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ABSTRACT

This research aims to find out the effectiveness and significance different of using
Charades game on students’ vocabulary mastery at SMP Muhammadiyah Ahmad
Dahlan Metro. Charades game is the activity that players try to guess a word phrase
and their teammates. Charade game is a kind of game in which words are
represented in pantomime. This research used experimental research. The subjects
of this research are the eighth-grade students at SMP Muhammadiyah Ahmad
Dahlan Metro academic year 2020. There are 20 students of the control group
which used cluster random sampling techniques and 20 students of the
experimental group. The research instrument used to collect the data in this
research was test and observation. From the two classes, the experimental and
control group, the measurement shows that the improvement of vocabulary mastery
in the experimental group is higher than the control group. The result of the pre-
test score shows that the average score of the experimental group and the control
group are 61,6and 66,6. From the score of both groups, the result shows that the
control group is better than the experimental group. Then, the result of the posttest
in the experimental group is higher than the control group; the average scores are
74,2for experimental group and 68,8 for the control group. It can be concluded that
there are effectiveness and significant differences in using Charades game in
students’ vocabulary mastery.
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INTRODUCTION

Vocabulary becomes the first
English basic knowledge to be mastered by
students. Without mastering vocabulary,
students may not be able to make the

English sentence.

They can apply some of the ways to
improve English Vocabulary such as
watching English program, listening to
music and reading some kind of English

book. A good mastery of vocabulary can
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help the learners in increasing the listening,
speaking, reading and writing skills.
(Sudjana, N in Kosasih, 2014)
states that the results of students' learning
outcomes in school are influenced by two
main factors, internal and external. Internal
factor is from the student itself that
influence the learning outcomes. Internal
factors which include intelligence, interest,
and attention to learning motivation and

physical and health conditions.

REVIEW OF RELATED LITERATURES

Vocabulary
According to Newman & Dwyer
(2010), vocabulary can be defined as " the
words that must be known to communicate
effectively; words in speaking (expressive
vocabulary) and words in listening
(receptive vocabulary)". To communicate
effectively using oral and printed
language, learners must be able to use
words that we recognize and understand.
(Nurdini&Marlina, 2017) states that
vocabulary is the core component of all
aspects of language competences.
Learning languages is inseparable
from vocabulary learning. Based on
(Hariadi& Amir, 2014)

supports speakers to express their opinions,

Vocabulary

Based on the pre-survey, the
researchers investigate the English teacher
of eighth grade SMP Muhammadiyah
Ahmad Dahlan Metro and found some
factors that make students feel difficulty in
mastering vocabulary abilities. The first is
internal factors, those are students got low
scores in English subject, especially in
mastering vocabulary. Besides that factor,
there are external factors which make
students lazy to learn English, it is the

environment.

ideas, and feelings in communication.
Vocabulary is the most important
component language because it affects the
four language skills, there are listening,
speaking, reading, and writing. Related to
the importance of vocabulary learning is
central to language acquisition, whether the
language first, second, or
Generically, based on (Aslanabadi, 2013) a

vocabulary usually grows and evolves with

foreign.

age, and serves as a useful and fundamental
toll for communication and acquiring
knowledge. Based on (Yunus et al.,2020)
Teaching vocabulary is one of the basic
elements in achieving all four language
skills. (Brown, 2010) state that the
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classification of words is classified based

on functional words and content words.

Nunan in Orawiwatnakul (2013)
students who have vocabulary mastery are
the students who know multi-word, units,
word families, and core meanings. It means
that vocabulary should be mastered by the
students. The students will get difficulties
when they do not master the vocabulary.
From the definition above, the
researcher concludes that vocabulary is a
listing of all words that are taught in the
foreign language. Vocabulary refers to the
words that must understand to
communicate effectively. Vocabulary is a
word of a particular language including
single words, compound words and idioms
that individual speakers of a language

might use.

Charades Game

Based on to (Bafadal, 2018),
Charades means a game in which players
guess a word or phrase from a written or
acted clue given for each syllable and the
whole item. (Syarfuni, 2010) states that
Charades game is the activity that players a
word phrase and their teammates try to
guess. Charade game is a kind of game in
words  are

which represented in

pantomime.

Rafinggi & lhsan (2013) state that
“charade game is a technique miming the
individual parts of a word”. It means that
this game uses mime to know the meaning
of words. Charade game can be conducted
in pair or groups. When charade game is
applied in groups, students are encouraged
to think cooperatively, it makes them more
comfortable in conducting activities in the
classroom and outside. In other words, the
charade game can facilitate students to
learn vocabulary.

According to (Banerjee, 2014),
charades means a game in which players
guess a word or phrase from a written or
acted clue given for each syllable and the
whole item. Charades game the activity
that players a word phrase and their
teammates try to guess.

Based on Rafinggi & Ikhsan
(2013), the steps in teaching vocabulary by
using Charades games as follows:

a. One player acts out something specific,
such as pretending to be a certain
animal or person or pretending to be
doing a certain activity such as sewing,
playing cards, watching and so on.

b. The other players try to guess whom the
acting player working together in two,
three or four miming a situation or

activity while the other guess.
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c. You can have players working together
in two, three or four miming a situation
or activity while the other guess.

Furthermore  (Himmele, 2011)
states that this game takes them to activities
of higher-level thinking.

The advantages of using Charades

as a game in teaching vocabulary are:

1. Make the students work in a group and
know the feeling of teamwork.
2. Make the students’ to provide their

METHODS

This research used quantitative
research because of the data in the form of
numerical and statistical analysis. It
includes experimental research. The types
of experimental design used by the
researcher are

experimental  design.

(Sugiyono, 2013) explains that it is called

true-experimental design (pure
experiment) because, in this design,
researchers can control all external

variables that affect the experiment.
Sugiyono (2016) states that research
variable is an attribute investigation, the
variable is everything that planed by the
researcher to learn. Variable is a

constructor character to study that there are

guessing, because everyone is curious
when one player acts out the word.

3. Increasing students’ activeness in
acting the words or their activeness in
guessing the words which are played

4. Increasing students’ confidence in
acting the words.

5. Help the students’ to manage their
emotions. They should not be nervous
when acting out the words.

6. Classroom activity is more interesting

and fun.

two kinds of variables in common, they are

Independent variable and dependent
variable. Independent variable is a variable
that is affected or to influence another
variable. The dependent variable is a
variable that is affected or has become
effect by Independent variable. In this
study, two variables are used by the
researcher, they are Independent (X) and
Dependent () variable.
The researcher conducted
“Charades game’’ as an independent
variable to indicate the students’
vocabulary mastery and in a dependent
variable the researcher chose “students’

vocabulary mastery”. The researcher uses
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cluster random sampling as a technique to
get an experimental class and control class.
The researcher gives some steps, they are

pre-test, treatment, and post-test.

Sugiyono (2016) states that the
population is composed of the
generalization: object or subject that has
the quality and certain characteristics set by
the researcher to learn and then make a
conclusion. Therefore, the population of
this research was the students on the eighth

grade SMP Muhammadiyah Ahmad

RESULTS AND DISCUSSION

In this section, the researchers discuss
the research findings which include the test
result and the effectiveness of the treatment.
The aim of the study finds out the
effectiveness of using Charades Games for
students’ vocabulary mastery and to find out
significance difference of the students’
vocabulary mastery before and after being
taught by using Charades Games for
students’ Vocabulary mastery in the eighth
grade SMP Muhammadiyah Ahmad Dahlan
Metro.

In this experiment, the researcher
chooses the eighth-grade students of SMP
Muhammadiyah Ahmad DahlanMetro in the

Dahlan Metro
2020/2021. (Setiadi, 2013) argues that the

sampling technique is one of technique to

in the academic year

take a sample, It is the sample selection in
which all members of the population are
naturally grouped in units, it states by
Wiersma & Jurs (2010). The researcher
used random selection to determine which
the class was the experimental group and
the control group. The instrument of the
research is a part of activities to detect

accurate data.

academic year 2020/2021 as the subject of
the research. There are two classes to be the
sample which consists of 20 students for the
experimental group and 20 students for the

control group.

In this treatment, the researcher
applied the Charades game. The researcher
gave clear instruction to explain about
Charades game. Before the game played,
surely the researcher told the rules to the
students. So, the students can understand
clearly. After the students know the rules of
the game, the researcher determined the

theme that matches the current subject.
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Then, the students already in the charades

game and guess the picture.

The researcher gave treatment in the
control group without used charades game.
The researcher applied an ordinary
technique used in the daily lesson, such as
explain the material. Then, the researcher
gave the task to the students to discuss the
unfamiliar vocabulary and found the
meanings in the dictionary. Furthermore, the
researcher corrected based on assessment
rubric. Then, the researcher explained some
unfamiliar vocabularies which did not found
yet on their dictionary and the students noted

the meaning.

The result of pre-test shows that the
average score of the experimental group and
the control group are 61.60 and 66.60. From
the score of two groups, the result shows that
the control group is better than the
experimental group. However, the result of
the post-test of the experimental group is
higher the control group; they are 74.20 for
the experimental group and 68.8 for the

control group.

Furthermore, the hypothesis testing
on the first hypothesis indicates that teaching
English vocabulary using Charades game is
effective to increase students’ vocabulary

mastery. The mean score of pretest in the

experimental group is significantly higher
than that of post-test. The experimental
group of which the increasing mean score of
vocabulary mastery was higher than the
mean score of the pre-test. Then, It can be
seen that the value of t obtained (to) is higher
than the value of t table (15.094>2.02).

Moreover, in the second hypothesis,

hypothesis testing indicates that the
experimental group is significantly higher
than the control group. Based on the result of
the investigation, it is found that there is any
significant difference in vocabulary mastery
between students taught using Charades
Game and without using Charades Game.
The experimental group of which the
increasing mean score of vocabulary
mastery was higher than control group
showed this. It can be seen that the value of
t obtained (to) is higher than the value of t
table (2.325>2.02). The Charades Game is
effective to increase the students’
vocabulary mastery because it makes the
students feel happy when playing this game.
It is according to the theory proposed by
(Himmele, 2011) stating that this game takes
them to activities of higher-level thinking. It
is also a lot of fun when students are asked
to do this in a group. By using the game
students are encouraged to think done in

groups, in makes them more comfortable in
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conducting activities in the classroom and
outside, and using this game will facilitate

them to learn vocabulary.

The Charades Game is more effective in
teaching vocabulary mastery because of
some reasons: Firstly, it makes the students
work in a group and know the feeling of
teamwork. Secondly, it makes the students
provide their own guessing because
everyone is curious when one player acts out
the word. Thirdly, it increases students’
activeness in acting the words or their
activeness in guessing the words which are
played. Fourthly, it can increase students’

confidence in acting the words. Fifthly, this

CONCLUSION

The use of Charades game in teaching
vocabulary is more effective than the
conventional technique. From the two
classes, the experimental and control group,
the measurement shows that increasing line
of the vocabulary mastery of the
experimental group is higher than the control
group. There is also a significant influence
of students in vocabulary mastery before and
after being taught by using Charades game
at eighth grade SMP Muhammadiyah

Ahmad DahlanMetro. It is proved by the

game can help the students to manage their
emotions. They should not be nervous when
acting out the words. Last, it can decrease the
number of students who are lazy in the

classroom.

In addition, the Charades Game can
increase the students’ vocabulary mastery
effectively due to some reasons. It can
increase students’ motivation because
students will work hard to act out and guess
the right answer to win the game. It
overcomes students’ boredom in learning
vocabulary because students like something

enjoyable and fun.

hypothesis testing indicates that the post-test
result of the experimental group is
significantly higher than the post-test
obtained in the control group. Based on the
result of the investigation, it is found that the
use of Charades Game is effective to
increase the students’ speaking skill. It
means that the teaching vocabulary by using
the Charades Game at eighth grade SMP
Muhammadiyah Ahmad Dahlan Metro gives
a significant influence on their speaking

ability.
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