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ABSTRACT 

Rahmadhani, Fadila. (2024). STUDENTS’ RESPONSE AND ENGAGEMENT IN 

THE USE OF LAST ONE STANDING GAME TO ASSESS STUDENTS’ 

VOCABULARY. THESIS. English Language Education Department, Faculty 

of Tarbiyah and Teacher Training, UIN Sunan Ampel Surabaya. Supervisor: 

Rizka Safriyani, M. Pd. And Prof. Dr. Mohammad Salik, M. Ag.   

  

Key Words: Last One Standing, Vocabulary Assessment, Students' Response, 

Students' Engagement.  

  

Various vocabulary assessment techniques have been implemented by the English 

teacher, including the Last One Standing game. The Last One Standing game was 

advantageous for teaching and learning English. Therefore, it is important to know 

students' responses and engagement in vocabulary assessments to improve the 

teaching and learning process. This study aims to investigate student responses and 

engagement in vocabulary assessments using the Last One Standing game. Two 

primary research questions guide the inquiry: (1) What are the students' responses 

to using The Last One Standing game for assessing vocabulary mastery? (2) What 

is the level of student engagement when assessed through the Last One Standing 

game? Employing a quantitative survey design, data were collected through 

questionnaires administered to 30 students in a 7th-grade class at SMPN 35 

Surabaya. The survey data were analyzed using descriptive statistics to draw valid 

research conclusions. The study's results indicate a positive response in the 

cognitive, affective, and conative aspects. Additionally, the study shows active 

engagement in the affective, behavioral, and cognitive aspects when using the Last 

One Standing game for vocabulary assessment. Furthermore, data analysis suggests 

that the game increases students' vocabulary knowledge, while also demonstrating 

an increase in students' motivation and active participation during the assessment 

process. This research offers recommendations for teachers and future researchers 

interested in integrating the Last One Standing game to create a fun and engaging 

English learning and assessment experience for students.   
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ABSTRAK  

Rahmadhani, Fadila. (2024). STUDENTS’ RESPONSE AND ENGAGEMENT IN 

THE USE OF LAST ONE STANDING GAME TO ASSESS STUDENTS’ 

VOCABULARY. THESIS. English Language Education Department, Faculty 

of Tarbiyah and Teacher Training, UIN Sunan Ampel Surabaya. Supervisor: 

Rizka Safriyani, M. Pd. And Prof. Dr. Mohammad Salik, M. Ag.   

  

Key Words: Last One Standing, Penilaian Kosakata, Respon Siswa, Keterlibatan 

Siswa.  

Berbagai teknik penilaian kosakata telah diterapkan oleh guru bahasa Inggris, 

diantaranya adalah permainan Last One Standing. Permainan Last One Standing 

bermanfaat untuk pengajaran dan pembelajaran bahasa Inggris. Oleh karena itu, 

penting untuk mengetahui respons dan keterlibatan siswa dalam penilaian kosakata 

untuk meningkatkan proses belajar mengajar. Penelitian ini bertujuan untuk 

mengetahui respon dan keterlibatan siswa dalam penilaian kosakata menggunakan 

permainan Last One Standing. Dua pertanyaan penelitian utama memandu 

penyelidikan: (1) Apa tanggapan siswa terhadap penggunaan permainan The Last 

One Standing untuk menilai penguasaan kosakata? (2) Bagaimana tingkat 

keterlibatan siswa jika dinilai melalui permainan Last One Standing? Dengan 

menggunakan desain survei kuantitatif, data dikumpulkan melalui kuesioner yang 

diberikan kepada 30 siswa di kelas 7 di SMPN 35 Surabaya. Data survei dianalisis 

menggunakan statistik deskriptif untuk menarik kesimpulan penelitian yang valid. 

Hasil penelitian menunjukkan respon positif pada aspek kognitif, afektif, dan 

konatif. Selain itu, penelitian ini menunjukkan keterlibatan aktif dalam aspek 

afektif, perilaku, dan kognitif ketika menggunakan permainan Last One Standing 

untuk penilaian kosa kata. Lebih jauh lagi, analisis data menunjukkan bahwa 

permainan ini meningkatkan pengetahuan kosa kata siswa, sekaligus menunjukkan 

peningkatan motivasi dan partisipasi aktif siswa selama proses penilaian. Penelitian 

ini menawarkan rekomendasi bagi para guru dan peneliti masa depan yang tertarik 

untuk mengintegrasikan permainan Last One Standing untuk menciptakan 

pengalaman pembelajaran dan penilaian bahasa Inggris yang menyenangkan dan 

menarik bagi siswa.  
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