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Abstract

The objective of this study is 1) to develop learning media for crossword puzzles to improve vocabulary; 2) to determine the feasibility of learning media for crossword puzzles to improve vocabulary from material experts and media experts; and 3) to know the effectiveness of developing learning media for crossword puzzles to improve students’ vocabulary. The type of research used is research and development (R&D). The method used is the ADDIE development method. The research subjects involved are 8th grade students of Darul A’mal Metro MTs, for a total of 15 students. Based on the results of the research, it can be concluded that the learning medium of crossword puzzles to improve students’ vocabulary is effectively used in the teaching and learning process based on the N-Gain Score scores obtained with a score of 100% in the high category.
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INTRODUCTION
	Vocabulary is One of the important components of learning English. Having a vocabulary helps students learn four language skills: reading, writing, listening, and speaking. According to Scott Thornbury, Wilkins stated that "without grammar, very little can be transmitted, and without words, nothing can be conveyed". Suggesting that words are very important to communicate. Students who have sufficient vocabulary can write and speak well. (Prihastuti, 2017)
Crossword puzzles, often known as crossword puzzles or TTS for short, are games that are given to students to help them remember the content they have studied and to help them become more accurate or foresighted in their solution choices so that their approach can get better academic success as well as pupils' command of vocabulary. Students become more engaged when learning using crossword media because they are forced to think outside the box to solve problems and modify their solutions to fit the given answer columns. 
Indirectly, using these learning resources will force students to utilize more critical thinking skills to participate actively in class discussions and to look more closely for solutions. Furthermore, pupils can enjoy studying with the help of this crossword learning resource (Khasanah, 2023).
Alfiani Prihastuti on her research  “Media Development English Word Learning Based Crossword Puzzle School Class 3 SD Muhammadiyah Kemadang”. The result is based on the validation of the Presentation material obtained 82%. The total percentage is between 75%-84% then it can be concluded that in the aspect of the learning material based crossword puzzle English vocabulary material class III has good criteria. Based on the media expert's validation, the score is 85 to 85 per cent of the presentation. According to the presentation assessment guidelines, 85% is in the presentation 85-100 per cent, therefore the validation of media experts is excellent. The development of English language vocabulary learning media that has been carried out in the investigation shows satisfactory results can be seen from the results of the pretest and posttest shows an improvement so that the student's score is above KKM. Seeing from the teacher's response and student response shows a good result the response given shows that the use of TTS media gives motivation and enthusiasm students in following learning. Based on the observations made by the teacher can be concluded that the media used can give the student the spirit to follow learning, so the conclusion of this study is that the medium used can be said worthy to be used as a learning medium (Prihastuti, 2017).
Based on the relevant research above, the similarity to the research that the researchers studied is the same in using the crossword puzzle to teach vocabulary  so that it can increase students' interest in learning. However, the difference is that My product focuses on a specific material namely present continuous tense  that is filled with formulas on each question and keyword along with phonetic symbols.
The objectives of this research include The availability of developing learning media of crossword puzzle to improve students’ vocabulary and Knowing the feasibility of developing learning media of crossword puzzle to improve students’ vocabulary of eighth grade  students.

METHOD
The type of research in this study uses the research and development method (Research and Development) which aims to produce certain products. The product produced from this research is teaching vocabulary with crossword puzzle. The development in this study used the ADDIE development model (Analysis, Design, Development, Implementation, evaluation) Researchers chose this model because it was easy to understand and developed systematically based on the basis of the design developed (Maydiantoro, 2021).
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Figure 1. Research step (Addie’s model)


FINDINGS AND DISCUSSION
Qualification of Matter
Based on the validation of the Presentation material obtained 88.5%. The total percentage is between 81% -100% then it can be concluded that in the aspect of learning material based crossword puzzle English lesson material present continuous tense criteria are very valid.

	No
	Aspect
	Criteria
	Score
	Precentage ( % )

	1
	Customize Material

	a. Material conformity with KI 
	4
	80


	
	
	b. Material compatibility with KD. 
	4
	80

	2
	Matter Accuracy

	a. Accuracy of concepts and definitions. 
	5
	100

	
	
	b. Accuracy of matters and examples.
	5
	100

	
	
	c. Image accuracy.
	4
	80

	3
	Matter Updates

	a. Use of examples relating to everyday life.
	4
	80

	
	
	b. The use of matters that have to do with everyday life.
	5
	100

	Jumlah                                                                                                                                  620

	Rata rata                                                                                                                              88,5



Table 1. Material expert validation results table.

Qualification of Media
Based on the validation of the Presentation maedia obtained 93,3%. The total percentage is between 81% -100% then it can be concluded that in the aspect of learning media based crossword puzzle English lesson material present continuous tense criteria are very valid.
	No
	Aspects assessed

	Score
	Precentage ( % )

	


1
	Material
	
	

	
	a. Media Crossword Puzzle used in accordance with the learning material.
	5
	100

	
	b. Media Crossword Puzzle used for learning purposes.
	4
	80

	
	c. Use of the Crossword Puzzle used in accordance with the Basic Competence.
	5
	100

	
	Illustration
	
	

	

2
	a. The crossword puzzle media used can provide an illustration that matches the actual circumstances.
	4
	80

	
	b. Media Crossword Puzzle can make it easier for students to frame available images.
	5
	100

	
	Media Quality and Display
	
	

	

3
	a. Media appearance Crossword Puzzle attracted the attention of students.
	5
	100

	
	b. Media Crossword Puzzle is easy to use and is not easily damaged.
	5
	100

	
	Traction
	
	

	

4
	a. The use of Media Crossword Puzzle can reduce the student's dependence on the teacher. 
	4
	80

	
	b. The use of Media Crossword Puzzle can minimize the misperception that occurs in students.
	5
	100

	Jumlah                                                                                                          840

	Rata rata                                                                                                       93,3



Table 2.  Media expert validation results table.

Qualification Based on Pretest and Postest
	
To measure the effectiveness of the crossword puzzle learning media, the researchers used the N-Gain test with the formula:

The N-Gain test is performed by calculating the difference between the pretest value (test before applying the crossword puzzle learning media) and the postest value, as shown in Table 3.
Table 3. Criteria Gain Score
	Score N- Gain
	Category

	g > 0,7
	 High

	0,3 < g < 0,7
	Medium

	g < 0,3
	Low


Hake 1999 ( (Rosidah Rosidah, 2022)
Results of learning media effectiveness of crossword puzzle to improve students’ vocabulary, as seen in Table 4.


Table 4. Results of learning media effectiveness of crossword puzzle to improve students’ vocabulary
	No
	Name
	Score
	Post - Pre
	Ideal Score ( 100 Pro )
	N Gain Score 
	N Gain Score ( % )

	
	
	Pretest
	Posttest
	
	
	
	

	1
	Ahmad Dimyati
	80
	100
	20
	20
	1
	100

	2
	Argha Winata
	80
	100
	20
	20
	1
	100

	3
	Jessen Alfa 
	79
	100
	21
	21
	1
	100

	4
	Kentamama Azka
	79
	100
	21
	21
	1
	100

	5
	Levy Azis
	79
	100
	21
	21
	1
	100

	6
	M. Alvin Pratama
	82
	100
	18
	18
	1
	100

	7
	M. Fikra
	79
	100
	21
	21
	1
	100

	8
	M. Galih Basar
	79
	100
	21
	21
	1
	100

	9
	M. Rosyid Maulana
	80
	100
	20
	20
	1
	100

	10
	M. Syifaudin Anwar
	80
	100
	20
	20
	1
	100

	11
	Nurjaman
	79
	100
	21
	21
	1
	100

	12
	Raka Aji
	81
	100
	19
	19
	1
	100

	13
	Rava Ansan
	81
	100
	19
	19
	1
	100

	14
	Ravi Andika
	79
	100
	21
	21
	1
	100

	15
	Rizki Fauzan
	79
	100
	21
	21
	1
	100

	Mean
	79,73333333
	100
	20,26666667
	20,26666667
	1
	100

	Score
	 
	High
	 





Based on the criteria of students' responses to the field test, this yielded an average score of 79.7% for the pretest and 100% for the postest, which indicated that the student's vocabulary improved after using crossword puzzle media. For N-Gain scores obtained a score of 100% which belongs in the high category and is effective for improving the English vocabulary of students. Based on the results of the above calculations suggests that the media game crossword puzzle can improve the student's vocabulary.

CONCLUSION 
Based on the results of the research, it can be concluded that learning media of crossword puzzle to improve students’ vocabulary is used effectively in the teaching learning process based on the N-Gain Score scores obtained with a score of 1% in the high category. The researchers conducted limited research only at the Darul A'mal Metro MTs with a total of 15 students in the 8th grade.
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