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ABSTRAK
Penelitian ini bertujuan untuk menguji perbandingan penguasaan kosakata siswa menggunakan wordwall.net dan kahoot dengan siswa yang memiliki minat yang berbeda. Tujuan dari penelitian ini adalah, untuk menganalisis nilai kosakata siswa dengan minat tinggi dan rendah untuk menjelaskan keefektifan Wordwall.Net, untuk menganalisis nilai kosakata siswa dengan minat tinggi dan rendah untuk menjelaskan keefektifan Kahoot, untuk menganalisis perbedaan yang signifikan antara siswa yang memiliki minat tinggi setelah diajar dengan menggunakan wordwall. Net dan Kahoot untuk pembelajaran kosakata, untuk menganalisis perbedaan yang signifikan antara siswa yang memiliki minat rendah setelah diajar dengan menggunakan wordwall.Net dan Kahoot untuk pembelajaran kosakata, untuk menganalisis bagaimana interaksi antara pengajaran, minat siswa dan kosakata. Penelitian ini merupakan penelitian eksperimental dengan desain faktorial 2x2. Metode pengumpulan data yang digunakan adalah kuesionerdan tes. Data dari kuesioner dan tes kosakata dianalisis secara kuantitatif dengan menggunakan uji-t dan ANOVA. Hasil dari penelitian ini menunjukkan bahwa Kahoot! untuk siswa dengan minat tinggi dan rendah (79.17 dan 57.50) dan Woerdwall.net untuk siswa dengan minat tinggi dan rendah (85.50 dan 62.86) efektif. Nilai rata-rata kosakata siswa menggunakan multimedia Wordwall.net lebih tinggi daripada Kahoot! dalam mengajarkan kosakata. Tidak ada interaksi yang signifikan antara penggunaan multimedia, minat siswa dan pencapaian kosakata siswa.
Kata Kunci : Kosakata, Wordwall.net, Kahoot,Minat 

ABSTRACT
This study aimed at examining the comparation of students’vocabulary mastery using wordwall.net and kahoot with students different interests. The objectives of the study were, to analyze high and low interests students’ score of vocabulary in order to explain the effectiveness of Wordwall.Net , to analyze high and low interests students’ score of vocabulary in order to explain the effectiveness of Kahoot, to analyze the significant difference between the students with high interests after being taught by using wordwall.Net and Kahoot for learning vocabulary, to analyze the significant difference between the students with low interests after being taught by using wordwall.Net and Kahoot for learning vocabulary, to analyze how the interaction is among teaching, students’ interests and vocabulary. It was an experimental research with 2x2 factorial design. Questionnaire, observation and test were used. The data from questionnaire and vocabulary  test were analyzed quantitatively using T-test and ANOVA.The results of this research showed that Kahoot! to students with high and low interests (79.17 and 57.50) and Woerdwall.net  to students with high and low interests (85.50 and 62.86) are effective The mean score vocabulary of students using Wordwall.net multimedia is higher than Kahoot! in teaching vocabulary There was no significant interaction among the use of multimedia, students’ interests and students’ vocabulary achievement.
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INTRODUCTION
These days, teaching and learning are genuinely commonplace worldwide. The digital era has permeated Indonesian society. It should therefore be appropriate for the advent of the digital era. The 21st century is marked by remarkable advancements in information technology, according to Mahajan, Mueller, Cambel, and Ramakrishnan (2012) in (Garba, Byabazaire, and Busthami, 2015).
It is crucial to employ technology in the classroom as a multimedia tool for teaching and learning. Multimedia has several advantages for both teachers and students, and it may be a useful tool for getting students more involved in the teaching and learning process. According to Patel's (2013) article, technology has altered both the educational system and the dynamics of educational institutions. 
But in this era has forced educators to use fresh perspectives on the process of teaching and learning. particularly when instructing in English. In Indonesia, English is a foreign language. Teachers and students learning a foreign language can both benefit greatly from the usage of technology in the classroom (Aziz, 2018). To speak English fluently, pupils need to grasp a great deal of material when learning the language. such as mastery with vocabulary, pronunciation, and/or grammar.
Vocabulary is one of important element of English that has to be mastered. Vocabulary mastery is having the ability to correctly define and use each word appropriately in a sentence (Cameron, 2001). Defining the meaning of words and building it into sentences are two specific skills to have a good English. Teachers have to know how to make students interested in vocabulary. Children must be interested in the lesson in order to participate fully in learning activities. This can be achieved through the use of engaging media, cutting-edge teaching strategies,or any combination of these. 
Interest can also refer to a driving force that compels someone to focus on other people, things, or activities, according to Crow (1993). This could mean that someone is interested in the activities being carried out as well as in other people. so that if activities are performed with a high level of interest, they will feel good since they are motivating. 
Using multimedia is one technique to help students’ vocabulary. The multimedia used in this study are Wordwall and Kahoot. These are the internet equivalent of tests or quizzes. Students can choose to play it with or without downloading the app. According to Goodman (2003), multimedia is a significant aspect in relation to educational trends that have permeated and affected the manufacturing system, leading to some adjustments in pedagogical practices. 
This research was conducted at the seventh grade students of Junior High School at SMP Nurul Ikhlas in the school year 2023/2024 which is aimed to know to see the comparison of student vocabulary using wordwall and kahoot with the difference in student interest. The study focused on the use of Wordwall and Kahoot multimedia to teach vocabulary of the seven grade of SMP Nurul ikhlas. This study found the effect of using Wordwll.Net and Kahoot multimedia on the achievement of students’ interests.
There are seven objectives of the study; (1) to analyze high interests students’ scores of vocabulary in order to explain the effectiveness of wordwall.Net multimedia. (2) to analyze low interests students’ score of vocabulary in order to explain the effectiveness of Wordwall multimedia. (3) to analyze high interests students’ score of vocabulary in order to explain the effectiveness of Kahoot multimedia. (4) analyze low interests students’ score ofvocabulary 
in order to explain the effectiveness of Kahoot multimedia. (5) analyze the significant difference between the students with high interests after being taught by using Wordwall.net and Kahoot multimedia to teach vocabulary. (6) the significant difference between the students with low interests after being taught by using wordwall.net and Kahoot multimedia to teach vocabulary. (7) analyze how the interaction is among teaching multimedia, students’ interests and vocabulary. This research is expected to be useful for the readers who are concerned with Wordwall.net and Kahoot as a multimedia in teaching vocabulary. The findings could give contributions on three aspects; theoretically, practically and pedagogically.
For students with high and low vocabulary interests, Wordwall.net and Kahoot multimedia are beneficial since, in theory, this It is anticipated that this study would add useful theories to the utilization of Kahoot and wordwall.net for vocabulary instruction. This study gave the current theories of vocabulary instruction with Wordwall and Kahoot additional empirical backing. This can serve as a resource for future researchers or teachers looking to pursue in-depth study on the subject. Practically speaking, the study's findings will offer crucial details on utilizing Kahoot and wordwall.net as multimedia tools for vocabulary instruction. 
From a pedagogical perspective, this study improved knowledge on the application of Kahoot and wordwall.net in vocabulary instruction. 
Based on all the problems and significant difficulties mentioned above, the researcher hopes to demonstrate in this study the usefulness of multimedia in piqueing junior high school students' interest in vocabulary learning. They are Kahoot multimedia and Wordwall.net.
RESEARCH METHODS
The researcher employed experimental research in this investigation. This research is  included in the quantitative category. This investigation was a quasi experimental investigation using a 2X2 factorial layout.  Two groups using a 2X2 factorial design were present. Two groups were involved in the experiment: the first and the second. For every group, the researcher used a different approach. Wordwall multimedia was the initial course of treatment. The first experimental group received it. While Kahoot multimedia was used to instruct the second experimental group. Students with high and low interests were represented by their personalities. 
This study used pre-test and post-test with the two group of experimental. The researcher did 
the study at SMP Nurul Ikhlas. The experimental group one was VII pi 1 and the experimental group two was VII pi 2. Each of the class consists of 22 students. 
The study's goal was to learn vocabulary through the use of two multimedia resources. 
Wordwall.net and were kahoot! the two multimedia. Wordwall and Kahoot were utilized in experimental groups one and two, respectively. Students with two distinct personalities were taught using these two multimedia resources. There were two types of English interest: high and low. The pupils were enrolled in SMP Nurul Ikhlas' seventh grade. The population consisted of SMP Nurul Ikhlas seventh grade students in the school year 2023–2024. There were four classes with a total of 98 pupils in the population. 
Three different types of instruments were used in this study to gather data. They consist of an observation checklist, tests (pre- and post-test), and questionnair. The test's results were used to determine how well the kids had learned vocabulary both before and after utilizing wordwall.net and Kahoot. The personalities of the students were categorized using the questionnaire. This study uses two different personality types as moderating variables. There are two types of English interest: high and low. This tool was used to immediately observe the interests of the pupils in English class. For the first and second experiments, I carried out the observation. 
First examined the data from observation using a qualitative approach, after which I examined the data from a questionnaire and quantitative vocabulary test with ANOVA and T-test. Depending on the particular goal of the analysis, this research was evaluated using a specific formula to gather the data in order to determine the mean score, standard deviation, standard error, and other precise data. The pre- and post-test results of the pupils provided the data. on order to create a tabulation of the data, those data were presented using statistical analysis on the computer program Statistical Packages for Social Sciences (SPSS).
RESEARCH RESULTS AND DISCUSSION
The purpose of the study was to determine how well Wordwall.net and Kahoot, two multimedia platforms, taught vocabulary to seventh-grade students at SMP Nurul Ikhlas. The effectiveness of the two multimedia platforms for students with high and low interests was the main focus of the study.
1. Vocabulary Mastery Results of Students Using Kahoot
The results demonstrated that Kahoot multimedia was useful in raising students' vocabulary proficiency across a range of interest levels.
Here is a table summarizing the key findings from the research:

Tabel 1. Main score of students vocabulary using Kahoot
	Student
Interest 
	Pre-test 
	Post-test
	Score
improvement

	High
	70.83
	78.17
	8.34

	Low
	48.75
	57.50
	8.75



For both pupils with strong and low beginning interests, the table demonstrates that between the pre- and post-tests, there was a substantial increase in the mean vocabulary test scores. The mean score for students with strong interests increased by 8.34 points. The mean score for pupils with poor interest increased by 8.75 points. 
Furthermore, because the t-count values were greater than the t-table values, the t-test analysis showed that the improvements were statistically significant for both groups.
2. Vocabulary Mastery Results of Students Using Wordwall.net.
the results demonstrated that Wordwall.net multimedia was useful in raising students' vocabulary proficiency across a range of interest levels. This is how the data is shown in a table.

Tabel 2. Main score of students vocabulary using Wordwall.net
	Student
Interest 
	Pre-test 
	Post-test
	Score
improvement

	High
	74.00
	85.50
	11.50

	Low
	51.07
	62.86
	11.79


The table displays the following important results: 
For pupils who have high interests: From 74.00 in the pre-test to 85.50 in the post-test, the mean vocabulary test score rose. This indicates a noteworthy 11.50-point improvement. 
The improvement was shown to be statistically significant by the t-test analysis, with the t-count exceeding the t-table value. For pupils who have low interested: From 51.07 in the pre-test to 62.86 in the post-test, the mean vocabulary test score rose. This is a noteworthy 11.79-point improvement. 
With the t-count being more than the t-table value, the t-test analysis also demonstrated that the improvement was statistically significant. 
These results imply that vocabulary performance was improved by using Wordwall.net multimedia for both students with high and low starting
3. Comparison of Kahoot and Wordwall.net 
The results showed a significant difference in the effectiveness of the two multimedia platforms for students with high interests.
Here is the data presented in a table format:
Tabel 3. Main score of students vocabulary
	Student
Interest 
	kahoot 
	Wordwall.net
	Different

	High
	79.17
	85.50
	6.33

	Low
	57.50
	62.86
	5.36



The mean score for the Kahoot group was 79.17, while the mean score for the Wordwall.net group was 85.50, a difference of 6.33 points.
The statistical analysis revealed a significant difference (p < 0.05) in the test scores between the two experimental classes, indicating that Wordwall.net multimedia was more effective than Kahoot multimedia for students with high interests.
For students with low interests, the results also showed a significant difference in the effectiveness of the two multimedia platforms.
The mean score for the Kahoot group was 57.50, while the mean score for the Wordwall.net group was 62.86, a difference of 5.36 points.
The statistical analysis revealed a significant difference (p < 0.05) in the test scores between the two experimental classes, indicating that Wordwall.net multimedia was more effective than Kahoot multimedia for students with low interests.
Tabel 4. Main score of students vocabulary using Wordwall.net
	analysis 
	f-value 
	Sig. value
	Interpretation 

	Multimedia
	9.757
	0.003
	Significant effect of multimedia on vocabulary achievement

	Students interest
	140.169
	0.000
	Significant difference in test scores between high and low interest students

	Interaction between muledia and students’ interest
	0.795
	>0.05
	No significant interaction between multimedia and students' interests


The F-value for multimedia was 9.757 with a Sig. value of 0.003, indicating a significant effect of the multimedia used on students' vocabulary achievement.The F-value for students' interests was 140.169 with a Sig. value of 0.000, indicating a significant difference in students' test scores between those with high and low interests. The Sig. value for the interaction between multimedia and students' interests was 0.795, which is more than 0.05, suggesting that there was no significant interaction between the multimedia used and students' interests in influencing their vocabulary achievement.
In conclusion, the study discovered that Wordwall.net and Kahoot multimedia both worked well to raise students' vocabulary proficiency across a range of interest levels. For both student groups, however, Wordwall.net multimedia outperformed Kahoot multimedia in terms of effectiveness. Additionally, the study showed that students' hobbies and multimedia had a considerable impact on their vocabulary achievement, but that these two elements did not significantly interact.
CONCLUSION
The purpose of this study was to compare two multimedia tools for teaching and learning Vocabulary: wordwall.net,  Kahoot multimedia as well as multimedia. vocabulary was taught to both high and low interest pupils using those multimedia resources. This study set out to address the seven research issues or concerns that were posed. An analysis was conducted on the data collected from both experimental classes one and two. The following conclusion can be made in light of the findings:
First, in the first experimental class, there was a notable variation in the students' high interest scores. Kahoot Multimedia proved useful and made a big impact when it came to teaching vocabulary to the highly motivated students in the first experimental class. The results of the pupils' pre- and post-tests demonstrate this. Compared to the pre-test, the post-test mean score was greater. The significance value was less than the level of significance, according to the statistical analysis. This indicates that kahoot  multimedia is useful and makes a big difference when it comes to teaching vocabulary to kids who are highly engaged. 
Secondly, low-interest pupils can learn Vocabulary well with Kahoot multimedia. It is demonstrated by statistical analysis results and the average score. It demonstrated that the significance level was exceeded by the significant value. Compared to the pre-test, the post-test mean score was greater. Therefore, it can be concluded that Kahoot multimedia is useful and makes a big difference when it comes to teaching Vocabulary to students with low interest levels. As a result, the outcome illustrates the truth about how well wordwall.net  multimedia teaches vocabulary to eager learners. It is able to be observed from the pre- and post-test results. Compared to the pre-test, the post-test mean score was greater. Consequently, because wordwall.net multimedia produces notable results in terms of students' vocabulary mastery, it is an efficient way to teach vocabulary to students who are not very interested in the subject.
Then, children with poor interest can benefit from learning vocabulary with wordwall.net  multimedia. It is demonstrated by statistical analysis results and the average score. It demonstrated that the significance level was exceeded by the significant value. Compared to the pre-test, the post-test mean score was greater. Therefore, it can be concluded that using wordwall.net multimedia to teach vocabulary to pupils with low interest levels is both effective and significantly different.

Furthermore, there is a notable distinction in the efficacy of wordwall.net  and Kahoot multimedia in teaching vocabulary to pupils with strong passions. When comparing the mean score of the post-test of experiment class two treated with wordwall multimedia to that of experiment class one treated with wordwall.net multimedia, the former has a higher mean score. Put differently, wordwall.net multimedia outperforms kahoot  multimedia when it comes to engaging high-interest students. Therefore, there is a meaningful difference between teaching vocabulary to children with high interest utilizing kahoot and Wordwall.net multimedia. 
Additionally, there is a notable distinction in the efficiency between Wordwall.net and Kahoot multimedia for teaching vocabulary students pupils who don't seem really interested. The significance value, which is less than the significance level, makes this clear. Furthermore, the wordwall.net multimedia-taught experimental class two post-test mean score is greater than the kahoot multimedia post-test mean score. 
Thus, for low-interest kids, wordwall.net multimedia works better than kahoot multimedia when it comes to teaching vocabulary. 
As a result, there is no relationship between students' interests, vocabulary mastery, and the usage of multimedia. The statistical evaluation demonstrated that the multimedia's significance value is less than the significance level. Furthermore, the interest's significance value exceeds the significance level. It indicates that there is no relationship between students' interests, vocabulary , and the use of multimedia. 
This study has validated the use of two multimedia. As multimedia, they are wordwall.net and Kahoot. These multimedia are used in experimental classes one and two to teach vocabulary to both high and low interest students. I offer recommendations from a theoretical, practical, and pedagogical standpoint. 
In theory, studies regarding how well wordwall.net and Kahoot multimedia teach vocabulary to learners with High and low interests can be used by the English teacher as extra information to help students' vocabulary. In addition, future researchers conducting studies on the same issue and applying those multimedia can use this research to determine the efficacy of both multimedia. 
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