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CHAPTER V 

CONCLUSION AND SUGGESTION 

 

This chapter consists of conclusion and suggestion of the research based 

on the explanation in previous chapter. 

Conclusion 

The overall result from observation was well done. From observation, the 

participants followed the procedure of using game in the class, even though some 

participants did not follow some of the rules, but that was because of the students 

have already known the rules before. When observation was carried out, the 

students enjoyed their activities in the class even though some of them difficult in 

speaking English 

From the interview, there were three indicators that the researcher used to 

gather the data about the teachers’ perspective by using game in English teaching. 

Such as the general information about games in English teachingat Madrasah 

Aliyah Al-Huda, also problem faced by the teachers of used games in the class. In 

this point the researcher interview the participants about their opinion by using 

game in teaching English, game in English teaching is a good way to make the 

students active, because it can motivate the students to learn English and create a 

good classroom atmosphere. It is supported by Carrier (as cited in Sánchez et al., 

2007, p.50) who stated that “games stimulate students' participation and give them 

confidence”. The students could be more interested in learning the material. 
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Furthermore, using games in English teaching at Madrasah Aliyah Al-

Huda is one of the effective methods at improving student’s achievement 

especially in vocabulary and speaking. The data showed that English teachers in 

Madrasah AliyahAl-Huda used three kinds of games during the research. In 

addition, there were the data of research finding from observation the teachers in 

the class,  the advantages of games are the students would interest in learning, 

make students not boring in the class They will easy to learn English and games 

can motivate them. Therefore, the researcher think using games in English 

teaching is good and the teachers can apply it to the students. 

Then the disadvantage of using games such as; some student did not focus 

on the material, make class noisy, so even though using games is good for the 

students to study English, it also has the disadvantage. Overall, “Who am I, 

Guessing word and Whispering “games are good if the teachers are able to 

manage the students and the class, because using games can reduce the students’ 

boredom in classroom and make them pleasure in getting the material.  In 

conclusion “Who am I, Guessing word and Whispering” games are good based on 

the teachers perspective; they were agree to use those game; and can be applied in 

teaching and learning process because it is be able to help students to improve 

their English skill. Overall, the strengths of “Who am I, Guessing word and 

Whispering” games are used to facilitate the students’ speaking skill; they can 

speak freely to answer the questions. It also enriches the students’ vocabulary and 

trains the students to make sentences through the games. 
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Suggestion 

It can be suggested that teachers should use games in teaching and 

learning process to help students to get motivation in learning English. The 

teachers can use  games to improve the students’ speaking skill and enrich their 

vocabulary. The teachers should control the students when the game applied, 

because it creates noise in the class. Also the games spends too much time, 

especially Who am I game, so teachers should be creative to divide the time for 

game and the material. This game can train the students to create sentences. For 

example students can make questions. Also, for the next researcher, it could be a 

learning for them about “who am I, guessing word and whispering” games. The 

next researcher can investigate a research to develop studets’ interest in learning 

English by using games. 

It is recommended to use games since they are very effective especially for 

the primary stages in teaching a second language and games are helpful for the 

teacher as a procedure for language acquisition 

 

  



51 
 

References 

 

Al Zaabi, Haifa Rashed. N.D. The Use of Memory and Guessing Games in 

Teaching Vocabulary to Young Learners 

Asti, B.M. (2009). Fun Games For Kids:100 Jenis Permainan Rekreatif dan  

Edukatif untuk Anak. Jogjakarta: 

Power Books. 

Brown, H. Douglas. (2007). Teaching by Principles: An Interactive Approach to 

Language Pedagogy 2nd Edition. San Francisco: Addision Wesley 

Longman, Inc. A Pearson Education Company. 

Laforest (2009).Semi Structure Interview.Retrieved month , 2017 from  

http://www.sswm.info/content/semi-structured-interviews 

Meizaliana. 2009. Teaching Structure Through Games to The Students of 

Madrasyah Aliyah Negeri 1 Kepahiang, Bengkulu 

Miles, M.B, and Huberman, A.M. (1994). Qualitative Data Analysis, 2nd Ed., p.  

10-12. Newbury Park, CA: Sage. 

Mubaslat, M. Moayad. 2012. The Effect of Using Educational Games on the 

Students’ Achievement in English Language for the Primary Stage 

Rus Diana, Nova, Pravita. 2010. The Advantages and Disadvantages of Using 

Games in Teaching Vocabulary to The Third Graders of Top School 

Elementary School. 

Solomon, D. (1965). Teacher behaviour and student training. Journal of  

Education and Psychology, 55, 23-30. 



52 
 

Sudartini, Siti. 2010. Teaching English through Games for Children 

Sugar, Steve and Kim Kostoroski Sugar. 2002. Primary Games: Experiential 

Learning Activities for Teaching Children K-8. San Francisco, CA: John 

Wiley & Sons, Inc. 

Sugiyono. 2012. Memahami Penelitian Kualitatif. Bandung: Alfabeta 

Wright, Andrew, David Betteridge and Michael Buckby. 1994. Games for 

Language Learning. New Edition.Cambridge: Cambridge University 

Press. 

 


