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ABSTRACT 

Marta, R. N. 2025. The Influence of Puzzles Created Using Puzzle Maker 

toward Students’ Vocabulary Mastery in the 7th Grade of MTsN 3 

Solok Selatan. 

Vocabulary mastery plays an important role in learning a foreign 

language, but students often face difficulties in achieving it without interesting 

and interactive learning media. This research investigates the use of puzzles 

created with Puzzle Maker to improve vocabulary mastery among seventh grade 

students at MTsN 3 Solok Selatan. The study used a quantitative method with a 

quasi-experimental design involving an experimental class and a control class. 

Both groups took vocabulary tests before and after the treatment. The main 

finding shows that students who practiced vocabulary using puzzles experienced a 

significant improvement in their post test scores compared to those who did not. 

In addition, word search, double puzzle, and hidden message puzzle were useful 

for training students in recognizing word form and meaning, but not for using the 

words in context. Only crossword puzzles supported the mastery of all three 

aspects: form, meaning, and use. These puzzles also made the classroom activities 

more enjoyable and engaging, encouraging greater student participation. In 

conclusion, puzzles created with Puzzle Maker can serve as a practical medium to 

help young learners improve their vocabulary mastery and classroom practice. 

Keywords: Vocabulary Mastery, Puzzles, Puzzle Maker 
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ABSTRAK 

Marta, R. N. 2025. Pengaruh Puzzle yang Dibuat Menggunakan Puzzle 

Maker terhadap Penguasaan Kosakata Siswa Kelas VII MTsN 3 

Solok Selatan. 

Penguasaan kosakata memainkan peran penting dalam pembelajaran 

bahasa asing, namun siswa sering menghadapi kesulitan dalam mencapainya 

tanpa media pembelajaran yang menarik dan interaktif. Penelitian ini mengkaji 

penggunaan puzzle yang dibuat dengan Puzzle Maker untuk meningkatkan 

penguasaan kosakata siswa kelas tujuh di MTsN 3 Solok Selatan. Penelitian ini 

menggunakan metode kuantitatif dengan desain kuasi eksperimen yang 

melibatkan kelas eksperimen dan kelas kontrol. Kedua kelompok diberikan tes 

kosakata sebelum dan sesudah perlakuan. Temuan utama menunjukkan bahwa 

siswa yang berlatih kosakata menggunakan puzzle mengalami peningkatan yang 

signifikan dalam skor post-test dibandingkan dengan siswa yang tidak 

menggunakannya. Selain itu, word search, double puzzle, dan hidden message 

puzzle bermanfaat dalam melatih pengenalan bentuk dan makna kata, tetapi tidak 

dalam penggunaan kata dalam konteks. Hanya crossword puzzle yang mendukung 

penguasaan ketiga aspek: bentuk, makna, dan penggunaan. Puzzle-puzzle ini juga 

membuat aktivitas kelas menjadi lebih menyenangkan dan menarik, sehingga 

mendorong partisipasi siswa yang lebih besar. Kesimpulannya, puzzle yang dibuat 

dengan Puzzle Maker dapat menjadi media praktis untuk membantu siswa dalam 

meningkatkan penguasaan kosakata dan aktivitas pembelajaran di kelas. 

Keywords: Penguasaan kosakata, Puzzle, Puzzle Maker 

 

 

 

 

 

 

 

 

 



iii 

 

ACKNOWLEDGEMENTS 

Alhamdulillah, all praise and thanks are due to Allah SWT, the Most 

Merciful and Most Compassionate, whose endless guidance and blessings have 

enabled the writer to complete each step of this journey. By His grace alone, the 

writer was able to finish this thesis entitled ―The Influence of Puzzles Created by 

Using Puzzle Maker Toward Students‘ Vocabulary Mastery in the 7th Grade of 

MTsN 3 Solok Selatan.‖ This work is presented as part of the requirements to 

achieve a Bachelor‘s degree at Universitas Negeri Padang. With these simple 

words, the writer sincerely extends the deepest gratitude to all who have 

supported this success. 

First and foremost, the writer‘s highest and most heartfelt appreciation 

goes to beloved parents, Marta Peri and Maidiana, who have been the greatest 

source of strength, inspiration, and unconditional love. Their countless prayers, 

sacrifices, and unwavering support have lightened the writer‘s path and lifted the 

spirit even in the most challenging times. To the writer‘s dear brother, Risky 

Raynov Marta, sincere thanks are given for the constant support, care, and 

motivation that have always encouraged the writer to keep going. 

The writer sincerely thanks Dr. Havid Ardi, S.Pd., M.Hum., the honorable 

supervisor, for his valuable guidance, insightful recommendations, and patience at 

every step of this study. His helpful suggestions and constant encouragement have 

strengthened the writer‘s spirit to accomplish this thesis wholeheartedly. 

Sincere thanks also go to Witri Oktavia, S.Pd., M.Pd., and Honesty 

Yonanda Ayudhia, M.Pd., who have kindly served as examiner and contributors. 

Their valuable comments, insightful feedback, and constructive suggestions have 

greatly helped improve the quality of this thesis. 

The writer‘s heartfelt appreciation is also extended to Rizaldy Hanifa, 

S.Pd., M.Pd., for his kindness and willingness to be a validator in this research. 

Special thank are likewise given to Bita Aria, S,Pd.I., the writer‘s school 

supervisor, for her warm guidance, steady support, and dedication during the 

research process, as well as her contribution as a validator. 

Deep gratitude is also expressed to Dr. Yuli Tiarina, S.Pd., M.Pd., the 

Head of the English Education Study Program, for her inspiring leadership, 

motivation, and continuous support throughout the writer‘s years of study and all 

the lecturers and staffs at the English Language and Literature Department, 

Faculty of Language and Arts, Universitas Negeri Padang.   



iv 

 

Finally, the writer feels especially thankful for all dear classmates in K2-

21. Thank you for bringing so much laughter, friendship, and countless 

unforgettable moments along this journey. Your support, teamwork, and sense of 

family have made these years truly meaningful. May the bonds we have built stay 

strong, no matter where life takes us next. 

More than anything, the writer extends gratitude to herself for staying 

resilient, patient, and committed through each obstacle faced. 

The writer also acknowledges that this thesis is not without flaws, so 

suggestions and constructive input for improvement are wholeheartedly welcome. 

Hopefully, this modest effort may bring benefit and inspire everyone who reads it. 

May Allah SWT bestow wisdom, prosperity, and joy upon us all throughout our 

lives. 

Alhamdulillah, all praise belongs to Allah alone. 

Padang,    June 2025 

 

Rahayu Nimas Marta 

 

 

 

 

 

 

 

 

 

 

 

 



v 

 

 

TABLE OF CONTENTS 

 

ABSTRACT ............................................................................................................ i 

ABSTRAK ............................................................................................................. ii 

ACKNOWLEDGEMENTS ................................................................................ iii 

TABLE OF CONTENTS ...................................................................................... v 

LIST OF TABLES .............................................................................................. vii 

LIST OF FIGURES ........................................................................................... viii 

LIST OF APPENDICES ..................................................................................... ix 

CHAPTER 1  INTRODUCTION ......................................................................... 1 

A. Background of the Problem ...................................................................... 1 

B. Identification of the Problems .................................................................. 5 

C. Limitations of the Research Problem ....................................................... 6 

D. Formulation of the Problems .................................................................... 6 

E.     Researcher Question ................................................................................. 7 

F.     Purpose of the Research............................................................................ 7 

G. Significance of the Research .................................................................... 7 

H. Definition of the Key Term ...................................................................... 8 

CHAPTER II  REVIEW OF RELATED LITERATURE ............................... 10 

A. Review of Related Theories ................................................................... 10 

1. Vocabulary ................................................................................................. 10 

a. Concept of Vocabulary ........................................................................... 10 

b. Vocabulary Mastery ............................................................................... 12 

c. Aspect of Vocabulary ............................................................................. 14 

d. Teaching Vocabulary ............................................................................. 16 

e. Learning and Assessment ....................................................................... 18 

f. Testing Vocabulary ................................................................................ 20 

2. Puzzle Maker ............................................................................................. 23 

3. Creating Puzzles Using Puzzle Maker ....................................................... 31 



vi 

 

B. Review Relevant Studies ........................................................................ 35 

C. Conceptual Framework .......................................................................... 38 

D. Hypothesis .............................................................................................. 40 

A. Research Design ..................................................................................... 41 

B. Population and Sample ........................................................................... 43 

C. Instrumentation ....................................................................................... 44 

D. Technique of Data Collection ................................................................ 51 

E.      Research Procedure ................................................................................ 53 

F.      Technique of Data Analysis ................................................................... 59 

CHAPTER IV  FINDINGS AND DISCUSSION .............................................. 65 

A. Data Description ..................................................................................... 65 

B. Findings .................................................................................................. 79 

 Discussion .............................................................................................. 86 B.

CHAPTER V  CONCLUSION AND SUGGESTION ...................................... 93 

A. Conclusion .............................................................................................. 93 

B. Suggestion .............................................................................................. 94 

REFERENCES ..................................................................................................... 97 

APPENDICES .................................................................................................... 108 

 

 

 

 

 

 

 

 

 

 



vii 

 

LIST OF TABLES 

Table 3. 1 Design of Pre-Test and Post-Test Procedure ....................................... 42 

Table 3. 2 Total Number of Students .................................................................... 43 

Table 3. 3 Indicators of the Pre-Test and Post-Test .............................................. 45 

Table 3. 4 Research Schedule ............................................................................... 52 

Table 3. 5 Teaching Procedure Experimental and Control Group ........................ 54 

Table 4. 1 Validity Check of the Instruments ....................................................... 49 

Table 4. 2 The Result of Reliability Test .............................................................. 51 

Table 4. 3 Result of Pre-test Experimental Class ................................................. 66 

Table 4. 4 Result of Post-test Experimental Class ................................................ 69 

Table 4. 5 Result of Pre-test Control Class ........................................................... 72 

Table 4. 6 Result of Post-test Control Class ......................................................... 74 

Table 4. 7 Descriptive Statistic Result .................................................................. 77 

Table 4. 8 Mann-Whitney U Test of Pre-Test Scores ........................................... 79 

Table 4. 9 Normality Test Result .......................................................................... 80 

Table 4. 10 Homogeneity Test Result ................................................................... 82 

Table 4. 11 Test Statistic of Wilcoxon Signed Ranks Test ................................... 84 

Table 4. 12 Ranks Result of Wilcoxon Signed Ranks Test .................................. 84 

Table 4. 13 Test Statistic of Mann-Whitney U ..................................................... 85 

 

 

 

 

 

 

 

 

 

 

 

 

 



viii 

 

LIST OF FIGURES 

Figure 2. 1 Word Search Puzzle ........................................................................... 28 

Figure 2. 2 Criss-Cross (Crossword) Puzzle ......................................................... 29 

Figure 2. 3 Double Puzzle ..................................................................................... 30 

Figure 2. 4 Hidden Message Puzzle ...................................................................... 31 

Figure 2. 5 Search Puzzle Maker on the Internet .................................................. 32 

Figure 2. 6 Choose a Puzzle .................................................................................. 33 

Figure 2. 7 Write Title .......................................................................................... 33 

Figure 2. 8 Setting Letters Across and Down ....................................................... 34 

Figure 2. 9 Enter Words ........................................................................................ 34 

Figure 2. 10 Create the Puzzle .............................................................................. 34 

Figure 2. 11 Save Puzzle ....................................................................................... 35 

Figure 2. 12 Framework of the Present Study ...................................................... 39 

Figure 4. 1The Range of Pre-Test Scores in the Experimental Class ................... 68 

Figure 4. 2 The Range of Post-Test Scores in the Experimental Class ................ 70 

Figure 4. 3 The Range of Pre-Test Scores in the Control Class ........................... 73 

Figure 4. 4 The Range of Post-Test Scores in the Control Class .......................... 76 

Figure 4. 5 Comparison of Pre-Test and Post-Test (Experimental vs. Control 

Groups) ................................................................................................................. 78 

 

 

 

 

 

 

 

 

 

 

 

 

 



ix 

 

LIST OF APPENDICES 

Appendix 1 Test Specification Table .................................................................. 108 

Appendix 2 Pre-test and Post-test Items ............................................................. 111 

Appendix 3 Key Answer for Pre-test and Post-test ............................................ 115 

Appendix 4 Recapitulation of Students‘ Scores ................................................. 116 

Appendix 5 Validity Test Result ......................................................................... 118 

Appendix 6 Reliability Test Result ..................................................................... 119 

Appendix 7 Lesson Plan Experimental Group .................................................... 121 

Appendix 8 Example of Puzzles Worksheet ....................................................... 127 

Appendix 9 Students‘ Answer Sheets ................................................................. 131 

Appendix 10 Research Instruments Validation Sheet......................................... 136 

Appendix 11 Research Letters ............................................................................ 140 

Appendix 12 Documentation of Research .......................................................... 142 



1 

 

 

CHAPTER 1  

INTRODUCTION 

A. Background of the Problem 

Vocabulary is an essential part of language learning, forming the basis for four 

key skills such as listening, speaking, reading and writing (Richards & Renandya, 

2002). It is well-recognized that having a well-developed vocabulary is essential 

for effective communication and comprehension in any language (Khan et al., 

2018; Nation, 2001; Tiansoodeenon et al., 2023). Vocabulary plays a crucial role 

in language learning (Hafifah & Hanifa, 2024). Without it, students struggle to 

express ideas or comprehend reading and listening materials, making language 

learning difficult (Moeller et al., 2009; Naldi & Tiarina, 2024; Ratika et al., 2021; 

Schmitt, 2000). Therefore, building vocabulary should be a priority in language 

instruction, as it helps students communicate confidently and participate better in 

learning. 

Based on observations at MTsN 3 Solok Selatan, the researcher found that the 

English teacher still relies heavily on memorization methods when teaching 

vocabulary. For example, students are usually asked to memorize lists of new 

words and repeat them in class. However, this method has not been effective in 

helping students‘ master vocabulary fully (Elmahdi & Hezam, 2020) . Many 

students can retain the words for a short time but struggle to use them correctly in 

sentences or daily conversations (Ganesan et al., 2025; Hafsari & Sartika, 2025). 
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This was proven by the vocabulary test scores in the previous semester, where 

more than 50% of the students scored below the minimum passing grade (KKM). 

The teacher also confirmed that students often forget the words soon after the test 

and rarely use them in context. 

The problem with this method can be seen in how students use vocabulary. 

Simply committing words to memory through repetition does not guarantee that 

students can understand the meaning and apply the words in real communication 

(Maming & Patintingan, 2023; McKeown, 2019; Wang, 2023). The main goal of 

learning English is not just to retain vocabulary, but also to pronounce, 

understand, and use it properly (Kim, 2023). Previous studies suggest that 

learning media are more effective than recall alone improving vocabulary, as they 

not only help students remember new words but also enhance their ability to use 

and understand vocabulary while increasing their interest in learning (Fathoni et 

al., 2024; Muabidah & Setiawan, 2024; Wicaksono & Kuswardani, 2021). Based 

on these findings, it can be seen that memorizing alone is not sufficient. Students 

need learning media that are more engaging and interactive, so they can not only 

remember new vocabulary but also apply it confidently in real-life contexts. 

In the contemporary educational landscape, the use of creative and engaging 

learning media plays a vital role in helping students build their vocabulary 

(Alomari et al., 2023; Pasternak, 2020; Van et al., 2017). This shows that learning 

media have an important part in supporting both teaching and learning processes. 
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Moreover, when well-designed, learning media can significantly help achieve 

learning goals more efficiently. 

One of the most effective kinds of learning media for teaching vocabulary is 

the use of puzzles (Prayoga, 2022). Puzzles have proven to be a valuable 

educational tool that not only support vocabulary development for elementary 

school students but also help sharpen critical thinking skills among junior and 

senior high school learners (Cruz et al., 2023; Megawati, 2019; Suprayogi et al., 

2022). Puzzles have been widely applied in various subjects, including biology, 

mathematics, social sciences, and physics (Azizah et al., 2023; Nurhalifah et al., 

2020; Pahma et al., 2023; Pangesti & Astono, 2018; Valentina et al., 2024). In 

language learning, puzzles play an important role in improving students‘ 

vocabulary mastery, spelling, and reading comprehension (Rahmi et al., 2021). 

The popularity of puzzles as a learning media has led many teachers to 

incorporate them into language learning. However, manually creating effective 

puzzles is time-consuming, and relying on a single puzzle type may reduce 

students' interest over time (Alghani, 2017; Kurniasih & Isroah, 2018). To address 

this, platforms like Puzzle Maker provide a practical solution by enabling teachers 

to create diverse and engaging puzzles efficiently. Puzzle Maker is a tool designed 

for teachers, students, and parents to generate puzzles. It allows users to create 

and print personalized word searches, criss-cross puzzles, math challenges, and 

more using their word lists (Discovery Education, 2025). There are 10 different 

types of puzzles available in Puzzle Maker; however, only 4 types are effective 
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for language learning: Word Search Puzzle, Criss-Cross Puzzle (Crossword 

Puzzle), Double Puzzle, and Hidden Message Puzzle. 

Numerous studies explore several key aspects related to the use of puzzles, 

focusing on how puzzles contribute toward students' motivation in vocabulary 

learning (Anjaleka, 2021; Rahmatunnisa et al., 2023; Sri et al., 2024). 

Additionally, Marfilinda and Akhiyar (2024) examines the effectiveness of 

puzzles in supporting various learning styles. Puzzles also demonstrate the 

potential to strengthen collaborative learning by fostering teamwork and 

communication among students (Cahyaningtyas et al., 2024; Sintia et al., 2021). 

Furthermore, Oktaviani and Elmojahed (2023) evaluates the impact of puzzles on 

learning outcomes and analyzes the extent to which puzzles directly contribute to 

effective vocabulary acquisition. 

Research has examined the application of puzzles in language learning 

highlighting various types of puzzles and different areas of focus, such as word 

search puzzles (Al-Furqon, 2017), criss-cross puzzles (crossword puzzles) 

(Hasriani, 2015), double puzzles (Putra et al., 2022), and hidden message puzzles 

(Ningtyas, 2023). Al-Furqon (2017) examined word search puzzles to enhance 

vocabulary retention and word recall. Hasriani (2015) investigated crossword 

puzzles to enhance students‗ vocabulary mastery and create an engaging learning 

environment. 

Putra et al. (2022) explored double puzzles, a combination of crossword and 

word search puzzles, to promote deeper engagement with vocabulary and 
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grammar. Lastly, Ningtyas (2023) analyzed hidden message puzzles to assess 

their effectiveness in fostering critical thinking, comprehension skills, and overall 

language proficiency. These studies have highlighted how different puzzles 

contribute to vocabulary retention, spelling, critical thinking, and comprehension 

skills. However, there is a lack of research exploring the utilization of multiple 

puzzle types created with a tool like Puzzle Maker in a single study. 

In this study, the researcher investigated the impact of puzzles, such as Word 

Search Puzzles, Criss-Cross Puzzles (Crossword Puzzles), Double Puzzles, and 

Hidden Message Puzzles on students' vocabulary mastery. Previous studies have 

primarily focused on a single type of puzzle, which, if created manually, can be 

time-consuming for teachers. While using one type of puzzle can help students 

improve their vocabulary, repetitive use of the same puzzle format may lead to 

decreased engagement and motivation over time. To address these issues, this 

study uses Puzzle Maker, a digital tool that allows teachers to generate four 

different types of puzzles efficiently. By utilizing multiple puzzle types, this study 

seeks to explore their combined effect on students' vocabulary mastery and 

engagement, providing a more diverse and interactive learning experience at 

MTsN 3 Solok Selatan. 

B. Identification of the Problems 

Based on the discussion above, the researcher has identified several key 

aspects that can be explored regarding the implementation of puzzles in language 
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learning. These include the impact of puzzles on student motivation, their role in 

supporting different learning styles, their potential in fostering collaborative 

learning, their effect on learning outcomes, and their contribution to students' 

vocabulary mastery. This study explored students' vocabulary mastery. 

As discussed earlier, while puzzles have been widely used in language 

learning, previous research has mainly focused on individual puzzle types, 

limiting the exploration of their combined effects on vocabulary mastery. 

Additionally, manually creating puzzles can be time-consuming for teachers.  

C. Limitations of the Research Problem 

Based on the identification of the problem above, the researcher limits the 

study to the effect of puzzles created by Puzzle Maker on students‘ vocabulary 

mastery in the 7
th 

grade of MTsN 3 Solok Selatan.  

D. Formulation of the Problems 

This research investigates the significant influence of puzzles created using 

Puzzle Maker on students' vocabulary mastery in the 7th grade at MTsN 3 Solok 

Selatan. 
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E. Researcher Question 

Based on the problem formulation, the research question is, ―does the use of 

puzzles created using Puzzle Maker have a significant effect on the vocabulary 

mastery of 7
th

-grade students at MTsN 3 Solok Selatan?‖ 

F. Purpose of the Research 

This research aims to examine whether the use of puzzles created using Puzzle 

Maker has a significant effect on vocabulary mastery of 7
th

-grade students at 

MTsN 3 Solok Selatan. 

G. Significance of the Research 

The contributions that this study intends to offer upon completion are known 

as its research significance, which consists of two categories: theoretical and 

practical. 

1) Theoretical Significance 

It expands the understanding of how puzzles support vocabulary 

acquisition, linking it to cognitive theories of active learning. The study shows 

that engaging students with puzzles can improve memory retention and 

vocabulary mastery, contributing to the broader research on interactive 

teaching methods. 
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2) Practical Significance 

Practically, this research provides teachers with a fun, effective tool for 

teaching vocabulary. Puzzles offer an engaging alternative to traditional 

memorization, making learning more enjoyable. Tools like Puzzle Maker 

allow educators to create customized puzzles that fit their students' levels, 

improving their vocabulary retention in a stress-free way. This approach has 

the potential to enhance classroom engagement and help students build 

stronger language skills. 

H. Definition of the Key Term 

1) Influence 

The effect of the puzzles toward the level of mastery of English 

vocabulary indicated by the pre-test and post-test score differences. 

2) Puzzles 

Puzzles are learning media through word games, such as word searches, 

crosswords, double puzzles, and hidden message puzzles, which challenges 

students solve problems while enjoying them and improving their vocabulary 

mastery. 
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3) Puzzle Maker  

An online platform that enables teachers to create customized puzzles, 

such as word search, crossword, double puzzles, and hidden message puzzles, 

to enhance vocabulary learning and save preparation time. 

4) Vocabulary Mastery 

Vocabulary mastery is the set of words that students understand and use to 

demonstrate their English language skills, including reading, writing, 

listening, and speaking, after practice using puzzles. 

  



93 

 

 

CHAPTER V  

CONCLUSION AND SUGGESTION 

A. Conclusion 

Considering the results in this study, it can be inferred that applying puzzles 

has a positive and significant effect on students‘ vocabulary mastery. The 

statistical tests revealed that the post-test scores of the experimental group were 

notably higher than those of the control group. This result proves that using 

puzzles as a learning strategy is not only effective but also makes a meaningful 

difference in students‘ vocabulary acquisition. Since the results are statistically 

significant, it means that puzzles can indeed be applied and recommended as a 

vocabulary learning strategy. The significant impact found in this study indicates 

that puzzles are not just an alternative but can be used as a practical and reliable 

method to support vocabulary learning in the classroom. 

In this study, the use of various types of puzzles—such as word search, 

crossword, double puzzle, and hidden message puzzles—helped students 

remember vocabulary more easily. These puzzle activities made the learning 

process more interesting, enjoyable, and interactive. Students became more 

engaged, more motivated, and more active in participating during the lesson. The 

students also showed greater enthusiasm and less anxiety when solving puzzles, 

which contributed to their vocabulary improvement.  
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Furthermore, using puzzles is effective in improving students‘ vocabulary 

mastery, mainly in the aspects of form (recognizing the word and its spelling) and 

meaning (understanding the word‘s meaning). The puzzles used in this study, 

such as word search, double puzzle, and hidden message puzzle, made the 

learning process more interesting and helped students reinforce their memory of 

new words. However, the puzzle activities did not fully help students strengthen 

their ability to use the words in sentences (use) because most of the puzzle types 

focused on word recognition and meaning only.  

Overall, this research concludes that puzzles can be used effectively to support 

vocabulary mastery for seventh-grade students at MTsN 3 Solok Selatan. Puzzles 

can serve as a useful teaching tool that not only helps students achieve better 

learning outcomes but also creates a fun, challenging, and supportive learning 

environment. To maximize results, teachers are encouraged to combine puzzles 

with additional activities that help students practice using new words in real 

contexts. 

B. Suggestion 

Based on the outcomes of this research, the following offers are provided for 

teachers, students, and future researchers. 
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1. For Teachers 

Based on these conclusions, teachers who want to use puzzles in 

vocabulary learning are encouraged to combine puzzles with other activities 

that help students apply the words in context, such as making simple 

sentences, doing role-play, or practicing speaking. Future researchers are 

recommended to focus more on using crossword puzzles or designing puzzles 

with sentence-based clues to strengthen students‘ ability to use the words they 

learn in real communication. This way, puzzle-based learning can not only 

help students recognize and understand new words but also encourage them to 

use the words confidently in their daily conversations. 

Teachers are advised to implement puzzles as an approach to support 

vocabulary instruction. Using puzzles can make lessons more interesting and 

enhance students‘ ability to remember new vocabulary. Including puzzles in 

vocabulary teaching can help foster a livelier and participative classroom 

setting. Teachers are also advised to vary the types of puzzles they use to keep 

students interested and to use online puzzle generators to simplify the 

preparation process. Most importantly, teachers should ensure that the puzzles 

are appropriate for the students‘ proficiency levels and learning objectives. 
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2. For Students 

Students are advised to actively participate in puzzle-based learning 

activities because puzzles are proven to improve vocabulary mastery in a fun 

and engaging way. Students should not only depend on their teacher but also 

take the initiative to solve or even create puzzles independently to strengthen 

their vocabulary skills. By engaging in puzzle activities, students can also 

improve their creativity, critical thinking, and problem-solving abilities, which 

will be beneficial for their overall English learning. 

3. For Future Researchers 

Researchers in the future are encouraged to expand this line of inquiry 

by investigating the effectiveness of puzzles for enhancing other areas of 

English proficiency, like reading, speaking, or writing. They are also 

recommended to explore the use of puzzles in different educational levels, 

including high schools, vocational schools, and higher education, to assess 

their effectiveness in diverse learning environments. In addition, future studies 

could examine whether using puzzles contributes to long-term retention of 

vocabulary, helping students retain new words for longer periods. 
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