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ABSTRACT 
 

Hekmah Istinaropah. 2020. An Analysis of Students' Perception of 

Crossword Puzzle games at the Third Semester of  Universitas Islam Riau. 

Thesis, English Language Education, FKIP, UIR. Dr. Sri Yuliani, M.Pd 
 
 
 

Keywords: Student Perception and Crossword Puzzle Games 
 

 

The assessment tool or evaluation instrument is a measuring tool to assess 

and find out more about the extent of the learning process that is conveyed to 

students. The purpose of this study was to determine how students' perceptions of 

the third semester student Crossword Puzzle Games of Universitas Islam Riau. 

The use of the Crossword Puzzle Games as a student assessment tool is one way 

to foster student interest in learning so that it can be concluded that the teacher 

has been able to use the Crossword Puzzle Games as an evaluation tool in 

participating in learning. With the development of technological devices in the 

world of education, assessment tools are needed that can open students' mindsets 

in learning. Researchers analyzed how teachers used online applications as an 

assessment tool, namely the use of the Crossword Puzzle Games by utilizing the 

existing potential in schools as a medium. 

In this study, researchers used qualitative research with descriptive 

methods. This research was conducted at the Universitas Islam Riau. The 

research sample was 29 students of semester Third A Universitas Islam Riau. The 

sample was taken by using purposive sampling. The data collection techniques 

used by researchers were questionnaires and interviews. 

Based on the research results obtained from questionnaires and 

interviews, it can be concluded that the Assesing the effectiveness of crossword 

puzzle games at the Third A Semester is 80.82% at a high level. Perceptions of 

learning evaluation crossword puzzle games at the Third A Semester of 77.04% 

are classified as high. And the last level of Listening Ability Students perceptions 

of crossword puzzle as a teaching tool in at the Third A Semester of 74.85% is 

classified as high level. The overall result was 77.57% with high level 

measurement. 
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CHAPTER I 

INTRODUCTION 

 

1.1. Background of the Problem 

Education is a human effort to expand knowledge in order to form values, 

attitudes, and behaviors. Education is also a means to develop students' self 

potentials and skills through the learning process as a provision for them to live a 

life of the community, nation, and state. As in Law No. 20 of 2003 concerning the 

National Education System article 1 paragraph 1 expressly states that: 

“Education is a conscious and planned effort to create an atmosphere of 

learning and learning process so that students actively develop their 

potential to have spiritual strength, self-control, personality, intelligence, 

noble character, and the skills needed by themselves, society, nation, and 

country.” 

 

In the world of education improving the quality of education can be seen 

from the learning process that takes place at school, both methods and approaches 

or the media used. The educational learning process, in general, is still dominated 

by the lecture method, where this method does not so much develop student 

interest, especially in solving a problem. In learning, teachers only use 

monotonous methods so that teachers cannot develop interesting learning. If this 

method is used without any development or change from the teacher, students will 

feel bored in learning, moreover, this method is used for language learning. 

Because in the language it is not enough just to lecture, in language certainly 

requires more understanding, especially in learning English. 
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English has been considered as an essential language to be learned in order 

to meet the communication needs in this globalization era. Taking into account 

the benefits of English, Indonesia has organized English to be taught in formal 

school as a compulsory subject. English is also one of the languages that can help 

people from all walks of life such as communication, trade, social culture, science, 

education, entertainment, and technology. Therefore, being aware of the 

importance of mastering foreign languages or English, the Indonesian 

Government issued: Law on National Education System, (2003) 

"Foreign languages can be used as a language of instruction in certain 

education units to support students' foreign language skills." 

 

In learning English in high school has organized a systematic grouping of 

materials for students. But the main obstacle that occurs in schools is the lack of 

media used by teachers in learning English. Therefore the teacher must provide 

the media as one of the factors for the achievement of learning objectives in a 

school. The media functions to motivate students' learning interest, a teacher can 

utilize various techniques. Among others, learning while playing, one form of a 

game that can be used as an English learning technique is Crossword Puzzle is a 

crossword puzzle game that is created to be able to enrich the mastery of English 

vocabulary. This crossword puzzle media is very suitable to be applied to 

theoretical material in the form of the introduction of a tool or foreign names 

because in this study students are trained to remember, understand and match 

words according to the name and function of the tool by using crossword puzzle 

media in English learning. 
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Researchers carried out observations while learning was in progress, to see 

in more detail the problems that existed in semester third of UIR English 

Education. Based on research conducted by researchers in the third semester in 

class A, it can be seen that the learning process in class is still centered on 

lecturers. Lecturers use more conventional learning methods. This causes students 

to tend to feel bored during the learning process, as a result the teacher gives 

questions to students, but students lack confidence in answering the questions 

posed by the teacher. In addition, students feel less happy and easily forget the 

lessons delivered at school and affect learning outcomes. 

Most students only listen when the lecturer provides material, but some are 

busy playing on their cellphones and telling stories with their next door friends 

because they think that if they just listen, they will get sleepy and bored. 

Some of the reasons behind the need to implement a crossword puzzle type 

active learning strategy are because in its implementation students are invited to 

review the material that has been taught using the crossword puzzle so that it 

supports students' memory of past material. which will affect the learning 

outcomes desired by lecturers and students. A crossword puzzle type active 

learning strategy can also make students interested and participate in learning 

without losing interest in continuous learning. 

Based on the description above, researchers are interested in raising the title 

in this thesis, namely: "An Analysis of Students Perceptions of Crossword Puzzle 

Games on at the Third Semester of English Education Universitas Islam Riau". 
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1.2. Identification of the Problem 

Media is a tool that can develop students' knowledge and interest in 

learning. Therefore, researchers look for problems that occur in at the Third 

Semester of English Education Universitas Islam Riau. The researcher found 

several student problems that occurred in class, including in them: 

First, the lack of interest and motivation of students in learning because they 

felt bored with the method used. Students are bored because the method itself is 

used every day in every subject, especially in learning English.  

Second, the lack of media used in the learning process, students hoped that 

there were media that can help develop their learning interest to increase student 

motivation. Third, problems encountered in class are related to the pronunciation 

and spelling of their words. The students themselves admitted that they still had 

difficulty pronouncing and writing words correctly. students' ability to get the 

meaning of words is considered low. They are confused about interpreting the 

meaning of words based on the context that is around them. 

 

1.3. Focus of the Problem 

The research aims to describe and analyze the results of students' 

perceptions by using crossword puzzle media as a medium for learning English. 

In this study, researchers focused on students 'perceptions in the use of crossword 

puzzle media in at the Third Semester of English Education Universitas Islam 

Riauso that researchers know the students' responses to the use of technology in 

the classroom whether effective or not. 
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1.4. Research Questions 

Referring to the research background, problem identification and problem 

limitations, the researchers' problem was formulated as: 

1. Whatis Students Perceptions  atthe Third Semester of English Education 

Universitas Islam Riau? 

2. What are the benefits of Crossword Puzzle Games on Students 

Perceptions  at the Third Semester of English EducationUniversitas Islam 

Riau? 

1.5. Objective of the Research 

1. To find out the processon Students Perceptionsof Crossword Puzzle 

Games at the Third Semester of English Education Universitas Islam 

Riau. 

2. To know the benefitson Students Perceptions of Crossword Puzzle 

Games at the Third Semester of English Education Universitas Islam 

Riau. 

1.6. Significance of the Research 

 The researcher chooses the above strategy with the consideration that it 

will provide benefits for some of the relevant research members involved, as 

described : 

1. Lecturer 
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It is hoped that the lecturer will enrich students’ perception about how to 

change and improve students’ ability to do teaching and learning in the 

classroom by using Crossword Puzzle Games. The result is improving the 

quality of teaching and learning in facilitating students in learning English. 

2. Student   

It is expected that students improve their English achievements through the 

use of Crossword Puzzle Games. Therefore, when they learn English they 

will be easier and become more motivated in English classes. 

1.7. Definition of the Key Terms 

To avoid misunderstanding and misinterpretation of using terms in this 

research, the researcher defines the key terms as follow : 

1. Crossword Puzzle 

It has been proven by the findings of field research that crossword 

puzzle games can help students enrich their vocabulary. According to  

Rohmah (2016:8)Crossword puzzle is game in which words have to be 

guessed from clues and the students have to think carefully in order to 

answer it, it can be horizontal and vertical. 
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CHAPTER II 

REVIEW OF RELATED LITERATURE 

 

2.1.  Relevance Theories 

 In this chapter, theoretical reviews from experts are presented to support 

the implementation of strategies has that been decided.  Theoretical description of 

crossword puzzles, review of related study and theoretical description of action 

research. According to Yuliani, S, (2019) in this study it was explained that the 

use of technology in students had a simple but interesting impact. The study 

findings indicate that most students get good responses from the use of cell 

phones in language learning because the use of cell phones offers valuable 

opportunities for creative teaching strategies. 

According to Sari (2016:7) "The Effect of Crossword Puzzle Games on 

Students Vocabulary Mastery". The first thing we hope students can learn is a new 

language because it is one of the elements that connects the four skills; talk, listen, 

read and write everything. To communicate well in a language, students are 

expected to get enough words and need to know how use accurately. 

Nurma (2019:204) In this analysis it was proved that they succeeded in 

doing the experiment of the word crossword puzzle which affected the students' 

vocabulary mastery. This is because in the crossword word game students have 

the opportunity to be directly involved in arranging words according to the 

instructions given. 

Oktavia (2017:56) Croosword Puzzle in the learning process resulting in 

influential learning outcomes student. The change appears in when students are 
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given the assignment to make Crossword Puzzle and when given prettest and 

given treatment in the experimental class and results from the evaluation it shows 

significant influence. 

Khairiah (2017:134) crosswords provide challenges that motivate students 

to solve puzzles by making learning fun and relaxing. In addition, it also provides 

many opportunities for students to practice and repeat sentence patterns and 

vocabulary. This media is designed to make students feel interested in learning 

more about English vocabulary. It contains some interesting topics in English 

vocabulary to play whenever they want. Students can learn about nouns, 

adjectives and adverbs. In addition, students are encouraged to think and guess 

words based on the instructions given. This activity aims to challenge and 

motivate students at the same time. 

Davis (2009: 135) states that crosswords can help students to develop and 

increase vocabulary stock and that helps teachers achieve their goals in learning 

English. crosswords are not only a game but also a teaching technique that 

provides the best practice to be able to provide students with more vocabulary. 

Joneska (2016:) According research due to the Crossword Puzzles media 

have the privilege of being in shape game in the presence of an element of 

excitement and practice thinking skills in guessing words contained in the 

question given on the puzzle board. Also in use Crossword puzzle learning 

strategies topic discussion that can be evaluated by each student more many and 

comprehensive on the topic that have been learned, so that more students 

understand all the topics that have been discussed studied. 
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William (2007:135) states that the use of games in learning such as 

crosswords, word search puzzles, or games in the form of boards and cards make 

learning more fun and motivate students so that the learning process is not boring. 

A crossword puzzle, according to Matin C (2013:3)  is a game in which 

words, guessed from their definitions, are fitted into a diagram of white and black 

squares. The crossword has words written horizontally (across clues) and words 

written vertically (down clues). 

Tambun (417) said that crossword puzzle is a kind of a play on words by 

filling in the empty boxes as an answer to the question or question specified in the 

crossword puzzle. It means that by using crossword puzzle can make the students 

more focused in learning and the game can be used teaching learning a language. 

The students will use their logic to fill in the empty boxes by using crossword 

puzzle game. 

Based on the theories above, crossword puzzles have been proven to 

provide developments in the learning process of students. These theories 

emphasize that the use of Crossword Puzzles is very effective to be applied in the 

classroom. Then, these theories have no difference with the purpose of this study 

because researchers want to make learning look interesting by using Crossword 

Puzzles. Well, the researcher use crossword puzzle games to develop the 

development of student learning because many have proven and the majority 

succeed. 
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2.2. Games 

The application of educational games stems from the development of video 

gamesvery rapidly and make it as an effective, interactive and many 

mediadeveloped in industrial companies. Seeing the popularity of the game, 

educators think that the components of game design can be used asintroduction to 

learning material and can be applied to the education curriculum. Games must 

have an interactive interface design and contain elements of fun (Hurd and 

Jenuings, (2009). 

 

2.3. Definition of Crossword Puzzle 

Crosswords have been proposed as an alternative game in learning. It's also 

very useful for improving cognitive skills. As proposed byMoursund (2007: 8), he 

stressed that crossword puzzles are fairly well-known puzzle gameswhich in each 

problem, the purpose of the crossword is to solve certain mentalities challenging 

problems or completing assignments that challenge students mentally 

Crossword puzzle can be used in teaching learning process. It is helpful for 

the students‟ to master vocabulary because this game played using words. In 

Oxford Learner‟s dictionary (2000:103) crossword is puzzle in which words have 

to be guessed from clues and written in spaces in a grid. A crossword is a word 

puzzle that normally takes the form of a square or rectangular grid of white and 

shaded squares. 
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According to Tarigan (2011:229) Crossword puzzle is a kind of a play on 

words by filling in the empty boxes as an answer to the question or question 

specified in the crossword puzzle. It means that by using crossword puzzle can 

make the students more focused in learning and the game can be used teaching 

learning a language. The students will use their logic to fill in the empty boxes by 

using crossword puzzle game. 

2.3.1. The advantages of Crossword Puzzle 

Wahyuningsih (2009:5) states that many advantages of crossword 

puzzle games as a method of vocabulary instruction. First, learners get to 

enjoy learning the target language because they are involved in their own 

learning. Crossword puzzle can also help learners gain interest and reduce 

boredom in learning by giving an alternative of varying teaching techniques 

and by helping learners see English as a learnable instead of a difficult 

subject.  

Second, the crossword puzzle offers a challenge that will motivate the 

students to try to fulfill the puzzle. It gives much opportunity to the students 

to practice and repeat the sentence pattern and vocabulary. The students find 

it fun, feel relaxed, enjoy participating in the learning activity and they 

memorize the vocabulary in different ways that is by rewriting them. This is 

meaningful and helpful in learning a language and it can encourage all of the 

students to participate in learning process. 
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2.3.2. Procedure Using Crossword Puzzles. 

Many students are lazy to read because they think of it as difficult 

English comprehension. Sometimes many students cannot understand 

vocabulary in a sentence. many children have problems with memorization 

that can affect their ability to learn through standard teaching. 

Therefore, teachers can use the crossword puzzle method to help 

them develop vocabulary skills. In class, the lecturer can apply it to teach 

students fluency in understanding new vocabulary. After explaining what a 

crossword puzzle is, the lecturer reads a story about the material being 

taught then the teacher makes a puzzle on the board giving a few examples 

then the students continue alternately each group. This method is very easy 

for the teacher to do in class, and it will make students feel happy and 

active to start searching for a lot of vocabulary. 

Teachers can learn while playing with crossword puzzles. First, 

students download the crossword puzzle application, and then they can 

directly fill in the words that have been prepared in the application starting 

from the easy level than the medium level than last difficult level where the 

higher the level the more difficult words they have to fill. 
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2.3.3. The Components of the Crossword Games 

Vocabulary is the knowledge of words and word meanings. 

Instruction in vocabulary involves far more than looking up words in a 

dictionary and using the words in a sentence. According to Richard (2003: 

255) states that Vocabulary is a core component of language proficiency 

and provides much of the basis for how well students speak, read, and 

write. 

1. Speaking  

  Speaking is a productive skill. It cannot be separated from 

listening. When we speak we produce text and it is meaningful. In 

the nature of communication, we can find speakers, listeners, 

messages and feedback. Speaking cannot be separated from 

pronunciation because it encourages students to learn English 

sounds. 

2. Reading 

  Reading is one of the main bases in education because 

without reading it will have an impact on everyone's knowledge. 

Reading has a superior trait in which every person who cannot read 

then his knowledge about anything will not develop, because it is 

highly recommended for everyone, especially in the world of 

education to further enhance the reading system so that the 

vocabulary possessed will further develop. 
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3. Writing  

  Writing is the process of describing a language so that the 

message conveyed by the writer can be understood by the reader. 

As a writer it is also advisable to be able to master the vocabulary 

to make it easier to write each word or story. 

4. Listening  

  Listening is a process of listening to verbal symbols with 

full accuracy, understanding, appreciation, and interpretation to 

obtain information, capture content or messages and understand the 

meaning of communication that has been conveyed by the speaker 

through spoken or spoken language. In listening, it is also 

imperative to master the vocabulary so that every word that is 

heard can be easily digested by the listener's information. 
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CHAPTER III 

RESEARCH METHODOLOGY 

3.1.Research Design 

 In this research, the researcher used a Qualitative descriptive. This 

research is an analysis of of crossword puzzles gamesstudents’ perception  at the 

third semester of English education Universitas Islam Riau will be effective. 

According to Cresswell (2014),  Qualitative research involved open-ended 

questions, and few in number it mean to get a point and opinions from the 

participants. Thus, the researcher using descriptive to obtained the data of 

Questionnaires that can answer and using Qualitative to obtained the data of 

interviews. In qualitative interviews, the researcher conducts telephone 

interviews. 

 

3.2. Location and Time of Research 

 This research will be conducted on the third semester students of 

Universitas Islam Riau Pekanbaru which is located at Jl. KaharuddinNst 

No.113, SimpangTiga, Kec. Bukit Raya, Kota Pekanbaru, Riau 28284.and 

twelve grade. The time of stars September 2020. 

3.3.Population and Sample of the Research 

3.3.1. Population  

 According to Creswell (2014:204) randomly selected one person 

from a population, its characteristics are in the same sample as in the 
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population; characteristics used in population stratification (eg, sex, income 

level, education). identify that the samples that exist in individuals with 

characteristics that are in the population are the same. 

The population of this research is the third semester students of 

Universitas Islam Riau Pekanbaru which is located at Jl. KaharuddinNst 

No.113, SimpangTiga, Kec. Bukit Raya, Kota Pekanbaru, Riau 28284. 

The sample only one class A. As example look at the following table.  

Table 3.1  

The Population and Sample of Research 

 

3.3.2. Sample  

 According to Putra (2014) The definition of a sample is a part of 

the population or is representative of the population, taken from the 

collective either randomly, structurally, or in other scientific collective 

ways.  The sampling technique of this research is the Non – Randomized 

(Purposive Sampling). In this sampling technique, the determined of 

specific characters by following the objectives of the study so that it is 

expected that through that determined can answer the research problem 

NO Classes Semester Total of Student 

1. A  

 

III 

50 

2. B 48 

TOTAL 98 
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(Tongco, 2007). This research was taken 50 students of class A . The 

description of sample can be seen in the following table: 

Table 3.2. Sample of the Research. 

 

NO 

 

NAME 

 

CLASS 

1 Student 1 3A 

2 Student 2 3A 

3 Student 3 3A 

4 Student 4 3A 

5 Student 5 3A 

6 Student 6 3A 

7 Student 7 3A 

8 Student 8 3A 

9 Student 9 3A 

10 Student 10 3A 

11 Student 11 3A 

12 Student 12 3A 

13 Student 13 3A 

14 Student 14 3A 

15 Student 15 3A 

16 Student 16 3A 

17 Student 17 3A 
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18 Student 18 3A 

19 Student 19 3A 

20 Student 20 3A 

21 Student 21 3A 

22 Student 22 3A 

23 Student 23 3A 

24 Student 24 3A 

25 Student 25 3A 

26 Student 26 3A 

27 Student 27 3A 

28 Student 28 3A 

29 Student 29 3A 

  

3.4.Instrument of the Research 

 In this research was Qualitative Descriptive data. To find out the data of 

this research, the researcher uses the instrument. The researcher gives 

Questionaire. In this instrument, the students use an online Questionaire by 

WhatsApp. 

The type of scale used in this study is a Likert Scale. According to 

Sugiyono, (2016) Likert scale is used to measure the research object that will be 

measured based on indicators and used as a starting point for arranging instrument 

items in the form of questions or statements. Data collection instruments used in 

this study were questionnaires in thesis writing. Question items compiled by 
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researchers based on aspects of difficulty. The statements contained in this 

inventory consist of statements that are favorable and statements that are not 

favorable. 

This questionnaire provides 5 alternative answers, namely Strongly Agree 

(SA), Agree (A), Neutral (N), Disagree (D), and Strongly Disagree (SD) to 

increase response variability. The score for each alternative answer for each 

statement item in this instrument is in table :  

 

Table 3.3. Scoring Norm 

Statement Favourable Score Unfavourable score 

Strongly Agree (SA) 5 1 

Agree (S) 4 2 

Neutral (N) 3 3 

Disagree (D) 2 4 

Strongly Disagree (SD) 1 5 

 

3.5.Data Collection Technique 

3.5.1. Questionnaire. 

According to Creswell (2012) questionnaire is a data collection 

technique where the participant fills in a question or statement which after 

being filled in completely will be returned to the researcher. According to 

Sugiyono (2016) to analyzed the questionnaire  the researcher was analyzed 

by using Likert Scale. The design of items on five points scale. Such as 

Strongly Agree (SA) the value is 5, Agree (A) the value is 4, Undecided (U) 

the value is 3, Disagree (D) the value is 2, and Strongly Disagree (SD) the 

value is 1. 
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The data collection instrument used in this study was a questionnaire 

in thesis writing. The question items were arranged by the researcher based 

on the aspect of difficulty. The statements contained in this interview are 

favorable statement, the preferred statement is the concept of behavior that 

fits or supports the attributes or variables being measured. This instrument 

answers the first research question "How is the process of Students 

Perceptions at the Third Semester of English Education Universitas Islam 

Riau?" 

 

Table 3.4. The blueprint indicator of students perceptions on 

crossword puzzle games. 

Students 

Percetions of 

Crossword 

Puzzle 

Games 

Indicators Items Total Number 

of 

Questioneire 

1. Assesing the 

effectiveness of 

crossword puzzle 

games 

1,2,3,4,5 5 

2. Perceptions of 

learning evaluation 

crossword puzzle 

games 

6,7,8,9,10,11

,12 

7 

 

 

3. Students perceptions 

of crossword puzzle 

as a teaching tool 

13,14,15,16,

17,18,19,20 

8 

 Total 20 

The questionnaire data was arranged based on 3 sources that have 

successfully examined the application of crossword puzzle games, namely Vusi 

Vincent Mshayisa (2020), Agatha Saputri and Sukirno (2018), Mohammed 

Nazeer (2018). 
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NO STATEMENTS INTERNATIVE 

ANSWERS 

SA A N D SD 

1.  Helped me to remember important terms 

from the topics we have studied 

     

2.  Solving crossword puzzles made me think 

critically. 

     

3.  The puzzles reinforce basic concepts 

discussed in during the lectures. 

     

4.  Challenging and problem solving      

5.  Using crossword puzzles improved my 

learning experience 

     

6.  Students are eager to follow the learning 

with crossword puzzles media 

implementation 

     

7.  Students are eager to do exercise problem 

on crossword puzzles media 

     

8.  Students understand the accounting 

material described by crossword puzzles 

media in learning 

     

9.  Students try to answer the problem 

modified by crossword puzzles media 

     

10.  Students work together in groups to solve 

the problem in the form of crossword 

puzzles media 

     

11.  Students enjoy working in groups using 

crossword puzzles media 

     

12.  Students can exchange opinions with 

friends while working on assignments with 

crossword puzzles media 

     

 

13.  Fun experience to solve crossword puzzles.      

14.  Improved my understanding of the topic.      

15.  Helped to remember important terms from 

the topic. 

     

16.  Recommend their use for other subjects 

also to encourage active learning. 

     

17.  The level of difficulty was uniformly 

maintained. 

     

18.  They helped me in working together and 

team building. 

     

19.  Time allotted to solve the crossword was 

adequate. 

     

20.  Enjoyed learning through recreation.      
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3.5.2.Interview  

Sugiyono (2018) an interview is a conversation between two or more 

people and takes place between the source and the interviewer. Interviews are 

used as a data collection technique if you want to conduct a preliminary study to 

find problems that need to be researched, and also if the researcher wants to know 

things from the respondents that will be more in-depth and the number of 

respondents is large. small. The interview used is an unstructured or open 

interview meaning it is a free interview where the researcher does not use 

guidelines that have been systematically and completely compiled for data 

collection. This interview aimed to answer the second research question, namely 

"What are the benefits of Crossword Puzzle Games on Students Perceptions at the 

Third Semester of English Education, Riau Islamic University?" 

Guidelines are used only as an outline of the problem to be asked. The 

total questionnaire used is four statements based on indicators adapted from 

Amalia, (2018), namely: 1.) English reading and writing skills 2.) using crossword 

puzzle media to improve skills 3. supporting factors and inhibiting factors for 

using crossword media puzzle. 

Table 3.5. Students’ Interview Guideline Grid 

NO INDICATORS ITEMS 

1 English reading and writing skills 1 

2 the use of crossword puzzles media to improve 

skills 

1 

3 supporting factors and inhibiting factors of 

using crossword puzzle media 

1 
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3.6.Data Analysis Technique 

Analysis of the data used in this research is to use qualitative descriptive 

methods. Data were analyzed descriptively to determine the use of the Crossword 

puzzle games of students of the Third Semester of English Education Universitas 

Islam Riau. The stages of analyzing data in this research are:  

Convert data suspension from the use of crossword puzzle games 

questionnaire as an assessment. In order to analyze the data further, the answer 

from this questionnaire was converted into a numeric form. 

The score is given to each statement, for positive statements:  

1. Score 5 if the respondent answers Strongly agree  

2. Score 4 if the respondent answers Agree  

3. Score 3 if the respondent answers Neutral 

4. Score 2 if the respondent answers Disagree  

5. Score 1 respondent answered Strongly disagree  

Scores for negative statements:  

1. Score 5 if the respondent answers strongly disagree 

2. Score 4 if the respondent answers Nisagree  

3. Score 3 if the respondent answers Neutral 

4. Score 2 if the respondent answers Agree  

5. Score 1 respondent answers Strongly agree  
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Next, calculate the frequency of each category of answers in each variable. 

To find puzzle games questionnaire as an assessment after collected the data with 

the questionnaire, the score obtained is then calculated and entered into the 

percentage descriptive formula, Sugiyono (2006): 

 

𝑃 =  
𝐹

𝑁
𝑥 100% 

It means :  

P  = Percentage of items 

F  = The Frequency ( number of students fulfilling) 

N = Total Number of Respondent (students) 

Based on the formulation in taking percentage of the data, it is need to identify the 

mean for each category that absolutely has different value in every items in the 

questionnaire. The formulation of mean score as follow: 

Me =  
∑ 𝑥

N
 

Me = Mean  

N   = Number of cases  

∑ 𝑥 = Total score 
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Table 3.6. Indicator for Mean Score 

Mean Score Frequency 

80.1% - 100.0% Very High 

60.1% - 80.0% High 

40.1% - 60.0% Medium 

20.1% - 40.0% Low 

0.0% - 20.0% Very Low 
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CHAPTER IV 

RESEARCH FINDING 

This chapter discusses and explains about data from respondents based on 

the rules described in chapter three. This data consists of questionnaires and 

interviews. Both instruments have the same objective, namely to describe each 

indicator in the study, however the results of the interviews provide additional 

information for researchers in analyzing students' perceptions about the crossword 

puzzle game. 

4.1. Data Presentation 

After collecting analysis about Crossword Puzzle Games in Students' 

Understanding of a puzzle which consists of three indicators, namely; Assesing 

the effectiveness of crossword puzzle games, Perceptions of learning evaluation 

crossword puzzle games, Students perceptions of crossword puzzle as a teaching 

tool. 

Based on the table of presenting student perceptions in answering the 

questionnaire, it can be seen that the students' perceptions of the third semester 

crossword puzzle game at the Riau Islamic University have the highest score of 

100, this indicates that students agree that students really enjoy learning using 

crossword puzzle games. However, the lowest score is 47. This means that 

students almost disagree if they do not enjoy the learning process using crossword 
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puzzle games. Finally, the researchers found that the average score was 76.66%. 

The following averages were obtained: 

Mx = 
Ʃ𝑥

𝑁
 

Mx = 
2.223

29
 

Mx = 76.66% 

 

Table. 4.1. Data Presentation 

 

NO STATEMENTS 

INTERNATIF 

JAWABAN 

N 
Scor

e 
Mean TCR(%) 

CATEGO

RY SA A N D SD 

Assesing the effectiveness 

of crossword puzzle games 
5 4 3 2 1 

1.    

    

Helped me to 

remember important 

terms from the topics 

we have studied 

15 11 3 0 0 29 128 
4,413

8 
77,5758 

VERY 

HIGH 
Membantusayamengi

ngatistilah-

istilahpentingdaritopi

k yang telah kami 

pelajari 

2.    

    

Solving crossword 

puzzles made me 

think critically. 
11 11 5 2 0 29 118 4,069 71,5152 

VERY 

HIGH Memecahkanteka-

tekisilangmembuatsa

yaberpikirkritis. 

3.    

    

The puzzles reinforce 

basic concepts 

discussed in during 

the lectures. 

4 15 9 0 1 29 108 
3,724

1 
65,4545 

VERY 

HIGH 
Teka-

tekitersebutmemperk

uatkonsepdasar yang 

dibahasselamaperkuli

ahan. 
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4.    

    

Challenging and 

problem solving 
8 11 7 2 1 29 110 

3,793

1 
66,6667 

VERY 

HIGH Menantangdanmeme

cahkanmasalah 

5.    

    

Using crossword 

puzzles improved my 

learning experience 10 13 3 2 1 29 116 4 70,303 
VERY 

HIGH Andamerasatertantan

gsaatbermain game 

ini. 

Perceptions of learning evaluation crossword puzzle games 

6.    

    

Students are eager to 

follow the learning 

with crossword 

puzzles media  

7 13 9 0 0 29 114 3,931 69,0909 
VERY 

HIGH 
Siswabersemangatme

ngikutipembelajarand

enganpenerapan 

media crossword 

puzzles 

7.    

    

Students are eager to 

do exercise problem 

on crossword puzzles 

media 
5 13 

1

0 
1 0 29 65 

2,241

4 
39,3939 

VERY 

HIGH Siswabersemangatunt

ukmengerjakansoallat

ihanpada media 

crossword puzzles 

8.    

    

Students understand 

the accounting 

material described by 

crossword puzzles 

media in learning 
4 12 8 2 3 29 99 

3,413

8 
60 

VERY 

HIGH Siswamencobamenja

wabsoal yang 

dimodifikasidengan 

media crossword 

puzzles 

9.    

    

Students try to 

answer the problem 

modified by 

crossword puzzles 

media 

5 16 6 2 0 29 111 
3,827

6 
67,2727 

VERY 

HIGH 
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(Pertanyaan yang 

diberikandalamperm

ainanbervariasi.) 

10.  

  

Students work 

together in groups to 

solve the problem in 

the form of 

crossword puzzles 

media 10 9 5 2 1 27 106 
3,925

9 
64,2424 

VERY 

HIGH 
Siswabekerjasamadal

amkelompokuntukme

nyelesaikanmasalahb

erupa media teka-

tekisilang 

11.  

  

Students enjoy 

working in groups 

using crossword 

puzzles media 
7 13 7 1 1 29 111 

3,827

6 
67,2727 

VERY 

HIGH Siswasenangbekerjad

alamkelompokdenga

nmenggunakan 

media teka-tekisilang 

12.  

  

Students can 

exchange opinions 

with friends while 

working on 

assignments with 

crossword puzzles 

media 
6 14 6 2 1 29 109 

3,758

6 
66,0606 

VERY 

HIGH 

Siswadapatbertukarp

endapatdenganteman

saatmengerjakantuga

sdengan media TTS 

Students perceptions of crossword puzzle as a teaching tool 

13.  

  

Fun experience to 

solve crossword 

puzzles. 
12 12 4 0 1 29 121 

4,172

4 
73,3333 

VERY 

HIGH Pengalamanmenyena

ngkanuntukmemecah

kanteka-tekisilang. 

14.  

  

Improved my 

understanding of the 

topic. 

8 14 5 1 1 29 114 3,931 69,0909 
VERY 

HIGH 
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Meningkatkanpemah

amansayatentangtopi

k. 

15.  

  

Helped to remember 

important terms from 

the topic. 6 16 6 1 0 29 114 3,931 69,0909 
VERY 

HIGH Membantumengingat

istilahpentingdaritopi

k. 

16.  

  

Recommend their use 

for other subjects 

also to encourage 

active learning. 

6 12 8 2 1 29 107 
3,689

7 
64,8485 

VERY 

HIGH 
Merekomendasikanp

enggunaannyauntuk

matapelajaran lain 

jugauntukmendorong

pembelajaranaktif. 

17.  

  

The level of 

difficulty was 

uniformly maintained 
6 6 

1

5 
1 1 29 72 

2,482

8 
43,6364 

VERY 

HIGH Tingkat 

kesulitandipertahanka

nsecaraseragam 

18.  

  

They helped me in 

working together and 

team building. 
7 13 5 3 1 29 65 

2,241

4 
39,3939 

VERY 

HIGH Merekamembantusay

adalambekerjasamad

anmembanguntim. 

19.  

  

Time allotted to solve 

the crossword was 

adequate. 

3 13 
1

1 
2 0 29 70 

2,413

8 
42,4242 HIGH 

Waktu yang 

dialokasikanuntukme

nyelesaikanteka-

tekisilangsudahcukup

. 

20.  

  

Enjoyed learning 

through recreation 
9 11 4 2 3 29 66 

2,275

9 
40 

VERY 

HIGH Senangbelajarmelalui

rekreasi 

  MEAN 2024  61,3333   
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Further analysis of the data according to the two indicators below shows 

that Crossword puzzle games is an assessment tool:  

Table 4.2. Indicator of Students’ Perception of Crossword Puzzle Games 

Indicators Mean Level 

1. Assesing the 

effectiveness of 

crossword puzzle 

games 

80.82 % Very High 

2. Perceptions of learning 

evaluation crossword 

puzzle games 

77.04% Very High 

3. Students perceptions of 

crossword puzzle as a 

teaching tool 

74.85% Very High 

The Overall MeanScore 77.57% Very High 

 

Mean : 

Mx = 
Ʃx

𝑁
 

Mx = 
232,71

3
 

Mx = 77,57% 

Furthermore, these results indicate that students in general have a very 

high level of whether Crossword Puzzle Games as an assessment will be applied 

in the classroom to improve student understanding. The average of each indicator 

in the questionnaire shows which statement most agree if Crossword Puzzle 

Games is an assessment that will be applied in class to make it easier for students 

to learn English. 
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Among the two indicators, the most fun is Assesing the effectiveness of 

crossword puzzle games (M = 80.82%). It can be concluded that students can use 

the Crossword Puzzle Games as a means to practice learning progress, especially 

in reading text. With all the advantages that Crossword Puzzle Games has, 

students can explore the information contained in the Crossword Puzzle Games 

application and students can find out how sophisticated the internet is in training 

student learning processes today. Therefore, the Crossword Puzzle Games 

interaction or the relationship between teachers and students can be more 

effective. 

Furthermore, the perception of the evaluation of learning crossword 

puzzles (M = 77.04%) means that students also have a great interest in learning 

using this puzzle. This can be seen from the results of a questionnaire which 

shows that Crossword puzzle games have succeeded in increasing student interest 

in learning English because Crossword puzzle games are suitable for students to 

use for the current generation according to the existing trends. 

And then, Students' perceptions of crossword puzzles as a teaching tool (M 

= 74.85%) means that students really enjoy learning using this Crossword Puzzle 

Games tool. seems to have had a sizable improvement in learning to use this 

puzzle. This can be seen from the results of the questionnaire which showed that 

the crossword puzzle game succeeded in making students more active during 

learning because it was different from teaching before using puzzle tools 



33 
 

The overall average of the three indicators of student understanding as an 

assessment tool using Crossword Puzzle Games is 4.6 which indicates that the 

sample Strongly Agrees. By looking at these data it is clear that the total student 

average score is 77.57%. 

 

4.3. Data Interpretation 

After the data has gathered and processed. Detail information about the 

frequencies of Crossword Puzzle  as assessment in reading can be seen in the 

following explanation: 

Table 4.3. The score is given to each positive statements 

NO Items  Score  x Sample  Total Score Max 

1 Strongly Agree 5 X 29 145  

 

145 
2 Agree 4 X 29 116 

3 Neutral 3 X 29 87 

4 Disagree 2 X 29 58 

5 Strongly 

Disagree 

1 X 29 29 

 

𝑃 =
𝐹

𝑁
 𝑋 100% 

Information :  

P = Percentage  

F = Frequency of the certain score  

N = Total number of sample 

Table 4.4. Assesing the effectiveness of crossword puzzle games 
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No 

Items 

SA A N D SD Total Persentage Level 

1 15 11 3 0 0 128 88.27% Very High 

2 11 11 5 2 0 124 85.51% Very High 

3 4 15 9 0 1 108 74.48% Very High 

4 8 11 7 2 1 110 75.86% Very High 

5 10 13 3 2 1 116 80% Very High 

The Overal Percentage 80.82% Very High 

 

4.3.1. Data Interpretation Students’ Perception of Crossword Puzzle 

Gamesat The Third Semester Students  at  Universitas IslamRiau. 

4.3.1.1. Assesing the effectiveness of crossword puzzle games. 

Effectiveness is a measure that states the extent to which quality, 

quantity, and time objectives have been achieved. Effectiveness is an 

assessment made of individuals, groups, achievements that are closer to 

the expected achievement to be more effective. Effectiveness is the extent 

to which the benefits and achievement of goals have been achieved. The 

effectiveness of teaching can be seen from two aspects , namely; (1) the 

effectiveness of teacher teaching, planned learning activities can be carried 

out properly. By itself this principle must pay attention to ability Teachers, 

so that improvement efforts to complete each program need attention (2) 

the effectiveness of student learning with learning objectives that are 

expected to be achieved through teaching and learning activities 

undertaken.  

Improvement efforts are generally carried out by selecting the type 

of methods and tools that are considered the most effective to be used to 
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achieve the desired goals. Effectiveness is everything that is done properly 

and correctly so that the desired goals can be achieved with predetermined 

standards. Effectiveness is measured by achievement and compared with 

planned goals. Learning evaluation is said to be effective if the process has 

been encouraged and liked by students. The appropriateness of the use of 

evaluation tools depends on the purpose of the evaluation, the learning 

material, and the student's condition. 

Crossword puzzle is an application that can help teachers improve 

the quality of teaching to students. With an understanding of technology, 

teachers can make the teaching and learning process look fun because the 

crossword puzzle game makes students interested in using it. With lots of 

features, pictures, and colors students love the teaching and learning 

process because it looks fun and comfortable. Through crossword puzzles, 

teachers can also assess how much English skills their students have. 

A. Questionnaire Results 

Table 4.2 shows the percentage of student responses about the 

crossword puzzle game as an assessment tool, the percentage of item 

number 1 is P = 88.27% It is at the Very High level because there are 15 

students who strongly agree to help them remember the past lessons. 

Furthermore, 11 out of 29 students chose Agree from the statement and 

there were 3 students who chose neutral from the statement. the amount 

obtained is as follows: 
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P = 
𝐹

𝑁
 X 100% 

P = 
128

145
 𝑋 100% 

P = 0.8827 X 100% 

P = 88.27% 

The percentage of item number 2 is P = 85.51%. At the Very High 

level because there were 11 students who chose Strongly Agree when they 

had to solve the crossword game by thinking critically, then 11 students 

also said Agree for the question, then there were 5 students who stated 

Neutral that they had to think critically to solve the game and only 2 

students chose Dissagre. In short, most of the students chose Agree as seen 

in the highest percentage. 

P = 
𝐹

𝑁
 X 100% 

P = 
124

145
 𝑋 100% 

P = 0.8551 X 100% 

P = 85.51% 

The percentage of item number 3 has a score level of P = 74.48%. 

Students chose Strongly Agree, only 4 students said the crossword puzzle 

game could strengthen their learning concept. then there were 15 students 

who said Agree that the game can strengthen the concept of learning. 
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There were 9 students who answered Neutral to the question and 1 person 

answered Strongly Dissagre. 

P = 
𝐹

𝑁
 X 100% 

P = 
108

145
 𝑋 100% 

P = 0.7448 X 100% 

P = 74.48% 

The percentage of item number 4 has a score level of P = 75.86%. 

Students chose Strongly Agree, only 8 students said that the crossword 

puzzle game was challenging and could solve problems. Then there were 

11 students who said Agree that the game is challenging and can solve 

problems. There were 7 students who answered Neutral to the question, 

there were 2 students who said Dissagre there was 1 person who answered 

Strongly Dissagre. 

P = 
𝐹

𝑁
 X 100% 

P = 
110

145
 𝑋 100% 

P = 0.7586 X 100% 

P = 75.86% 

The percentage of item number 5 is P = 80%. It was at the Very 

High level because there were 10 students who chose Strongly Agree as an 
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answer that the crossword puzzle game could improve the learning 

experience, then there were 13 students who chose Agree as the answer. 

Then there were 3 students who chose Neutral, there were 2 students who 

chose Disagree and there was 1 student who said Strongly Disagree. 

P = 
𝐹

𝑁
 X 100% 

P = 
116

145
 𝑋 100% 

P = 0.8000 X 100% 

P = 80% 

Finally, the researcher can conclude from items 1, 2, 3, 4 and 5 that 

the overall percentage of 80.82% is at the Very High level. This is because 

almost all students choose Agree in the statement that the crossword 

puzzle game can be used as an assessment. With the amount obtained as 

follows: 

Mx = 
Ʃx

𝑁
 

Mx = 
404.12

5
 

Mx = 80.82 % 
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Table 4.5. Perceptions of learning evaluation crossword puzzle games 

No 

Items 

SA A N D SD Total Persentage Level 

6 7 13 9 0 0 114 78.62% Very High 

7 5 13 10 1 0 119 82.06% Very High 

8 4 12 8 2 3 112 77.24% Very High 

9 5 16 6 2 0 111 76.55% Very High 

10 10 9 5 2 1 106 73.10% Very High 

11 7 13 7 1 1 111 76.55% Very High 

12 6 14 6 2 1 109 75.17% Very High 

The Overal Percentage 77.04% Very High 

 

4.3.2.Perceptions of learning evaluation crossword puzzle games 

Students most like learning that gives them the opportunity to interact and 

learn from other students such as the use of these crossoword puzzle games. This 

aspect needs to be considered by educators in designing active learning activities. 

Student interactivity has been reported to be an important aspect of active learning 

pedagogy. Utilizing learning technologies like this also has the advantage of 

generating large databases, which can be analyzed to uncover learning patterns 

and help students with learning difficulties. 

The application of the crossword puzzles media as an evaluation tool 

shows that the use of crossword puzzles as an evaluation tool is very popular with 

students and students do not feel bored during the learning process. Students are 

excited about learning. Students easily understand the material being taught. The 

application of crossword puzzles media can create active learning. 
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A. Questionnaire Results 

Table 4.4 shows the percentage of student responses about the 

enthusiasm of students in participating in learning with the application of 

crossword puzzles media. The percentage of item number 6 is P = 78.62%. 

Very High Value on the statement, there were 7 students who chose 

Strongly Agree, then there were 13 students who chose Agree, and there 

were 9 students who chose Neutral. 

P = 
𝐹

𝑁
 X 100% 

P = 
114

145
 𝑋 100% 

P = 0.7862 X 100% 

P = 78.62% 

The percentage of item number 7 is P = 82.06%. At the Very High 

level because there were 5 students who chose Strongly Agree for students 

who were eager to work on practice questions on crossword puzzles 

media, then there were 13 students who chose Agree and then there were 

10 students who chose Neutral and 1 student who chose Disagree. In short, 

most of the students chose Agree as seen in the highest percentage. 

P = 
𝐹

𝑁
 X 100% 

P = 
119

145
 𝑋 100% 



41 
 

P = 0.8206 X 100% 

P = 82.06% 

The percentage of item number 8 is P = 77.24%. At the Very High 

level because there were 4 students who chose Strongly Agree for students 

who understood the material explained by using crossword puzzles in 

learning, then there were 12 students who chose Agree and then 8 students 

chose Neutral, there were 2 students who chose Disagree and then there 3 

students who voted for Strongly Dissagre. In short, most of the students 

chose Agree as seen in the highest percentage. 

P = 
𝐹

𝑁
 X 100% 

P = 
112

145
 𝑋 100% 

P = 0.7724 X 100% 

P = 77.24% 

The percentage of item number 9 is P = 76.55%. At the Very High 

level because there were 5 students who chose Strongly Agree for students 

trying to answer the modified questions using crossword puzzles media, 

then 16 students chose Agree and then 6 students chose Neutral, there 

were 2 students who chose Disagree. In short, most of the students chose 

Agree as seen in the highest percentage. 

P = 
𝐹

𝑁
 X 100% 
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P = 
111

145
 𝑋 100% 

P = 0.7655 X 100% 

P = 76.55% 

The percentage of item number 10 is P = 73.10%. At the Very 

High level because there were 10 students who chose Strongly Agree for 

students working together in groups to solve problems in the form of a 

crossword puzzle, then 9 students chose Agree, then 5 students chose 

Neutral, 2 students chose Disagree then there was only 1 student who 

chose Strongly Dissagree. In summary, most students voted Strongly 

Agree as seen in the highest percentage. 

P = 
𝐹

𝑁
 X 100% 

P = 
106

145
 𝑋 100% 

P = 0.7310 X 100% 

P = 73.10% 

The percentage of item number 11 is P = 76.55%. At the Very 

High level because there were 7 students who chose Strongly Agree for 

students who liked to work in groups using crossword puzzles media, then 

there were 13 students who chose Agree and then 7 students chose 

Neutral, there was 1 student who chose Disagree then only there is 1 
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student who chose Strongly Dissagree. In short, most of the students chose 

Agree as seen in the highest percentage. 

P = 
𝐹

𝑁
 X 100% 

P = 
111

145
 𝑋 100% 

P = 0.7655 X 100% 

P = 76.55% 

The percentage of item number 12 is P = 75.17%. At the Very 

High level, because there are 6 students who choose Strongly Agree for 

students, they can exchange opinions with friends while working on tasks 

using TTS media, then there are 14 students who choose Agree and then 

there are 6 students who choose Neutral, there are 2 students who choose 

Disagree then only there is 1 student who chose Strongly Dissagree. In 

short, most of the students chose Agree as seen in the highest percentage. 

P = 
𝐹

𝑁
 X 100% 

P = 
109

145
 𝑋 100% 

P = 0.7517 X 100% 

P = 75.17% 

Finally, the researcher can conclude from items 6, 7, 8, 9, 10, 11, 

and 12 that the overall percentage of 77.04% is at the Very High level. 



44 
 

This is because almost all students choose to agree on the statement that 

the crossword puzzle game can be used as an evaluation of learning. With 

the amount obtained as follows: 

Mx = 
Ʃx

𝑁
 

Mx = 
539.29

7
 

Mx = 77.04 

Table 4.6. Students perceptions of crossword puzzle as a teaching tool 

No 

Items 

SA A N D SD Total Persentage Level 

13 12 12 4 0 1 111 76.55% Very High 

14 8 14 5 1 1 114 78.62% Very High 

15 6 16 6 1 0 114 78.62% Very High 

16 6 12 8 2 1 107 73.79% Very High 

17 6 6 15 1 1 102 70.34% Very High 

18 7 13 5 3 1 109 75.17% Very High 

19 3 13 11 2 0 104 71.72% Very High 

20 9 11 4 2 3 108 74.48% Very High 

The Overal Percentage 74.85% Very High 

 

4.3.3.Students perceptions of crossword puzzle as a teaching tool 

Crossword puzzle is a game that can help students who are lazy to learn 

English, with crossword puzzles they can be helped to like and not be bored when 

learning takes place. they are also taught cohesiveness in a team each, learn to 

work well together. with this game in learning students can be more active and 

more enthusiastic in doing the tasks given through the game. In lectures, there are 
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usually many students who are just silent and do not listen to learning because 

most of them are bored with only listening to the lecturer speak. 

The present research demonstrates that studying challenging subjects like 

human anatomy with the use of crossword puzzles has proved to be an effective 

way of learning. To solve the exercise of the crossword puzzle the students were 

instructed to read the clues and then recall what had been taught in the lectures 

and practical sessions of human anatomy, they were then encouraged to 

participate actively in the discussion with their teammates to solve these puzzles. 

This helped us to create an environment for active learning, a process that 

motivates the students and increase their interest in the topic, which led to a better 

retention of the learning material and contributed towards the positive learning 

experience as perceived by the students in this study. 

A. Questionnaire Result 

The percentage of item number 13 is P = 76.55%. At the Very 

High level because there were 12 students who chose Strongly Agree for 

the student tohave a fun experience solving the crossword puzzle, then 

there were 12 students who chose Agree then 4 students chose Neutral, 

then only 1 student chose Strongly Dissagree. In short, most of the 

students chose Agree as seen in the highest percentage. 

P = 
𝐹

𝑁
 X 100% 

P = 
111

145
 𝑋 100% 
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P = 0.7655 X 100% 

P = 76.55% 

The percentage of item number 14 is P = 78.62%. At the Very 

High level because there were 8 students who chose Strongly Agree for 

students to improve their understanding of the topic, then there were 14 

students who chose Agree then 5 students chose Neutral, then there was 1 

student who chose Disagree, then only 1 student chose Strongly Dissagree. 

In short, most of the students chose Agree as seen in the highest 

percentage. 

P = 
𝐹

𝑁
 X 100% 

P = 
114

145
 𝑋 100% 

P = 0.7862 X 100% 

P = 78.62% 

The percentage of item number 15 is P = 78.62%. At the Very 

High level because there were 6 students who chose Strongly Agree for 

the students to help remember important terms from the topic, then there 

were 16 students who chose Agree and then 6 students chose Neutral, then 

there was 1 student who chose Disagree. In short, most of the students 

chose Agree as seen in the highest percentage. 

P = 
𝐹

𝑁
 X 100% 
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P = 
114

145
 𝑋 100% 

P = 0.7862 X 100% 

P = 78.62% 

The percentage of item number 16 is P = 73.79%. At the Very 

High level because there were 6 students who chose Strongly Agree to 

Recommend its use for other subjects as well to encourage active learning, 

then there were 12 students who chose Agree then 8 students chose 

Neutral, then there were 2 students who chose Disagree. then there was 

only 1 student who chose Strongly Dissagree. In short, most of the 

students chose Agree as seen in the highest percentage. 

P = 
𝐹

𝑁
 X 100% 

P = 
107

145
 𝑋 100% 

P = 0.7379 X 100% 

P = 73.79% 

The percentage of item number 17 is P = 70.34%. At the Very 

High level because there were 6 students who chose Strongly Agree for 

the difficulty level to be maintained uniformly, then there were 6 students 

who chose Agree then 15 students chose Neutral, then there was 1 student 

who chose Disagree. then there was only 1 student who chose Strongly 
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Dissagree. In short, most of the students chose Neutral as seen in the 

highest percentage. 

P = 
𝐹

𝑁
 X 100% 

P = 
102

145
 𝑋 100% 

P = 0.7034 X 100% 

P = 70.34% 

The percentage of item number 18 is P = 75.17%. At the Very 

High level because there were 7 students who chose Strongly Agree that 

the crossword puzzle helped me to work together and build a team, then 

there were 13 students who chose Agree, then 5 students chose Neutral, 

then there were 3 students who chose Disagree. then there was only 1 

student who chose Strongly Dissagree. In short, most of the students chose 

Agree as seen in the highest percentage. 

P = 
𝐹

𝑁
 X 100% 

P = 
109

145
 𝑋 100% 

P = 0.7517 X 100% 

P = 75.17% 

The percentage of item number 19 is P = 71.72%. At the Very 

High level because there were 3 students who chose Strongly Agree that 
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the time allocated to solve the crossword puzzle was enough, then there 

were 13 students who chose Agree then 11 students chose Neutral, then 

there were 2 students who chose Disagree. In short, most of the students 

chose Agree as seen in the highest percentage. 

P = 
𝐹

𝑁
 X 100% 

P = 
104

145
 𝑋 100% 

P = 0.7172 X 100% 

P = 71.72% 

The percentage of item number 20 is P = 74.48%. At the Very 

High level because there were 9 students who chose Strongly Agree that it 

was nice to learn through recreation, then there were 11 students who 

chose Agree, then 4 students chose Neutral, then there were 2 students 

who chose Disagree, then there were 3 students who chose Strongly 

Dissagree. In short, most of the students chose Agree as seen in the highest 

percentage. 

P = 
𝐹

𝑁
 X 100% 

P = 
108

145
 𝑋 100% 

P = 0.7448 X 100% 

P = 74.48% 



50 
 

Finally, the researcher can conclude from items 6, 7, 8, 9, 10, 11, 

and 12 that the overall percentage of 74.91% is at the Very High level. 

This is because almost all students choose to agree on the statement that 

the crossword puzzle game can be used as an evaluation of learning. With 

the amount obtained as follows: 

Mx = 
Ʃx

𝑁
 

Mx = 
599.29

8
 

Mx = 74.91 % 

4.2.1. Data Interpretation of the Errors that Occur in Students’ 

Perceptions of Crossword Puzzle Games of The Third 

Semester Students at Universitas  Islam Riau. 

In finding the errors that occurred in the Student Perception of crossword 

puzzle games for Semester III students of the Riau Islamic University, the 

researcher looked for errors by using the interview result instrument. The 

researcher asked 10 participants answered several questions that the researcher 

had prepared. The questions asked about Student Perception of crossword puzzle 

games Semester III Students. Researchers ask questions to participants via 

WhatsApp voice so that participants answer or respond via WhatsAppvoice. 
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4.2.1. Student Interview Data 

The purpose of this paper is to determine the problems faced by students 

when learning using crossword puzzle games. These findings were developed 

from the results of teacher-student interviews. Interviews were conducted using a 

purposive technique with 10 informants through online interviews (WhatsApp). 

Interviewees who were successfully interviewed online with names using initials 

were APS, DTW, FA, D, KC, JS, LN, AR, LKB and AR. Interviews with 10 

resource persons with the initials were conducted on Sunday, October 05, 2020. 

All data from this study are described based on the focus of the research questions 

as follows: 

Table 4.7. The Interview of Students’ Perception of Crossword Puzzle Games 

Code Questions Answer 

S1 What do you think about studying 

English using crossword puzzle 

games? 

In my opinion, learning to use the 

crossword puzzle game is very fun 

and I became active in learning 

because I was curious about the 

game being very interesting and 

suitable for use by lazy students like 

me. 

S2 What do you think about learning 

English using Crossword puzzle 

games? 

In my opinion, the use of the 

crossword puzzle game really 

supports learning because the current 
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questions and materials can be 

matched with the questions we are 

going to work on. 

S3 How about the learning method 

used by teachers in conveying 

learning materials using crossword 

puzzle games? 

The way is very relaxed because 

we are directed to be able to interact 

with classmates according to the 

instructions carried out in the 

crossword puzzle game. 

S4 What about the learning methods 

used by the teacher in delivering 

learning materials using the 

Crossword puzzle games? 

Learning in the classroom is very 

clear because the teacher delivers the 

material using the facilities provided 

by the school, namely Focus, 

therefore students understand what to 

do in the Cross Puzzle game. 

S5 In your opinion, is this learning 

media in accordance with them 

needs of students? 

In my opinion, the crossword puzzle 

game really supports the teaching 

and learning process because it looks 

fun and not boring for students who 

are less active in learning. 

S6 In your opinion, is this learning 

media in accordance with the 

needs of students? 

It is very fun to use Crossword 

puzzle games because the teacher 

provides many pictures that can 

make students focus on the learning 
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process that is conveyed. 

S7 In your opinion, is this learning 

media in accordance with the 

needs of students? 

In my opinion, using Crossword 

puzzle games in the classroom is 

very interesting, because from the 

views and pictures presented by the 

teacher, students can focus on filling 

in the questions provided. 

S8 What do you hope to support in-

class learning? 

I hope that someday there will be 

teachers who can create other media 

so that the learning atmosphere will 

be cool with the theory that will be 

conveyed, such as the current media, 

namely crossword puzzle games. 

S9 What do you hope to support in-

class learning? 

I hope this method continues and 

teachers can use creative methods 

again in process learning because 

learning technology is very suitable 

for use among millennial as is it like 

now. 

S10 What do you hope to support in-

class learning? 

Hopefully in the future the teacher 

can maintain it by introducing 

Crossword puzzle games to students 

so that students can be creative in 
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filling and making more creative 

crossword puzzles. 

 

1. Based on questions one to twenty above, What do you think about learning 

English using Crossword puzzle games? 

Researchers conducted interview techniques to obtain data from students. 

According to APSCrossword puzzle games is very fun when used in the 

classroom. Interviewee APS stated that: 

“In my opinion, learning to use the crossword puzzle game is very fun 

and I became active in learning because I was curious about the game 

being very interesting and suitable for use by lazy students like me.” 

(Sunday, October 05, 2020) 

  

2. Based on questions one to twenty above, What do you think about learning 

English using Crossword puzzle games? 

Researchers conducted interview techniques to obtain data from students. 

According to DTWCrossword puzzle games is very fun when used in the 

classroom. Interviewee DTW stated that: 

“In my opinion, the use of the crossword puzzle game really 

supports learning because the current questions and materials can 

be matched with the questions we are going to work on..”(Sunday, 

October 05, 2020) 
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3. Based on questions one to twenty above,How about the learning 

methodused by teachers in conveyinglearning materials using crossword 

puzzle games? 

Researchers conducted interview techniques to obtain data from students. 

According to FACrossword puzzle games is very fun when used in the 

classroom. Interviewee FA stated that: 

“The way is very relaxed becausewe are directed to be able to 

interactwith classmates according to the instructions carried out in 

the.”(Sunday, October 05, 2020) 

 

4. Based on questions one to twenty above, What do you think about learning 

English using Crossword puzzle games? 

Researchers conducted interview techniques to obtain data from students. 

According to DCrossword puzzle games is very fun when used in the 

classroom. Interviewee D stated that: 

“Learning in the classroom is very clear because the teacher 

delivers the material using the facilities provided by the school, 

namely Focus, therefore students understand what to do in the 

Cross Puzzle game..”(Sunday, October 05, 2020) 

 

5. Based on questions one to twenty above, In your opinion, is this learning 

media in accordance with them needs of students? 

Researchers conducted interview techniques to obtain data from students. 

According to KCCrossword puzzle games is very fun when used in the 

classroom. Interviewee KC stated that: 
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 “In my opinion, the crossword puzzle game really supports the 

teaching and learning process because it looks fun and not boring 

for students who are less active in learning.”(Sunday, October 05, 

2020) 

 

6. Based on questions one to twenty above, In your opinion, is this learning 

media in accordance with them needs of students? 

Researchers conducted interview techniques to obtain data from students. 

According to JSCrossword puzzle games is very fun when used in the 

classroom. Interviewee JS stated that: 

 “It is very fun to use Crossword puzzle games because the teacher 

provides many pictures that can make students focus on the 

learning process that is conveyed.”(Sunday, October 05, 2020) 

 

7. Based on questions one to twenty above, In your opinion, is this learning 

media in accordance with them needs of students? 

Researchers conducted interview techniques to obtain data from students. 

According to LNCrossword puzzle games is very fun when used in the 

classroom. Interviewee LN stated that: 

 “In my opinion, using Crossword puzzle games in the classroom is 

very interesting, because from the views and pictures presented by 

the teacher, students can focus on filling in the questions 

provided.”(Sunday, October 05, 2020) 

 

8. Based on questions one to twenty above, What do you hope to support in-

class learning? 
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Researchers conducted interview techniques to obtain data from students. 

According to ARCrossword puzzle games is very fun when used in the 

classroom. Interviewee AR stated that: 

 “I hope that someday there will be teachers who can create other 

media so that the learning atmosphere will be cool with the theory 

that will be conveyed, such as the current media, namely crossword 

puzzle games.”(Sunday, October 05, 2020) 

 

9. Based on questions one to twenty above, What do you hope to support in-

class learning? 

Researchers conducted interview techniques to obtain data from students. 

According to LKBCrossword puzzle games is very fun when used in the 

classroom. Interviewee LKB stated that: 

 “I hope this method continues and teachers can use creative 

methods again in process learning because learning technology is 

very suitable for use among millennial as is it like now.”(Sunday, 

October 05, 2020) 

 

 

10. Based on questions one to twenty above, What do you hope to support in-

class learning? 

Researchers conducted interview techniques to obtain data from students. 

According to ARCrossword puzzle games is very fun when used in the 

classroom. Interviewee AR stated that: 

 “Hopefully in the future the teacher can maintain it by introducing 

Crossword puzzle games to students so that students can be 

creative in filling and making more creative crossword 

puzzles..”(Sunday, October 05, 2020). 
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CHAPTER V 

CONCLUSION AND SUGGESTIONS 

5.1.  Conclusion 

According to students 'perceptions, there were several students' responses 

to the Crossword Puzzle Games. Namely that some students agreed that using the 

Games as an assessment tool was very effective and quickly helped teachers in 

overcoming the student teaching and learning process. Crossword puzzles give 

students the opportunity to think critically, collaborate, discuss salient concepts, 

and be actively involved in class.  

The use of crossword puzzles can reduce boredom in lectures and 

traditional teaching methods, thus providing a more relaxed and friendly 

classroom atmosphere. Students' perceptions of the crossword puzzle were mostly 

positive. A statistically positive relationship was found between student 

collaborative learning and crossword puzzle implementation. Researchers 

recommend the application of Cross Puzzles in undergraduate programs so that 

the lecture hall becomes more attractive and attractive. collaborate, discuss salient 

concepts, and be actively involved in class. 

Based on the results of research conducted in the third semester at UIR by 

distributing questionnaires to 29 respondents regarding Social Media Crossword 

puzzle games as an assessment tool, the researcher concluded that: 
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Crossword puzzle games affect student interest in learning to be active 

from the questionnaire given, it is known that it is 77.57%. While the remaining 

0.01% is another factor not included in this study. 

5.2.  Suggestions 

Suggestions that can be conveyed from the results of the research into the 

development of an assessment tool using Crossword Puzzle Games in 

increasing student learning are as follows: 

1. Crossword puzzle games should have an automatic assessment tool so 

students know firsthand what level they can reach. 

2. Learning English using assessment tools such as the Crossword Puzzle 

Games can be used by teachers in evaluating the level of student 

understanding of the material that has been presented. 

3. The teacher can develop an evaluation tool using Crossword Puzzle 

Games with different question material. 

4. The evaluation tool using the Crossword Puzzle Games application is 

very well applied to students in addition to adding to the learning 

experience it also makes students not bored in taking English lessons. 

5. Crossword Puzzle Games is an assessment tool suitable for students 

because it is in accordance with the understanding of technology in 

4.0era. 

6. It is hoped that this research can become a reference for further 

research related to the Crossword Puzzle Game in use today. 
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7. It is expected that students who are doing research or for the next 

research to find and read more references so that the results of further 

research get better and gain knowledge, especially in the field of 

linguistics. 
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