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CHAPTER 5 

CONCLUSION AND SUGGESTIONS 

The last chapter consists of conclusion of this study and suggestions 

to the teacher and further researchers.   

5.1. Conclusion 

The aim of this research is to discover the effect of Charades 

and Pictionary on nouns attainment of 8th grade students. This 

research needs to be done to prove the theories and the previous 

research that stated that Charades and Pictionary could increase the 

students’ nouns attainment. 

Charades and Pictionary could improve student’ nouns 

attainment by making them more engaged in learning the noun 

vocabularies of noun. They were excited while playing the games 

and all of the students actively participated in the games and worked 

together to answer from the clues. The games were very useful in 

the learning process as it was fun and the students were able to learn 

the noun vocabularies from playing the game. The writer also 

believed that competitiveness could lead to strive for better result.  

Based on the result in the previous chapter, Charades and 

Pictionary proved that both of the games improved students’ nouns 

attainment. The mean score of the pre-test and the post-test of the 
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experiment group increased by 19,1 points and the difference mean 

score between experiment group and the control group was 5,2 

points. The result of the t-test showed that there is a significant 

difference between the students’ real object nouns attainment before 

and after they learned vocabulary using games,  and the result of 

Cohen’s d effect size showed that Charades and Pictionary had 

strong effect on nouns attainment of the 8th grade students. The result 

was 2.732, which was based on the indictor was considered strong. 

The conclusion of the study is that Charades and Pictionary 

improve 8th grade’s noun attainment and has a strong effect on the 

student’s noun attainment. 

Moreover based on the writer’s observation, the students 

enjoyed playing the game so much, the writer believes that the 

teachers are advised to use Charades and Pictionary in class. As the 

result of this study, beside the game bring excitement to the class, 

but also increase student’s achievement. 

5.2. Suggestion 

 The suggestions of this study are stated below: 

1. Suggestion for Teacher: 

It is recommended that English teachers of use Charades 

and Pictionary to teach vocabulary to the students. As its nature, 
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games are always fun and exciting, therefore it will be easier for 

the teacher to grab students’ attention and motivate them. To 

play the games, teacher should divide the group equally, 

accommodating both fast and slow learners. Therefore, all of the 

group will have the same chance and condition while playing the 

game.  

The teacher should make sure that no one cheats in the 

games, as many students will do anything to win the game. 

Teacher also needs to control the class because during the game, 

the students could be over-excited and become noisy. Charades 

teaches the students to use other than using mouth to describe a 

word, that it is possible to describe something using body. 

Pictionary teaches the students to be creative and quick thinking 

as they must transform the word into picture in only 10 seconds.  

Suggestion for Further Researchers: 

As this study was conducted on the 8th grade students, 

and other previous studies used in this study conducted their 

studies in elementary students and junior high school students, 

the writer’s suggestion for the future researchers is to do this 

research to those whose English acquisition is considerably low, 

for instance, playgroup or kindergarten students.

 



62 
 
 

REFERENCES 

Abraham, I., & MacDonald, K (2011).  Encyclopedia of Nursing Research

 Quasi-experiemnatl Reseach. Publisher: NY, USA: Springer

 Publishing.  

Ageoestyowati, R. 2007. 102 English Games. Jakarta: PT. Gramedia

 Pustaka Utama. 

Akdogan, E. 2017. Developing vocabulary in game activities and game

 materials. Journal of Teaching and Education. 7. 1. 31-66. 

Ayu, R. R. 2018. The Effect of Using Pictionary Games on Students’

 English Vocabulary. (Unpublished) 

Bafadal, F, H, & N. 2018. The Use of Charades Games in Teaching

 Vocabulary to the Junior High School Students. Journal of English

 Language Teaching and Linguistics. 11. 2. 14-21. 

Beisenbaeva, B.A., & Kopzhasarova, U.I. 2014. Using Game in

 Vocabulary Teaching. Bulletin of the Karagand A University  

Brookshire, B. 2016. Teen brains may have an advantage — better

 learning. Retrieved on April 17th, 2019. From

 https://www.sciencenewsforstudents.org/article/teen-brains-may

 have advantage-better-learning 

Brown, H. D. 2004. Language Assessment Language Principle and

 Classroom Practice. Publisher: New York, NY: Pearson Education,

 Inc. 

Cambridge Dictionary. 2019. Game. Retrieved on December 13th, 2019.

 From https://google.com/amp/s/dictionary.cambridge.org/amp/

 english/game  

Connelly, L. M. 2008. Pilot Studies. Medsurg Bursing, 17960, 411-2. 

Cook, T. D., & Campbell, D. T. 1979. Quasi-experimentation: Design &

 analysis issues in field settings. Publisher: Boston, MA: Houghton

 Mifflin 

Crystal, D., & Potter, S. 2019. English Language. Retrieved on September

 20th, 2019. From https;//www.britannica.com/topic/English

 language  

Derakhshan, A., & Khatir, E. D. 2015. The Effects of Using Games on

 English Vocabulary Learning. Journal of Applied Linguistics and

 Language Research, 2.  3.  39-47. 

http://articlekz.com/en/article/magazine/116
https://www.sciencenewsforstudents.org/article/teen-brains-may
https://www.sciencenewsforstudents.org/article/teen-brains-may
https://google.com/amp/s/dictionary.cambridge.org/amp/%09english/game
https://google.com/amp/s/dictionary.cambridge.org/amp/%09english/game


63 
 
 

Donmus, V. 2010. The use of social networks in educational computer

 game based foreign language learning. Social and Behavior

 Science, 9, 1497-1503. 

English Tutor Vista. 2019. Vocabulary. Retrieved on March 9th, 2019.

 From https://english.tutorvista.com/vocabulary.html 

Federation of American Scientists. 2006. Harnessing the power of video

 games for learning, Summit on educational games. Washington,

 DC: Author. Retrieved from

 https://informalscience.org/images/reserach/Summit_on_ 

            Educational_Games.pdf  

Hadfield, J. 1999. Intermediate Vocabulary Games. Publisher: Harlow,

 England, Essex: Longman. 

Harmer, J. 2007. The Practice of English Language Teaching. Publisher:

 Harlow, England: Pearson Longman 

Hill, A. 2010. Why Teenager Can’t Concentrate: Too Much Grey Matter.

 Retrieved on April 19th, 2019 .From

 https://www.theguardian.com/science/2010/may/31/why-teenagers

 -cant-concentrate-brains   

Hunter, N. Trading Game. Retrieve on March 16th, 2019. From

 https://www.nationalgeographic.org/activity/the-trading-game/ 

Jr, T. Definition of Vocabulary. Retrieved on March 7th, 2019. From

 https://www.academia.edu/6086481/Definition_of_vocabulary.  

Kaduson, H., & Scgaefer, C. E. 2003. 101 Favourite Play Therapy

 Techniques. Publisher: Lanham, Maryland: Jason Aronson. 

Kent State University Library. 2019. SPSS Tutorials: Independent Samples

 t-Test. Retrieved on May 10th, 2019. From

 https://libguides.library.kent.edu/spss/independentttest 

Keton, W. 2019. T-test. Retrieve on November 21, 2019. From

 https://www.invesupedia.com/terms/t/t-test.asp  

Laufer, B. 1997. Second Language Vocabulary Acquisition: a Ration for

 Pedagogy. Publisher: Cambridge University Press. 

Lexico. 2019. Charade. Retrieved on December 13th, 2019. From

 https://www.lexico.com/en/definition/charade  

Linse, C, T. 2005. Practical English Language Teaching Young Learners.

 Publisher: New York: McGraw-Hill Companies, Inc. 

https://english.tutorvista.com/vocabulary.html
https://informalscience.org/images/reserach/Summit_on_%20%20%20%20%20%20%20%20%20%20%20%20Educational_Games.pdf
https://informalscience.org/images/reserach/Summit_on_%20%20%20%20%20%20%20%20%20%20%20%20Educational_Games.pdf
https://www.theguardian.com/science/2010/may/31/why-teenagers
https://www.theguardian.com/science/2010/may/31/why-teenagers
https://www.academia.edu/6086481/Definition_of_vocabulary
https://libguides.library.kent.edu/spss/independentttest
https://www.invesupedia.com/terms/t/t-test.asp
https://www.lexico.com/en/definition/charade


64 
 
 

Lomita, D. R. Teaching Vocabulary by Using Charades Technique for

 Young Learners. (Unpublished) 

Marriam Webster. 2019. Guessing Game. Retrieved on December 13th,

 2019. From

 https://www.merriam.webster.com/dictionary/guessing-game  

Martison, B., & Chu, S. 2008. Handbook of Research on Effective

 Electronic Gaming in Education. Publisher: Pennsylvania, USA:

 IGI Global. 

McLeod, S. 2019. What does effect size tell you?. Retrieve on November

 21, 2019. From https://www.simplypsychology.org/effect-size.html  

Minitab Support. 2019. What is the pooled standard deviation?. Retrieved

 on December 19th, 2019. From https://support.minitab.com/en

 us/minitab/19/help-and-how-to/statistics/basic-statistics/supporting

 topics/data-concepts/what-is-the-pooled-standard-deviation  

Mukoroli, J. 2011. Effective Vocabulary Teaching Strategies for the

 English for Academic Purposes ESL Classroom. MA TESOL

 Collection. 501. 

Nadolny, L., & Halabi, A. 2015. Student Participation and Achievement in

 a Large Lecture Course With Game-based Learning. Sage

 Journals, 47, 51-72 

O’Brien, E. What is verb?. Retrieved on March 9th, 2019. From

 https://www.englishgrammar-revolution.com/what-is-a

 verb.html  

Oxford Dictionary. Definition of Noun in English. Retrieved on

 September 20th, 2019. From

 https://www.lexico.com/en/definition/noun 

Read Naturally. 2019. Vocabulary. Retrieve from

 https://www.readnaturally.com/research/5-components-of

 reading/vocabulary.  

Sari, D., & Chairani, N. 2017. The Effectiveness of Charades Game

 toward Students’ Vocabulary Mastery at Fourth Grade of SD

 Unggulan Aisyiyah Bantul in the Academic Year of 2016/2017.

 The 4th UAD TEFL International Conference, UAD Yogyakarta

 2017.  

Shelby, M. 2015. Difficulties and Problems in Learning English. Retrieved

 on September 20th 2019. From teach-this.com/ideas/problems

 learning-English  

https://www.simplypsychology.org/effect-size.html
https://support.minitab.com/en-us/minitab/19/help-and-how-to/statistics/basic-statistics/supporting-topics/data-concepts/what-is-the-pooled-standard-deviation
https://support.minitab.com/en-us/minitab/19/help-and-how-to/statistics/basic-statistics/supporting-topics/data-concepts/what-is-the-pooled-standard-deviation
https://support.minitab.com/en-us/minitab/19/help-and-how-to/statistics/basic-statistics/supporting-topics/data-concepts/what-is-the-pooled-standard-deviation


65 
 
 

Sihombing, P. S.R. 2019. The Effect of using Jumble Letters in Teaching

 Vocabulary in Grade Eight Students of SMP Negeri 7

 Pematangsiantar. The 4th UAD TEFL International

 Conference, UAD Yogyakarta 2017. 4.  

Stahl, S. 2005. Fluency-Oriented Reading Instruction. Journal of Literacy

 Research, 77. 1. 25-60. 

Spangler, D., & Mazzante, J. A. 2015. Using Reading to Teach World

 Language: Strategies and Activities. New York: Routledge. P. 105. 

Triandini, Y. 2017. The Effect of Pictionary Game on Students’

 Vocabulary Retention. (Unpublished) 

Uberman, A. 1998. The use of game. For vocabulary presentation and

 revision. English Teaching Forum, 36 (1), 20. 

Wells, C. S., & Wollack, J. A. 2003. An Instructor’s Guide to

 Understanding Test Reliability.Testing.wics.edu. Retrieved on

 April 20th, 2019. From https://testing.wisc.edu/Reliability.pdf 

Your Dictionary. 2019. Vocabulary. Retrieved on December 10th, 2019.

 From https://www.yourdictionary.com/vocabulary 

Your Dictionary. 2019. Pictionary. Retrieved on December 13th, 2019.

 From https://www.yourdictionary.com/pictionary 

 

 

 

 

 

 

 

 

https://testing.wisc.edu/Reliability.pdf
https://www.yourdictionary.com/vocabulary
https://www.yourdictionary.com/pictionary

