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Abstract: Writing is one of the English skilss that must be mastered by students. In this usage, the writer uses scramble game technique as a learning method for students’ ability om word writing. In this case, the method is used to make it easier for students to write words correctly. There are several realities in field today, one of which is that students have difficulty in writing down every vocbulary they hear. Like students make mistakes when assigned to write down nouns, animals based on what they here, some students still write the word “flag” with “flek”, “cat” with “ket”. This problem is also trigged because English learning activities are still conventional which causes students to feel bored and creates conditions for students to be less active during English learning activities. Seeing the conditions above, the researcher tries to use wordplay techniques so that English learning is more interesting and meaningful so that the problems above can be resolve. The research design in this study used a quantitative research design, a quasi-experimental design. Class VII consisted of 50 students and was divided into two groups, namely the experimental and control groups, where each group consisted of 25 students. The treatment given to the experimental group was using scramble games to write students’ words. The control group who didn’t received treatment scramble game. The research gives a test instument to students who must answer questions to measure students achievement. To analyze the data, the research uses SPSS 20, namely the Independent T-test. The results showed that the average of the experimental group was (M= 77, 60) and the control group was (M= 66, 40). At the same time, the p value of 0.000 (p < 0.05) was shown. For the t value was greater than t table that is 4,217 > 2,010. This study is that using scramble games can help and improve students' ability to write words for the better. It can be said, utilize scramble game is helping students to improve their score in a writing skill. Then, it can be assumed that using scramble game have positive effect in writing English word toward seventh grade students of SMP Islam Ma’arif 02 Malang.
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INTRODUCTION
The use of communication and information media is inseparable from the use of language. The first criterion for efficent Language proficiency is the ability to communicate and learn information. Currently, nations communicate with each other using English as an international language. This is so because the majority of people on earth utilize and are interested in utilizing English. Furthermore, if the subject is related to globalization, as is exemplified by the rapid growth of the internet, proficiency in English is a need so that individuals can interact and obtain information effectively and efficiently.  English is utilized as a language in many different disciplines of science, technology, business, culture, and other areas in addition to being a world language. (Febryanto B, 2018)
According to (Widyarto S, 2017) English is one of the foreign languages that Indonesian students from ages 6 to 18 are required to learn and be instructed in. For elementary school level between the ages of 6-12 years, learning English is included in local content subjects (Mubasyira & Widiyarto, 2017). However, for junior high school children between the ages of 12 and 15, English subjects have become a compulsory subject that must be studied and mastered by students. English subjects are one of the languages ​​that can be used widely in every aspect of life such as science and education. Bunawan (2000:33) defines language as a medium that allows a person to convey his thoughts to others, identify his deepest feelings. Language allows people to engage with one another and with their surroundings in social ways. A person's language reflects his thinking, according to Tarigan (2008:1). An individual's thinking will be more vivid and clear the more effectively they communicate. Only extensive practice and training are necessary to learn and master language skills. Both language and thinking skills should be practiced. According to Tarigan (2008:1) that speaking, listening, reading, and writing are the four components of language skills. One of the highest levels of linguistic proficiency is writing. Writing is the act of expressing thoughts or ideas after being exposed to written language in the form of a string of symbols (letters). In writing or compiling a sentence requires mastery of the structure and pattern of the sentence to be written (Noverita Surya D, 2017). So that by mastering the structure and pattern of sentences, every message that will be conveyed through writing will be easily understood and understood by others. Writing skill is one type of skill language that must be mastered by students. Many professionals have advanced the idea of writing. In the opinion of Saleh Abbas (2006: 125), Writing abilities are the capacity to communicate thoughts, feelings, and views to others through written language. The correct use of language, vocabulary, grammar, and spelling must be used to support the accuracy of ideas expressed.
Writing is a skill that allows one to respond to someone else's desire or emotion as well as to convey thoughts, ideas, and opinions about many topics with use written language. Tarigan (2008:1) Writing is the act of expressing thoughts or ideas after being exposed to written language in the form of a string of symbols (letters) (Khoirul Wafa, 2020). In writing or compiling a sentence requires mastery of the structure and pattern of the sentence to be written. So that by mastering the structure and pattern of sentences, every message that will be conveyed through writing will be easily understood and understood by others. Nurgiyantoro (2001: 273), Writing is a language-based activity for expressing thoughts. As a creative and productive activity, writing requires the use of vocabulary, grammar, and linguistic structure.
According to (Febriyanto, Budi 2018) suggests that writing is more than just a simple way to get written form. Basically, the approach to learning writing consists of two types of approaches, namely learning to write and writing to learn. Learning to write emphasizes more on teaching and guiding students in copying activities that focus on the appearance of features or shapes, such as handwriting, spelling, punctuation and using the correct words and grammar (Mumary Songbatumis, 2017). While writing for learning involves more creative writing exercises that are influenced by students' writing inventiveness and cognitive abilities. In this study, the approach used by the author is learning to write, because the focus of his research is on improving students' writing skills in terms of writing words or vocabulary that has the accuracy of writing the arrangement of letters or spelling and understanding of meaning in English.
Scramble method is cooperative learning. And like other cooperative learning models, students who are involved in the scramble method are grouped randomly based on ability level, if possible group members based on considerations of race, culture, ethnicity, gender (Teknik et al., 2012). Bahri Djamarah and Aswan Zain (2006: 90-91) As for the steps. The Scramble method that needs to be done is as follows: The teacher prepares a picture, then takes the appropriate word in the picture onto the card. The teacher makes a question card in the form of an image along with an answer card whose letters are scrambled according to the text of the teaching materials that have been distributed previously. Students in each group work on the problem and arrange the random letters into a word that matches the picture from the question card. Students are required to be able to arrange on scramble game board the answers that have been available within the allotted time. After finishing working on the questions, the results of student work are collected and checked.
The ability to improve students' memory needs to be honed, so that the brain can influence the final results achieved. Sharpening the brain is a way to improve quality intelligence and mind of a person (Budi Febriyanto, 2018). Usually children who are growing and developing really need to sharpen their brains because children who are growing and developing are very easy to sharpen their brains, therefore children who are growing and developing should be treated to media to help students improve English ability (Desa et al., 2018). One of the media to sharpen the brain is through the use of scramble game media. There are several realities in the field today, one of which is that students have difficulty in writing down every vocabulary they hear. Like students made mistakes when they were assigned to write down nouns, animals based on what they heard, some students still wrote the word "flag" with "fleck", "cat" with "ket". The problem was also triggered because English learning activities were still conventional which resulted in students feeling bored and creating conditions for students to be less active during English learning activities. Seeing the conditions above, the author tries to use word games techniques to make English learning more interesting and meaningful so that the problems above can be resolved. There are various types of word games that can be applied in writing learning, as crossword puzzles, hangman, scrambled, cryptic words, and so forth. However, in this study, the researcher uses one type of word games, namely scramble games as a technique in learning writing, especially writing vocabulary in the seventh grade of SMP Ma'arif 02 Malang.
METHOD
Research Design
This study uses an experimental design. Pre-experimental, True-Experimental, and Quasi-Experimental are the three types of experimental study designs (Ross & Morrison, 2003, p. 1022). Furthermore, this study used a quasi-experimental research design because the sample was left as it was and was not randomly selected to conduct the study. The experimental group was a group of students who received experimental treatment from the researcher, while the control group did not receive any treatment. Based on the description above, the experimental group will be taught using scramble game techniques, while the control group will be taught without using scramble game techniques.
Participants
The target population in this research is seventh grade students of SMP Islam Ma’arif 02 Malang in which A, and B class. Each class is 25 students, so the total in this research populations is 50 students. The sample for this research was selected by the teacher in the seventh grade of SMP Islam Ma’arif 02 Malang, which consists of 50 students. Twenty five students were in the Experimental Group and other students were in the Control Group.
Instruments
An instrument is a tool to collect research data. In survey research, according to Dhona M. Johson, the instruments that can be used are questionnaires, interviews, observations, and tests. In this study, researchers used tests. In this test, the researcher used a quasi-experimental test. Students in the experimental class received experimental treatment from the researcher. Meanwhile, students in the control group were not given any treatment by the researcher. The class that became the experimental group was students of class 7C while the control class were students of class 7D at SMP Islam Ma'arif 02 Malang. The researcher gave a test of 10 questions in the form of random words. Each group consists of 25 students. Students in this class are divided into groups of 5 people. Each group member tries to solve the given random words and arrange them in the correct order. In this study, the researcher used a question sheet about writing words for the control group who did not receive experimental treatment from the researcher. Then, the experimental group will be taught using scramble game techniques, given a test containing the same question sheet about word writing. The test was carried out after the students (only the experimental group) ran the scramble game technique described previously. In this case, the student's test is a posttest score. Then the researcher calculated the difference in the average score of the two groups.
Data Collection
The data collection method used in this research is the provision of tests. In this study, the author uses a test sheet about writing words, this is to determine student achievement in writing words. The test is used to compare the quality, or knowledge of the sample with a predetermined standard, which can be considered acceptable or not (Adom et al., 2020, p. 110). The test was built by the author himself using several sources. To assess the validity of the experiment, the researcher relied on expert judgment. The writing test was validated using expert judgment. It is very important to get expert advice to determine whether the test instrument has validity. The validation of the tests in this study was consulted with Mr. Mochammad Imron Azami, M.Ed. as an English lecturer at the Islamic University of Malang.
The type of test used in this study is a written test. Subjectivity is involved in the assessment of the word writing test. As a result, inter-rater reliability is used to determine whether a test is reliable or not. Various statistics can be used to evaluate inter-rater reliability (McHugh, 2012, p. 277). The average score of each examiner is used to determine the reliability of the word writing test in this study. The mean scores of the first and second raters were used to calculate the writing test scores.
Data analysis
In this study, researchers used quantitative data analysis techniques to determine the effect of using scramble game techniques on word writing. Statistical methods were used to analyze quantitative data. The researcher conducted a posttest-only experimental group treatment and control group without treatment. On SPSS (Statistical Package for Social Science) 20, Independent Sample t-test was used to determine the posttest results for the students. The statistical analysis of the data was done using SPSS. The level of significance for all statistical analyses was fixed at 0.05.
FINDINGS
Research Results 
The goal of this study is to see whether there is difference achievement of using scramble game in writing english word. This study was conducted in seventh grade of SMP Islam Ma’arif 02 Malang in the academic year 2022-2023. The writer took 50 students as the sample of this study; some of them pretended as the control group and the other one was experimental group. The data that were analyzed in this chapter was the results of the test. The experimental group who received experimental treatment from the author used scramble game on writing English word and the control group did not receive any treatment. To determine whether there were any differences between these two groups, the scores were compared using an independent t-test, which also determined the average score. There are 25 students of experimental group who received treatment from the author used scramble game on writing English word. The average score is 77,60 which had been explained in appendix, the highest score is 90, and the lowest score is 60. There are 25 students in the control group who did not receive any treatment. The average scoreis 66,40 which had been explained in appendix, the highest score is 80, and the lowest one is 50.
The Result of the T-test
Table 1. Experimental & Control group’s mean and Std. deviation
	Group Statistics

	
	Kelas
	N
	Mean
	Std. Deviation
	Std. Error Mean

	Hasil belajar
	Experimental Group
	25
	77,60
	9,256
	1,851

	
	Control Group
	25
	66,40
	9,522
	1,904



The data collection was shown as the mean score of control group with n = 25, mean = 66, 40, Std. Deviation = 9, 52; experimental group, n = 25, mean = 77, 60 Std. Deviation = 9, 25. See table 1. the mean scores for the control and experimental groups, with the control group's mean score being 66, 40 and the experimental group's mean being 77, 60. It means that there are significant differences from both mean scores with the difference mean 11, 20 points.
Table 2. The Result of Independent t-test
	Independent Samples Test

	
	Levene's Test for Equality of Variances
	t-test for Equality of Means

	
	F
	Sig.
	t
	Df
	Sig. (2-tailed)
	Mean Difference
	Std. Error Difference
	95% Confidence Interval of the Difference

	
	
	
	
	
	
	
	
	Lower
	Upper

	Hasil belajar
	Equal variances assumed
	,272
	,604
	4,217
	48
	,000
	11,200
	2,656
	5,860
	16,540

	
	Equal variances not assumed
	
	
	4,217
	47,961
	,000
	11,200
	2,656
	5,860
	16,540



The Independent Sample T-test was used to analyze the data and determine whether the means were equal. It showed (t value=4217, sig. Value=0,000, p<0, 05. See table 2. It was also shown the result of the statistical hypothesis of the study. T was the value of tcount; 4,217, the df (degree freedom) was minus 2 from the total. 2-tailed value was 0,000, based on this result p was lower than 0, 05; (0, 00 < 0, 05). It assumed that H0 was rejected and Ha was accepted. In other word, using scramble game on the ability of writing english word is significantly there is positive effect to the students’ achievement.
In essence, the experimental group and the control group had a significant difference based on the results above since the sig. value (p) and mean score (M) were significantly different. It can be pointed out that students who use scramble game get better scores. Not only that but there is positive effect from using scramble game on the ability writing english word.
DISCUSSION
The researcher would like to describe the results and hypothesis of this research. This research was carried out to answer the research problem about the effect of scramble game on the ability of writing English word at 7th grade of SMP Islam Ma’arif 02 Malang. According to the result, using scramble game on the ability of writing English word to have a positive effect and it was proven that students were gotten better score than students who do not use scramble game.
In this case, the SPSS program was used to calculate the t-test and had criteria; if p < 0.05, the H0 was rejected and Ha was accepted. However, if p > 0.05, the H0 was accepted and Ha was rejected. p value from the data above was 0,000, which means p< 0,05; consequently, H0 was rejected and H a was accepted. 
According to Sarwono (2015) to make a decision in experimental research is referred based on the comparison of t value and t table is as follows:
1. t value < t table means that H0 is accepted and Ha is rejected.
2. t value > t table means that H0 is rejected and Ha is accepted.
The t value was 4,217, and the t table from 0.05/2; (48) was 2,010 to ensure the importance of the t value and t table. As shown by the t value 4, 217 > 2,010, H0 was rejected while Ha was accepted..
 The final result indicates that using scramble game on the ability of writing english word is significantly positive effect for the students. It can be said, utilize scramble game is helping students to improve their score in a writing skill. Scramble game are suitable for use in honing students’ word writing because students can learn and play. By using a scramble technique consisting of scrambled letters that can be arranged into a word, it makes it easier for students to be able arrange or more quickly find out the spelling of letters into a word correctly. This learning method will allow students to learn while playing. They can relax while studying and thinking, learning things in a relaxed manner and not stressing or depressing them. In addition to creating excitement and practicing certain skills, the scramble method can also foster a sense of solidarity within the group. The material given through one of these game methods is usually memorable and hard to forget. The method's competitive aspect may inspire students to compete for advancement. (Suyatno, 2009 : 76). 
CONCLUSION	
There are several realities in the field today, one of which is that students have difficulty in writing down every vocabulary they hear. Like students make mistakes when assigned to write down nouns, animals based on what they hear, some students still write the word “flag” with “fleck”, “cat” with “ket”. This problem is also trigged because English learning activities are still conventional which causes students to feel bored and creates conditions for students to be less active during English learning activities. Seeing the conditions above, the author tries to use wordplay techniques so that English learning is more interesting and meaningful so that the problems above can be resolved.
Due to the fact that the sample was not randomly chosen and was instead taken from two classes of SMP Islam Ma'arif 02 Malang students—classes 7A and 7B—this study was conducted utilizing a quasi-experimental approach. The participants were divided into two groups, class 7A with a total of twenty-five students as the experimental group and class 7B students with the same number as the control group. After being given treatment, students get the ask of doing a test. Furthermore, the research was conducted by researchers. To calculate the average score of the test results, the researcher used Independent sample t-test from SPSS 20. The results showed that the average score for the control group was 66,40 while the average for the experimental group was 77,60. The sig. (2-tailed) value was 0,000 where p < 0,05, which means the alternative hypothesis, was accepted. For the t value was greater than t table that is 4,217 > 2,010. This study is that using scramble games can help and improve students' ability to write words for the better. Then, it can be assumed that using scramble game have positive effect in writing english word toward seventh grade students of SMP Islam Ma’arif 02 Malang. 
Writing lessons for seventh graders can be taught in the classroom using scramble games to help students improve their writing skills. Researchers have found that utilizing Scramble games to help students write English words has been successful in prior studies, and they suggest that teachers use Scramble games to help and improve students’ write English words. How to use educational games that optimize visuals and concrete by compiling and identifying word patterns together with peer themes or within the scope of group work makes this game can be used as an alternative media to develop the learning process for class students in writing English words.
It is hoped that the information obtained in this study can be used as a reference for further researchers, with the same or different characteristics of the subject. Further researchers can replace supporting media in the implementation of this scramble game by using scramble game media or even adding patterns or using more interesting images so that they can provide a better picture and can complement existing research.
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