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ABSTRACT

Nadya Wahyu Pramita (2026). The Effectiveness of The
Werewolf Game to Develop Students’ Ability in
Formulating Expressions for Interaction in Role-Play
Activity. A thesis. English Language Education
Department, Faculty of Tarbiyah and Teacher Training,
UIN Sunan Ampel Surabaya. Supervisor I: M. Hanalfi,
M. Ag, MA. Supervisor II: Drs. Muhtarom, M.Ed.,
Grad.Dip. TESOL.

Keywords: Werewolf Game, Formulating Expressions,
Interaction, Role-Play.

This study aimed to determine the effectiveness of the
Werewolf Game in developing students’ ability to formulate
expressions for interaction, such as asking opinions, giving
opinions, asking permission, giving permissions, agreement,
and disagreement, within role-play activities. This research
employed a quantitative approach with a pre-experimental
design with one-group pre-test and post-test, involying 31
students of class 8E at SMP Negeri 3 Peterongan PP Darul
‘Ulum Rejoso — Jombang. The results of the study indicated
a significant improvement in students’ abilities after the
treatment. Based on the statistical analysis using the
Wilcoxon Signed Ranks Test, a significance value of 0.000
(p < 0.05) was obtained, meaning that the Null Hypothesis
(Ho) was rejected and the Alternative Hypothesis (Ha) was
accepted. This was further supported by the average N-Gain
score of 0.7239 (72.4%), which falls into the High category.
Observations during the treatment also showed an increase in
student engagement, rising from 80.7% to the 90.4% in the
second session. In conclusion, the Werewolf Game is
effective in developing students’ ability to formulate
expressions for interaction in role-play activity.
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ABSTRAK

Nadya Wahyu Pramita (2026). The Effectiveness of The
Werewolf Game to Develop Students’ Ability in
Formulating Expressions for Interaction in Role-Play
Activity. A thesis. English = Language Education
Department, Faculty of Tarbiyah and Teacher Training,
UIN Sunan Ampel Surabaya. Supervisor I: M. Hanafi, M.
Ag, MA. Supervisor II: Drs. Muhtarom, M.Ed.,
Grad.Dip. TESOL.

Kata Kunci: Permainan Werewolf, Menyusun Ungkapan,
Interaksi, Bermain Peran

Penelitian ini bertujuan untuk menentukan efektivitas
Permainan Werewolf dalam mengembangkan kemampuan
siswa dalam menyusun ungkapan untuk interaksi, seperti
meminta pendapat, memberikan pendapat, meminta izin,
memberikan izin, persetujuan, dan ketidaksetujuan, dalam
kegiatan peran. Penelitian ini menggunakan pendekatan
kuantitatif - dengan. desain; pra-eksperimen satu; kelompok
dengan tes pra dan pasca, melibatkan 3 I'siswa kelas'SE di SMP
Negeri 3 Peterongan PP/ Darul ‘Ulumi Rejoso— Jombang. Hasil
penelitian menunjukkan peningkatan yang signifikan dalam
kemampuan siswa setelah perlakuan. Berdasarkan analisis
statistik menggunakan Uji Wilcoxon Signed Ranks, nilai
signifikansi 0.000 (p < 0.05), artinya Hipotesis Nol (Ho) ditolak
dan Hipotesis Alternatif (Ha.) diterima. Hal ini didukung oleh
skor rata-rata N-Gain sebesar 0.7239 (72,4%), yang masuk
dalam kategori tinggi. Pengamatan selama perlakuan juga
menunjukkan peningkatan keterlibatan siswa, dari 80,7%
menjadi 90,4% pada sesi kedua. Kesimpulannya, permainan
Werewolf efektif untuk mengembangkan kemampuan siswa
dalam menyusun ungkapan untuk interaksi dalam kegiatan
bermain peran.
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