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ABSTRACT
The objective of this research is to describe whether the use of Text twist game is effective or not to improve students’ vocabulary mastery at the eleventh grade of SMA N 1 Sapuran in academic year 2012/2013. This is a pre-experimental research. In this research, the researcher took 40 students at the eleventh grade of SMAN 1 Sapuran  as the sample . Then, the researcher gave pre-test and post-test. The researcher taught vocabulary by using Text twist game to the experimental class. The researcher then statistically analyzed the data by using t-test separated  variance.After analyzing the data, the researcher concluded that Using Text twist game to improve students’ vocabulary mastery at the eleventh grade of SMA N 1 Sapuran in academic year 2012/2013 is effective. As the fact, the result of t-value is 5.39. Based on the 0.05 significant level, the value of t-table is 1.684. The result of computation shows that t-value is higher than t-table, that is 5.39>1.684. Another fact shows that the method used is effective. It is shown by the mean of post-test that is higher than the mean of pre-test. In the post-test, the mean is 78.25. On the contrary, the mean of pre-test is 70.7. Based on the result finding, the researcher concluded that the used of Text twist game to improve students’ vocabulary mastery as a teaching method is effective in improving students’ vocabulary mastery at the eleventh grade of SMA N 1 Sapuran in academic year 2012/2013. 
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A. Introduction 

Vocabulary is an important aspect in the learning process. It is the basic in learning English because it will be needed by students when learning skill like reading, writing, speaking, and listening. According to Hornby (1995: 1331), vocabulary is the total number of words in a language. He also says that vocabulary is all the words known to person or used in particular book, subject, etc. Students who learn English must have a strong foundation on vocabulary in order to make them able to learn English easily. Teaching vocabulary can be done through some ways or some techniques. One of it is by using game in teaching activities. One of it is Text twist game.  Text twist game is one way to improve vocabulary mastery. By using Text twist game in teaching, indirectly, students might be improved their knowledge of English vocabulary. Using games to teach, the students will be more relaxed and more excited. It also gives a way to make teaching vocabulary more effective. 
B. Research methodology 
The type of the research is a pre experimental research. In this research, the researcher chooses SMA N 1 Sapuran. Time of the research is on May 29th – June 3rd 2013. The population is 140 students. The researcher takes only 40 students from the eleventh grade as the sample of the research. The researcher uses purposive sampling in taking sample. The researcher chooses this sampling based on the consideration the limitation of time, energy and fund and other factors so he cannot take a bigger sample. The researcher uses test, there are 10 items multiple choice test and 15 matching test in the research instrument to collect the data. The researcher uses pre-test and post-test but before the researcher gave post-test, the researcher gave treatment then the post-test. 
The researcher uses descriptive analysis and inferential analysis to analyze this research. Descriptive analysis consists of mean, median, mode, range, standard deviation and variance. Inferential analysis consists test of normality data, test of homogenity of variance, and test of hypothesis. 
C. Research finding and discussion

The following table will present the analysis of students’ vocabulary mastery in pre-test and post-test. 

	Statistic
	Pre-test
	Post-test

	Mean
	70.7
	78.25

	Median
	71
	77.5

	Modus
	71
	77

	Range
	33
	30

	Highest Score
	82
	94

	Low Score
	49
	64

	Standard Deviation
	6.284
	6.319

	Variance
	39.936
	39.497


From the table above, the researcher concluded that the highest score of the pre-test (H) was 82. The lowest score (L) was 49. The median (Me) was 71, the mode (Mo) was 71, the range (R) was 33, the mean (M) was 70.7, the standard deviation (S1) was 6.284, and the variance (S2) was 39.497. While the highest score of the post-test (H) was 94, the lowest score (L) was 65, the range (R) was 30, the median (Me) was 77.5, the mode (Mo) was 77, the mean (M) was 78.25, the standard deviation (S1) was 6.319, and the variance (S12) was 39.936. 
From the previous analysis, it showed that with the amount of samples (n1= n2 =40) and the level of significance 5%, the result of the computation of t-value is 5.39. Based on the value in the t-table for n1= n2 =40 and the significance level 5%, the value of t-table is 2.02. The computation shows that t-value is higher than t-table that is 5.39> 2.02. Based on the explanation above, the use of text twist game in teaching vocabulary is effective to improve vocabulary mastery at eleventh grade students of SMA 1 Sapuran in academic year 2012/2013. 
D. Conclusion 
Based on the analysis of the data, using Text twist game to improve students’ vocabulary mastery at the eleventh grade of SMA N 1 Sapuran in academic year 2012/2013 is effective. It can be seen from the result of t-value 5.39. Then, the researcher consults the critical value on the t-table using the 5% (0.05) alpha level significance and the degree of freedom is 1.684. It shows that the t-value is higher than t-table (5.39>1.684). It means that the method used by the researcher is effective in improving the students’ vocabulary mastery at the eleventh grade of SMA N 1 Sapuran. 
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