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CHAPTER 5 

CONCLUSION AND SUGGESTION 

 
 

This chapter consists of the conclusion from the researcher and suggestions for another 

researcher. 

 
 

5.1 Conclusion 

 

Based on the research conducted on the junior high students of Filadelfia Christian School 

Surabaya, the researcher found that many of the students of can learn their second language from 

playing online games. In the questionnaire given, most of the students chose a positive response 

that playing online games can help them learn their second language. The students agreed 90% 

that playing online games can increase their second language skills and also increase their 

vocabulary mastery. But the 10% students do not agree that playing online games can increase 

their vocabulary mastery and their second language. These 10% students more agreed that to 

improve their second language and vocabulary mastery from the English textbook. 

 
 

5.2 Suggestions 

 

 

Based on the result of this study, the writer would love to suggest followings 

 

A. For Students: The study result is about playing online games that can improve students' 

vocabulary mastery. But the game must be selected by the students for improving 

vocabulary mastery. For example, when students play online games like Mobile Legends 

and DOTA 2. The most famous games ever for youngsters. The students are not playing 
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alone. They play with other people. Not only Indonesian people, but people from out of 

the country. When the students meet with foreign people, they must use English as the 

language to communicate. Here, the students improve their vocabulary mastery by 

communicating with foreign people using English. 

B. For Teachers: Teachers in this new era must be more flexible to the students. Because 

online games can improve a student's vocabulary mastery. By playing and meeting other 

people from other countries, the students will speak English to communicate, that's 

makes the students vocabulary mastery increase very significant. 

C. For Parents: Parents nowadays must care also for their children. Playing computer games 

and online games is not all bad for them. From doing that, they will increase their 

vocabulary mastery and also learn how to speak in English. So, when they meet people 

from Indonesia, they will dare to speak to the foreigner. Also, when you take your 

children to visit another country, they will be happy and they can easily understand the 

language. Because English is the common language in 2023. 

D. For Schools: School can choose types of online games that do not contain excessive 

violence, harsh words, and sexual violences. Schools must care about this because 

schools are a second place besides their homes. School must care for the game which are 

students choose for play to increase their vocabulary mastery and SLA. 
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