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Abstract
English is an international language which is really important to learn. The importance of learning English is that learners can learn to communicate with it, therefore, we must consider vocabulary mastery as an important part of learning English from the simple vocabulary are interested in English. The researcher applied quantitative with an experimental method. The population in this research is the tenth grade students of SMK YPT Purworejo, The total number of population is 204 students which are consist of 6 classes and there are 33 students as sample. Sampling which researcher used was purposive sampling. The main results of this research are (1) pre-test score can be categorized as good level with M=65.00 and SD=16.10; (2) post-test score can be categorized as excellent level with M=80.00 and SD=9.35; (3) t obtained value was 8.327, and t-table was 2.042. It means that t-observed was higher that t-table. Thus, the hypothesis showed that the use of memory pairs game in teaching English vocabulary mastery at the tenth grade of SMK YPT Purworejo is effective. Based on the result, it means that the hypothesis is accepted. 
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A. BACKGROUND 
	 	In Indonesia, English is the first foreign language to be formally taught in all schools and even as one of the major lessons. It is because this language is one of the international languages that bring about certain consequences to those who learn or who do not learn the language. So to increase student ability in English it needs a high quality of human resources. Vocabulary is one of important aspects in teaching language.
		Richards, et al (2002:255) states that vocabulary is a core component of language proficiency and provides much of the basis for how well learners speak, listen, read, and write. 
When the teacher teaches vocabulary in the classroom, the teacher should prepare some methods. One of the methods is the use of media to support their teaching-learning process. There are various kinds of games that can be used to support our teaching. But, the researcher just chooses one kind of game that is memory pairs games. Memory pairs game is chosen by the researcher for consideration that it is a useful and effective way in teaching vocabularies for vocational students. This games will help the students develop visual discrimination and visual memory, the ability to see forms and remember them.
	The problems that will be analysed by the researcher are stated as follows: Is there any effectiveness of using memory pairs game in teaching vocabulary at the tenth grade students of SMK YPT Purworejo in the academic year 2013/2014.
The objectives of the this research is to find out whether there is any effectiveness in using memory pairs game in teaching vocabulary to the tenth grade of SMK YPT Purworejo in the academic year 2013/2014.

B. RESEARCH METHOD
The researcher applies quantitative with an experimental method to discuss and find out the problem appearing in this study.  In this study test is conducted to find out whether there is any effectiveness in using memory pairs game in teaching vocabulary or not. In this research, the researcher chooses SMK YPT Purworejo which is located on Jalan Brigjend Katamso, Purworejo as the population sampling. The object is the tenth grade students of SMK YPT Purworejo especially X TKR B class. The population of this study is all the tenth year of SMK YPT Purworejo who registered in academic year of 2013/2014. The total of the population is 204 students. The researcher uses Purposive Sampling because taking samples with a specific purpose. In practice, researcher will conduct a pre-test on the first day and post-test on the last day, while the treatment will be carried out during one meetings prior to the holding of post-test. This research is a quantitative research, so it needs a data analysis. This analysis is related to the computation in answering the problem statement and hypothesis testing presented. To analyze the data, the researcher applies an appropriate technique to find out  whether whether there is any effectiveness in using memory pairs game in teaching vocabulary or not.
In the inferential analysis, hypothesis testing is done. In this testing, the hypothesis will be analyzed through t-test. After getting the result of t-value, then the t-value is consulted to the t-table to be interpreted.

C. RESEARCH FINDING AND DISCUSSION
The result of pre-test, the highest score of the students is 95, the lowest score is 40, the total score of pre-test is 2145, the average score is 65, the median is 65, the mode is 50, and the range is 55. The standard deviation is 16.10 and the variance is 257.34. 
The researcher concluded that there were there are no student get score very bad, 11 students get score bad (33.33%), 6 students get score fair (21.21 %), 5 student get score good  (18.18%), 9 students get score very good (27,27%).
The result of post test, the highest score of the students is 95, the lowest score is 60, the total score of post-test is 2800, the average score is 80, the median is 80, the mode is 85, and the range is 35. The standard deviation is 9.35 and the variance is 85. 
The researcher concluded that there were there are no student gets score very bad, there are no student gets score bad, 3 students get score fair (9.09%), 8 students get score good (24.24%), 22 students get score very good (66.67%).
The main results of this research are (1) pre-test score can be categorized as good level with M=65.00 and SD=16.10; (2) post-test score can be categorized as excellent level with M=80.00 and SD=9.35; (3) t obtained value was 8.327, and t-table was 2.042. It means that t-observed was higher that t-table. Thus, the hypothesis showed that the use of memory pairs game in teaching English vocabulary mastery at the tenth grade of SMK YPT Purworejo is effective. 

D. CONCLUSION
The use of Memory Pairs Game in Teaching Vocabulary is effective. This study has a sample consisting of 33 students using computation of t-test. The mean score of teaching vocabulary before and after using memory pairs game is different. Before using memory pairs game, the mean is 65, meanwhile, the mean of after using memory pairs game is 80. Then, the result of t-test is 8.327. The critical value on the t-table using the 5% (0.05) alpha level significance and the 32 degree of freedom is 2.047. So, the t-value is higher than critical value on the table. The hypothesis is accepted.
The suggestion was listed below:
1. To the students
			The students should be creative and they should participate in every activity that is done by the teacher in the class, because studying English using memory pairs game will make them interested in class. Besides, if they find new words they will memorize the vocabulary unconsciously. They also can understand the text and get information of it easier.
2. To the teachers 
Teaching vocabulary using memory pairs game is effective. The teacher should use memory pairs game to provide interesting activities and material in order to prevent the students from being bored and encourage the students’ interest. The teachers also should make the students cooperative with the teacher and the other students. Whatever interaction can help the teacher during teaching and learning activities. So the teaching-learning activities will be done.
3. To the other researcher
The suggestion for other researchers is to carry out studies related to English teaching particularly in vocational school so that the teaching-learning process will be more successful, or at least the result and management of English teaching in vocational school are better that it was.
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