorization and

dictionary-based tasks, which tend to reduce motivation and engagement

(Nation, 2013). Limited exposure to meaningful language input and

insufficient opportunities to use words in authentic contexts further hinder their

vocabulary growth (Schmitt, 2010). Findings from the preliminary study

conducted through an interview with an English teacher also support these

challenges. The teacher explained that one major difficulty students commonly

experience is the gap between the written form of English words and their

pronunciation. Because what students see in writing often does not match how

the words are read, many of them feel confused and become hesitant to use new

vocabulary. The teacher further noted that when students encounter this kind

of difficulty, they tend to lose motivation easily, which leads to reduced

participation and slower vocabulary development. Research on adolescent

learners also emphasizes that students learn vocabulary more effectively when

activities are active, enjoyable, and socially interactive, as these conditions

stimulate greater attention and deeper processing (Webb & Nation, 2017).

Consequently, game-based learning approaches have gained attention because

they promote meaningful engagement, collaboration, and repeated interaction

with target words in a less intimidating environment (DeHaan, 2019).

One effective way to overcome junior high school students’ difficulties

in learning vocabulary is by integrating games into the teaching process.

Games make learning fun and interactive, which lowers students' stress and

makes them more excited to learn new words (Wright, Betteridge, & Buckby,
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2006). They also provide meaningful contexts where students can practice

vocabulary use in real communication situations, which helps improve

retention and understanding (Huyen & Nga, 2003). Moreover, according to

Uberman (1998), games promote active participation and encourage learners

to use the target language spontaneously, making vocabulary learning more

effective and memorable. Through games, junior high school students can learn

and practice vocabulary in a relaxed environment that supports collaboration

and engagement. In this way, the use of games can be considered an effective

pedagogical strategy to enhance vocabulary mastery and make the learning

process more dynamic and enjoyable. One example of a game that can

effectively support vocabulary learning is the Scavenger Hunt, which

encourages students to explore, discover, and use new words through

movement, teamwork, and meaningful interaction.

Scavenger Hunt game is an interactive learning activity that allows junior

high school students to explore vocabulary in an active and enjoyable way.

This game requires learners to search for and identify specific words or objects

based on clues provided by the teacher, which promotes participation,

curiosity, and collaboration among students (Taspinar, Schmidt, &

Schuhbauer, 2016). By engaging students in movement and discovery, the

game encourages them to connect new vocabulary with real life contexts,

making the learning process more meaningful and memorable (Ling, 2012). It

also helps reduce students’ anxiety in using the target language because the

activity focuses on teamwork and communication rather than accuracy alone
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(Nguyen & Nation, 2011). Furthermore, the combination of play and learning

enhances students’ concentration and enjoyment, which leads to better

vocabulary retention.

Every learning activity has its strengths and weaknesses, and the

Scavenger Hunt game is no exception. One of its main strengths is that it

promotes active learning by engaging students physically and mentally during

the process of finding target vocabulary (Taspinar, Schmidt, & Schuhbauer,

2016). It also enhances students’ motivation and enjoyment because it

transforms vocabulary learning into a fun and meaningful experience (Zhou,

2020). Additionally, the game encourages collaboration and communication

among learners, which helps improve their social and linguistic competence

(Nguyen & Nation, 2011). However, this activity may require more time to

organize and manage, especially in large classes where students’ participation

levels can vary (Reinders & Wattana, 2014). In summary, while the Scavenger

Hunt game provides significant benefits in promoting engagement and

vocabulary mastery, teachers need to plan carefully to minimize its practical

challenges.

Although previous studies have demonstrated that the Scavenger Hunt

game can support vocabulary learning by increasing students’ motivation,

engagement, and vocabulary achievement, most of these studies have focused

primarily on learning outcomes or the effectiveness of the activity.

Comparatively, limited attention has been given to how junior high school

students actually practice the Scavenger Hunt game during vocabulary learning
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and how they perceive the learning process throughout the activity. Exploring

these aspects is important because students’ practices and perceptions provide

a deeper understanding of how the game is implemented in real classroom

contexts, what strategies students use to understand vocabulary clues, and how

they experience the activity both cognitively and affectively.

Considering both the strengths and weaknesses of the Scavenger Hunt

game and the limited exploration of students’ practices and perceptions in

previous research, the researcher aims to investigate more deeply how this

activity is applied in vocabulary learning. This study focuses on examining

junior high school students’ participation and responses while learning

vocabulary through the Scavenger Hunt game. By understanding how students

engage with and react to this activity, the research is expected to provide

meaningful insights into the use of game-based activities within vocabulary

learning contexts.

1.2 Formulation of the Problem

Based on the focus of this research and discussion about exploring the

application of Scavenger Hunt game in learning vocabulary that has been

mentioned in the identifications of the problem, the researcher formulated as

follows:

1. How do junior high school students practice Scavenger Hunt game in

learning vocabulary?

2. How do junior high school students interpret their perceptions toward the

application of the Scavenger Hunt game in learning vocabulary?
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1.3 Aims of the Study

Based on the problem that has been described, this research aims to:

1. To explore how junior high school students practice the Scavenger Hunt

game in learning vocabulary.

2. To investigate how junior high school students interpret their perceptions

toward the application of the Scavenger Hunt game in learning vocabulary.

1.4 Operational Definition

To avoid misunderstanding, the researcher provides some definitions

related to the study as follows:

1.4.1 Vocabulary

Vocabulary is the knowledge of words and word meanings. It

includes both the words we understand when we read or listen and the

words we use when we speak or write (Richards & Schmidt, 2010).

1.4.2 Learning by game

Learning by game is the use of game-based activities in the learning

process to make students more engaged, motivated, and active in

acquiring knowledge or skills (Wright, Betteridge, & Buckby, 2006).

1.4.3 Scavenger Hunt

Scavenger Hunt is a game-based learning activity where learners

move around to collect or find specific items or information, which helps

increase engagement and supports vocabulary development in a fun and

interactive way (Heryadi, 2017).
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1.5 Significance of the Study

1.5.1 Theoretical Significance

This research contributes to the field of language learning by

expanding the theoretical understanding of game-based learning,

especially in vocabulary acquisition. It supports existing frameworks on

active learning and student-centered approaches by highlighting the

educational benefits of the Scavenger Hunt game. It also enriches the

literature on vocabulary development by showing how physical

movement, collaboration, and play can enhance lexical retention and

engagement.

1.5.2 Empirical Significance

By exploring junior high school students’ real-life practices and

perceptions, this study provides empirical evidence on how the

Scavenger Hunt game is applied in vocabulary learning. The findings

offer valuable data on students’ cognitive and emotional responses

during the activity, which can serve as a reference for future research in

vocabulary instruction and game-based learning methods.

1.5.3 Practical Significance

The practical significance of this research lies in its potential to

guide English teachers, especially at the school level, in designing

engaging and interactive vocabulary lessons. The study suggests how

Scavenger Hunt games can be implemented effectively in classroom

settings to make vocabulary learning more meaningful and enjoyable. It
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may also benefit curriculum designers by presenting a creative, low tech

method for vocabulary instruction that fosters student motivation and

participation.



72

CHAPTER V

CONCLUSION

5.1 Summary Of The Findings

The findings of this study show that students’ practices in the Scavenger

Hunt game involved a series of interconnected stages, including understanding

instructions, interpreting clues, collaborating in groups, exploring the school

environment, practicing language production, and receiving feedback. These

stages indicate that vocabulary learning occurred through experiential learning,

social interaction, and contextualized use of language, where students were

actively involved in constructing meaning rather than passively receiving

information. The implementation of the Scavenger Hunt game demonstrates

that game-based learning can create an engaging and interactive learning

process that supports students’ active participation in vocabulary learning.

Therefore, this study contributes to English language teaching by providing

evidence that game-based learning, particularly the Scavenger Hunt game, can

be an effective alternative strategy to enhance vocabulary learning in junior

high school contexts.

The findings also reveal that students’ perceptions toward the Scavenger

Hunt game were generally positive from both affective and cognitive

perspectives. Affective findings show that students experienced enjoyment,

increased motivation, and higher engagement, although some anxiety in using

English still occurred. Cognitive findings indicate that students were able to

understand vocabulary through clues, use learning strategies to overcome



73

difficulties, and retain vocabulary more effectively through direct interaction

with real objects and repeated exposure. Overall, these perceptions suggest that

the Scavenger Hunt game creates a supportive and meaningful learning

environment for vocabulary development. Therefore, this study contributes to

English language learning by showing that game-based activities can enhance

students’ motivation, engagement, comprehension, and vocabulary retention in

a more meaningful and enjoyable way.

5.2 Recommendations

Based on the findings and conclusions of this study, several

recommendations are proposed for teachers, students, and future researchers.

5.2.1 Recommendation for English Teachers

The Scavenger Hunt game can be used as an alternative strategy to

create a more interactive and engaging vocabulary learning environment.

Teachers are encouraged to provide clear instructions and sufficient

guidance before the activity begins, as some students may require

additional support in understanding the rules and interpreting the clues.

In addition, teachers are encouraged to promote the use of English during

group discussions to provide students with more opportunities to practice

the target language.

5.2.2 Recommendation for Students

Students are encouraged to participate actively in the Scavenger

Hunt game to maximize their vocabulary learning. They are also

encouraged to collaborate with their peers, apply various strategies to
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understand unfamiliar words, and review the vocabulary learned during

the activity to strengthen their vocabulary retention and comprehension.

5.2.3 Recommendation for Future Researchers

Future researchers are encouraged to investigate the

implementation of the Scavenger Hunt game in different educational

contexts or explore its use in developing other English language skills,

such as speaking, reading, writing, and listening. Since this study

involved a limited number of interview participants and focused on

students' practices and perceptions of vocabulary learning, future studies

may include a larger number of participants and employ quantitative or

mixed-method approaches to provide a more comprehensive

understanding of the contribution of the Scavenger Hunt game to English

language learning.
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