REFERENCES

Brown, H. Douglas. (2015). Teaching by Principles: An Interactive Approach to
Language Pedagogy, Second Edition. New York. A Pearson Educational
Company.

Cahyati, S. S., Parmawati, A., & Atmawidjaja, N. S. (2019). Optimizing English
Teaching and Learning Process to Young Learners (A Case Study in
Cimahi). Journal Of
Educational Experts (JEE), 2(2), 107-114.

Cameron, L. (2001). Teaching languages to young learners. Cambridge: Cambridge
University Press.

Costikyan, Greg. 2013. Uncertainty in Games. The MIT PRESS, Cambridge.

Franklin, et.al. 2003. “Nontraditional Interventions to Stimulate Discussion”.
International
Journal of Biological Education, 37 (2), 76-82.

Hadfield, Jill. 1996. Advance Communication Games. England: by Thomas Nelson
and Sons Ltd.

Harmer, Jeremy. (2014). The Practice of English Language Teaching. Longman.

Hamer, W., & Rohimajaya, N. A. (2018). Using flash card as instructional media
to enrich the students’ vocabulary mastery in learning English. Journal of
English Language Studies, 3(2), 167-177.

Hatch, A., & Brown, C. 1995. Vocabulary, Semantic, and Language Education.
New York:

Cambridge University Press.

Kemmis, S., & McTaggart, R. (2010). The Action Research Planner (3" ed).
Victoria, Canada: Deakin University.

Hornby, A. S, (1995). Oxford Advanced Learner ‘s Dictionary of Current How to
be Taught. Intern

Jackson, Howard. (2013). Words, Meaning and Vocabulary. New York. Cassell

Khalilullah. (2012). Permainan Teka-Teki Silang Sebagai Media Dalam
Pembelajaran Bahasa Arab (Mufradat). Jurnal Pemikiran Islam, 37 (1), 15-
26

Neuman, S. B., & Wright, T. S. (2014). The Magic of Words: Teaching Vocabulary
in the Early Childhood Classroom. American Educator, 38(2), 4-13

Nunan, David. (2014). Practical English Language Teaching, First Edition. New

York. Mc Graw Hill

Majaga, et.al. 2013. “Improving Vocabulary Mastery of the Eighth Grade Students
through
Crossword Puzzle”. Journal of English Language Teaching Society (ELTS),
1(2),1-14.

Manullang, U. Lumban Raja, V., & Sari, A. S. P. (2020). Improving Students’
Vocabulary Mastery Through Crossword  Puzzle Game to The Eighth
Grade Students of SMP Swasta Dharma Bakti Medan. Kairos English
Language Teaching Journal, 128-142.
https://doi.org/10.54367/kairos.v2i2.729

42


https://doi.org/10.54367/kairos.v2i2.729

Meliyani, Y., & Kareviati, E. (2021). THE STUDENTS’RESPONSES TOWARD
THE IMPLEMENTATION OF CROSSWORD PUZZLE IN TEACHING
VOCABULARY TO THE SEVENTH GRADE STUDENTS IN ONE OF
JUNIOR HIGH SCHOOL IN CIMAHI. PROJECT (Professional Journal of
English Education), 4(3), 426-432.

Napa, P. A. 1991. Vocabulary Development Skills. Yogyakarta: Kanisius

Oxford Learners Pocket Dictionary, New York: Oxford University Press, 1995.

Putri, I. C., Damri, D., Engkizar, E., Asril, Z., & Efendi, E. (2020). The use of
Android Game to improve impaired hearing student vocabulary mastery.
Journal of Research and Educational Research Evaluation, 9(2), 85-93

Rakhimahwati. (2014). The Effectiveness of a Crossword Puzzle Game in
Improving Numeracy Ability of Kindergarten Children. Asian Social
Science, 10 (). 79-84

Richards, Jack C. and Willy A. Renandya. (2002). Methodology in Language
Teaching: An Anthology of Current Practice. New York.
CambridgeUniversity Press.

Rochmadhoni, N., Heru Woro Prastiwi, C., Ika Rahmawati, O., Pendidikan
Bahasa dan Seni, F., & PGRI Bojonegoro, I. (2022). The effectiveness of
crossword puzzle games in teaching vocabulary to the seven graders at
SMPN 2 Bojonegoro. Jurnal Pendidikan Edutama, 1-6.

Sadiyah, W. H., Septiani, W., & Kareviati, E. (2019). Improving English
Vocabulary Mastery by Using Crossword Puzzle. PROJECT (Professional
Journal of English Education), 2(2), 110.
https://doi.org/10.22460/project.v2i2.p110-114

Sama, Marlin. 2014. “The Effectiveness of Using Crossword Puzzle in Teaching
Vocabulary to The Eighth Grade Students of SMPN 2 Atambua in The
School Year 20014/2015°°. Proposal. Kupang: Widya Mandira Catholic
University.

Samuel Henry Schmitt, N., & Schmitt, D. (2020). Vocabulary In Language
Teaching. Cambridge University
Press.

Suharsimi Arikunto, dkk. 2008. Penelitian Tindakan Kelas. Jakarta: Bumi Aksara.

Sugiyono, 2020. Metode Penelitian Kualitatif. Bandung: Alfabeta.

Sumanto. 1995. Metodologi Penelitian Sosial dan Pendidikan. Yogyakarta: Andi
Offset

Sumarni, S., & Amin, M. (2021). Puzzle dan Problem Solving: Media dan
Pendekatan untuk Meningkatkan Partisipasi dan Hasil Belajar Siswa.
Journal of Education and Teaching (JET), 2(1), 36-43.
https://doi.org/10.51454/jet.v2i1.67

Tri Widyahening, C. E., & Sufa, F. F. (2021). Pembelajaran Kosa Kata Bahasa
Inggris Dengan Media Bingo Game Bagi Anak Usia Dini. Jurnal Obsesi :
Jurnal Pendidikan ~ Anak  Usia  Dini, 6(3), 1135-1145.

Https://D0i.0rg/10.31004/Obsesi.V6i3.1638

43


https://doi.org/10.51454/jet.v2i1.67

Thornbury, S. (2002). How to Teach Vocabulary. Cambridge: Cambridge
University Press.

Wasak, Sisilia R. P. (2018). “4 Study on The Use of Crossword Puzzle in Teaching
Vocabulary to the Eleventh Grade Students of SMA Negeri 2 Kupang in the
school Year 2017/2018”. Proposal. Kupang: Widya Mandira Catholic
University.

Wijaksono S, D. N. H., & Siddik, A. H. R. (2022). The Effectiveness of Using
Crossword Puzzle Games Through Student’s Vocabulary Mastery. JOEY:
Journal of English Ibrahimy, 1(1), 1-10.
https://doi.org/10.35316/joey.2022.v1i1.1-10

Zagoto, |., & Laia, R. R. S. A. (2022). Crossword Puzzle Game for Teaching
Vocabulary. Research on English Language Education, 4(2), 1-6.
https://doi.org/10.57094/relation.v4i2.381

44


https://doi.org/10.35316/joey.2022.v1i1.1-10

UPT. PERPUSTAKAAN PUSAT

UNIVERSITAS KATOLIK WIDYA MANDIRA KUPANG
Nomor Pokok Perpustakaan: 5371002D2020114
JI. Prof Dr. Herman Johanes, Penfui Timur, Kupang Tengah, Kab. Kupang.
Website: https://perpustakaan.unwira.com/ e-mail: lib.unwira@gmail.com

Nomor: 601/WM.H16/SK.CP/2024

Dengan ini menerangkan bahwa:

Nama :  Sebastia Yasinta Letek Watokolah
NIM ¢ 12120014

Fakultas/Prodi :  FKIP/ Pendidikan Bahasa Inggris
Dosen Pembimbing : 1. Dr. Damianus Talok, M.A.

2. Aplonia N. Ke Lomi, S.Pd., M.Pd.

Judul Skripsi/ Thesis  :  USING CROSSWORD PUZZLES TO IMPROVE
VOCABULARY OF STUDENTS OF SMPN 6 KUPANG
TENGAH IN THE SCHOOL YEAR 2023/2024.
Thesis/skripsi yang bersangkutan di atas telah melalui proses cek plagiasi menggunakan
Turnitin dengan hasil kemiripan (similarity) sebesar 20 (Dua Puluh) %.

Demikian surat keterangan ini dibuat agar dapat dipergunakan sebagaimana mestinya.

Kupang, 10 Juli 2024

Vester Suhendra, S.Ptk.

45



	REFERENCES

