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 Language is a part of human life as a means of communication among the 

member of the society. Humans use language to establish and maintain relationship 

with other. As a communicative function,  humans need language for interaction in 

the society. Vocabulary is one of components in English has to be learned by 

learners in building receptive and productive skill. The problem is most of students 

gets difficulty to learn English because their vocabulary is limited. There are many 

techniques and methods how to teach vocabulary. One of technique to teach 

vocabulary by using games. There are some games to make easy in vocabulary 

teaching. One of games is charades game. Charades is pantomimes game, students 

have to act out some words or phrase without speaking. The study aims at finding 

out the answer of problem statements. They are: 1) how can charades game build 

students‟ vocabulary to the seventh grade students of MTsN Sewulan, 2) what are 

advantages of charades game, 3) what are obstacles of charades game. 

This study use qualitative approach which used a descriptive qualitative. The 

technique of data collection was done through interview, documentation and 

observation method. The data were all information relating to the charades game in 

teaching vocabulary to the seventh grade students of MTsN Sewulan in academic 

year 2013/2014. Data analysis used in this research was interactive analysis; data 

reduction, data presentation, and verification or conclusion. The researcher used the 

triangulation of method for data credibilitation. 

The results of this research showed that: the charades game build students‟ 
vocabulary through gesture and cooperation. It helps students to know the meaning 

of words easy and memorable. Then, the advantages of charades game were the 

students feel easier to understand and remember the meaning of vocabulary, builds 

students‟ confidence,  increase students‟ interest to learn English, and refresh the 

class activities. It makes students be active and enjoyable in teaching process. Then, 

the obstacles of charades game were the teacher needs a long time to prepare this 

game, charades game needs cooperation with other students in each group, and the 

teacher has to combine with another strategy or variation in gamming process. 
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CHAPTER I 

INTRODUCTION 

 

A. Background of The Study 

 

Language is a part of human life. Language is used as a means of 

communication among the member of the society. Humans use language to 

establish and maintain relationship with other. As a communicative function,  

humans need language for interaction in the society. In general, language is 

often defined as a means of communication. According to Brown “Language 

is system of arbitary conventionalized vocal, written or gestural symbol that 

enable member of given communication to communicate intelligibly with one 

another”1
. It means that language is not only oral and written form but also the 

symbol to communicate with others. 

Language is the method of human communication. There are various 

languages used by people in the world. One of them is English. English is a 

link language. It has greatly contributed to the advancement of learning
2
. 

Some countries in the world use English as the first language. However, 
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 H. Douglas Brown, Principles of Language Learning and Teaching (New York: 

Pearson Education Ltd, 2000), 5. 
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 M.F. Patel, English Language Teaching: Methods, Tools and Techniques,  ( Jaipur: 

Sunrise Publisher, 2008), 2. 
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another countries use English as the second language and foreign language. 

English is very important for human being to communicate with others. In 

Indonesia, English is foreign language. It means that English is not used in 

daily life but it is only used in education. Indonesian goverment sets up 

English curriculum for kindergarten up to university. It means that English is 

very useful for improving education in Indonesia. 

English becomes subject matter in Indonesian education especially 

for Junior High School. It is purpose to increase students‟ ability to 

communicate by using English. However, teacher has difficulty to teach 

English. Teacher finds the problems which are faced by students such as 

difficulties to memorize vocabulary, write and speak English. Beside that, 

most of students do not understand the meaning of English vocabulary 

because it is not their mother tongue and one word in English has some 

meanings. Therefore, teacher has to teach English well in order to enable 

students to understand English lesson. 

Teaching is guiding and facilitating learning, enabling the learner to 

learn, setting the conditions for learning
3
. Teaching is an activity that 

increases the knowledge which is done by teacher. Teaching English is not 

easy for teachers because it needs some technique, for example by using 

media or game. Teaching English by using media or games can make students 

                                                           
3
 H. Douglas Brown, Principles of Language Learning and Teaching (New York: 

Pearson Education Ltd, 2000), 7. 
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enjoy and fun. They can  accept and give the positive response in learning 

process. The first step in teaching English is the teacher has to give English 

vocabulary because some of students never heard the English vocabulary and 

do not know the meaning of it. It is also caused that they never communicate 

with others by using English. 

Language consists of word. There are eight parts of speech in words, 

they are; noun, pronoun, verb, adjective, adverb, conjuction, preposition, and 

determiner
4
.  Vocabulary is the collection of words that an individual knows

5
. 

It means that vocabulary is one of components in English has to be learned by 

learners in building receptive and productive skill.  

The problem is most of students gets difficulty to learn English 

because their vocabulary are limited. Without an extensive vocabulary and 

strategies for acquiring new vocabulary, learners often achieve less than 

potential, and may be discouraged from making use of language learning 

oppurtunities around them such as listening to the radio, listening to native 

speakers, using the language in different contexts, reading, or watching 

television
6
. 

The same case also takes place in MTsN Sewulan Dagangan Madiun, 

most of students‟ vocabulary is limited. The students get difficulty to learn 

                                                           
4
 Jeremy Harmer, How to Teach English (Longman: Essex, 1998),37. 

5
 Caroline T. Linse, Practical English Language Teaching: Young Learners (New 

York:McGraw Hill, 2005), 121. 
6
 Jack C. Richards, Methodology in Language Teaching  (New York: Cambridge 

University Press, 2002), 255. 
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English. The students often use Indonesian language in teaching process. So, 

it makes them can not develop their English ability. According to English 

teacher of seventh grade students of MTsN Sewulan, the students‟ ability in 

mastering vocabulary is imbalance. It is caused by the differences of students‟ 

previous education. So, the teacher needs some techniques to teach vocabulary 

for students
7
. 

There are many techniques how to teach vocabulary. It can be done 

by using song, picture, or games. In the teaching learning process, teachers get 

good result in their teaching if their techniques are fun, creative and 

interesting. One of technique to teach vocabulary by using games. There are 

some games to make easy in vocabulary teaching. One of games is charades 

game.  

The charades game is one of the ways to build students‟ vocabulary 

in-group. Charades or charade is a word guessing game. It is an acting game 

in which one player acts out a word or phrase, often by miming similar-

sounding words, and the other players guess the word or phrase. The idea is to 

use physical rather than verbal language to convey the meaning to another 

party
8
. It means that charades is pantomimes game. The students have to act 

out some words or phrase without speaking. In this game students will act out 

some verbs because it more easier to act out without speaking. Although, 

                                                           
7
 Look at Transcript of Interview coding 01/I/14-V/2014. 

8
 http://en.wikipedia.org/wiki/Main_Page .  (Accessed on January 20, 2014), 16.38 

http://en.wikipedia.org/wiki/Word_game
http://en.wikipedia.org/wiki/Guessing_game
http://en.wikipedia.org/wiki/Word
http://en.wikipedia.org/wiki/Phrase
http://en.wikipedia.org/wiki/Mime
http://en.wikipedia.org/wiki/Main_Page%20.%2016.38
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another parts of speech are important for students. So, in this study focuses in 

building vocabulary verbs of students by using charades game. The students 

will be motivated and enjoyed to study vocabulary. 

Based on those reason above, the researcher wants to describe how to 

build vocabulary in Junior High School, especially in MTsN Sewulan 

Dagangan Madiun. The researcher will take a research by giving the title 

“Charades Game in Teaching Vocabulary to the Seventh Grade Students of 

MTsN Sewulan Dagangan Madiun in Academic Year 2013/2014 “. 

 

B. Research Focus 

 

In this research, the researcher focuses on the problem by using 

Charades game to build vocabulary  of the seventh grade students of  MTsN  

Sewulan Dagangan Madiun in academic year 2013/2014. 

 

C. Statement of The Problems 

 

Based on the background of the study, the problems of the study can 

be formulated as follows: 

1. How can Charades Game build students‟ vocabulary  to the seventh grade 

students of  MTsN  Sewulan Dagangan Madiun in academic year 

2013/2014? 
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2. What are the advantages of Charades Game in teaching vocabulary to the 

seventh grade students of  MTsN  Sewulan Dagangan Madiun in 

academic year 2013/2014? 

3. What are the obstacles of using Charades Game in teaching vocabulary to 

the seventh grade students of  MTsN  Sewulan Dagangan Madiun in 

academic year 2013/2014? 

 

D. Objectives of The Study 

 

The objectives of this study can be stated as follows: 

1. To describe how charades game can build students‟ vocabulary to the 

seventh grade students of  MTsN Sewulan Dagangan Madiun in academic 

year 2013/2014 

2. To identify the advantages of charades game in teaching vocabulary to the 

seventh grade students of  MTsN Sewulan Dagangan Madiun in academic 

year 2013/2014 

3. To identify the obstacles of using charades game in teaching vocabulary 

to the seventh grade students of  MTsN  Sewulan Dagangan Madiun in 

academic year 2013/2014? 
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E. Significance of The Study 

 

1. Theoretical Significance 

This study gives the contribution of developing knowledge in teaching 

English vocabulary. Charades game can give solution to solve some problems 

faced by teacher in teaching vocabulary process. In addition, charades game 

can be  a fresh model of  learning on vocabulary.  

2. Practical Significance 

a. Teachers 

This study is expected to give a solution to make easy and fun in 

teaching English. This study can give new variation of teaching for the 

English teacher to build the students‟ vocabulary. 

b. Students 

The researcher hopes that after the research has finished the 

students enjoy their study and can motivate them to increase their 

competence on vocabulary. 

c. Readers 

This study is expected to develop readers‟ knowledge about 

variation games in teaching vocabulary especially charades game. 
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d. Institution  

This study is expected to give contribute to increase the quality of 

education because charades game is suitable to be applied in teaching 

vocabulary. 

e. The Next Researcher 

The researcher hopes that the next researcher is able to add or 

complete material needed for further study about vocabulary. 

F. Research Methodology 

 

One of most important things in this research is method of study. The 

method is the way, which used to reach the aim of the result. 

1. Research Design 

There are two kinds of research; qualitative and quantitative research. 

This research applies a qualitative approach. Qualitative research is an 

umbrella term for a wide variety of approaches to and methods for the study 

of natural social life
9
. In other reference, qualitative approach to research is 

concerned with subjective assessment of attitudes, opinions and behaviour
10

. 

It means that qualitative research is concerned in natural social life such as 

assesments about attitudes, opinions and behavior. 

                                                           
9
 Johnny Saldana, Fundamentals of Qualitative Research (Oxford University Press: 

New York, 2011), 3. 
10

 C. R. Kothari, Research Methodology: Methods and Techniques (New Delhi: New 

Age International (P) Ltd, 2004), 5. 
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According to Creswell, qualitative research takes place in the natural 

setting. The qualitative researcher often goes to the site (home, office) of the 

participant to conduct the research. This enables the researcher to develop a 

level of detail about the individual or place and to be highly involved in actual 

experiences of the participants
11

. It means that qualitative research is studies 

human experiences and situations in natural setting. 

One of characteristic of qualitative research is data descriptive. Data 

descriptive is the data collected take the form of words or pictures rather than 

numbers. The written results of the research contains qoutations from the data 

to illustrate and substantiate the presentation. The data include interview 

transcript, field notes, photographs, videotapes, personal document, memos 

and other official records
12

. It shows that qualitative research is a research  

that results his descriptive data in the form of written oral words from 

someone and behavior observed. 

In this research, the researcher uses the descriptive qualitative research 

because the data from descriptive research has benefit to help the researcher to 

collect information that appears in daily life. The researcher uses a qualitative 

research to know how can charades game build students‟ vocabulary, 

                                                           
11

 John W. Creswell, Research Design:Qualitative, Quantitative, and Mixed Methods 

Approaches (London: Sage Publications ,2003), 181. 
12

 Robert Bogdan, Qualitative Research for Education: An Introduction to Theory 

and Methods (USA: Word Crafiers Editorial Services, 1992), 5. 
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advantages and obstacles of charades game in teaching vocabulary to the fifth 

grade students of MTsN Sewulan Dagangan in academic year 2013/2014. 

 

2. Research Location 

This research takes places at MTsN  Sewulan  Dagangan Madiun. It is 

located at Dagangan district Madiun regency. The reasons for selecting the 

school are: 

a. English is taught to the students of MTsN  Sewulan Dagangan 

b. Charades game is applied in this school  

 

3. Data Source 

Data source is subject or somebody who can give data as materials of 

analyses for researcher. It means that data source in a research is subject 

where data can be obtained. The source of data in this research are words and 

action like interview, observation, photos and document. 

Besides that, to make data clear, this study needs find out any other 

sources, such as from relevant books, and internet about charades game in 

teaching vocabulary to support the data. 

4. Technique of Data Collection 

One of the distinguishing characteristics of qualitative research is the 

methods used to collect and analyze data. In qualitative studies, the human 



 

 

12 

 

 

investigator is the primary instrument for the gathering and analyzing of data
13

. 

It means that human as instument for collecting and analyzing of data.  

The collecting data in the research is an important thing. According to 

Creswell, “The collection procedure in qualitative research involved four 

basic types such as observation, interview, document, and audiovisual 

material”14
. It means that there are four types of data collecting in qualitative 

research they are observation, interview, document, and audiovisual material.  

The techniques of collecting data used in this research are observation, 

interview and documentation. 

1) Observation  

This method implies the collection of information by way of 

investigator‟s own observation, without interviewing the respondents. The 

information obtained relates to what is currently happening and is not 

complicated by either the past behaviour or future intentions or attitudes of 

respondents
15

. It means that observation is monitoring and taking notes done 

systematically to the object of research. 

According to Martyn Denscombe, there are two kinds of observation. 

The first of these is systematic observation. Systematic observation has its 

                                                           
13

 Donald Ary, Introduction to Research in Education (USA: Wadsworth Cengage 

Learning, 2010), 424. 
14

 Jhon W. Creswell, Research Design: Qualitative, Quantitative, and Mixed Method 

Approaches  (London: Sage Publications, 2003), 185. 
15

 C. R. Kothari, Research Methodology: Methods and Techniques  (New Delhi: 

New Age International (P) Ltd, 2004), 17. 
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origins in social psychology – in particular the study of interaction in settings 

such as school classrooms. It is normally linked with the production of 

quantitative data and the use of statistical analysis
16

. It means that systemic 

observation is used in quantitative research. The second is participant 

observation. This is mainly associated with sociology and anthropology, and is 

used by researchers to infiltrate situations, sometimes as an undercover 

operation, to understand the culture and processes of the groups being 

investigated. It usually produces qualitative data. 

In this research, the researcher uses observation to get data about 

implementation charades game in teaching vocabulary and how charades 

game can build students‟ vocabulary at MTsN Sewulan. The researcher gets 

involve as a participant observation in teaching vocabulary by using charades 

game to the seventh grade students of MTsN Sewulan in academic year 

2013/2014. 

 

2) Interview 

The interview is one of the most widely used and basic methods for 

obtaining qualitative data. Interview is  used to gather data from people about 

                                                           
16

 Martyn Denscombe, The Good Research Guide (New York: McGraw Hill, 2007), 

206. 
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opinions, beliefs, and feelings about situations in their own words
17

. It means 

that interview is a verbal communication, such as dialog to get information. 

Interview is an attractive proposition for project researchers. At first 

glance, they do not seem to involve much technical paraphernalia and they 

draw on a skill that researchers already have  the ability to conduct a 

conversation
18

. Interview is an instrument in collecting of data with giving 

some questions orally and it also needs oral answer. It means that interview 

uses to get data by giving some questions to someone orally and the 

interviewer has to conduct a conversation well.  

From the statements above, interview is a method/instrument to get 

data by doing conversation and giving question to someone. In this research, 

the researcher uses interview to collect data and information completely to 

make a report in this research. The researcher uses unstructured interview.  

Unstructured interview  is sometimes described as “a conversation 

with a purpose”. The most data-dense interviews may be of this form. The 

interview is not planned in detail ahead of time; the researcher asks questions 

as the opportunity arises and then listens closely and uses the subjects‟ 

responses to decide on the next question
19

. Using the who, what, when, where, 
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 Donald Ary, Introduction to Research in Education (USA: Wadsworth Cengage 

Learning, 2010), 424. 
18

 Martyn Denscombe, The Good Research Guide (New York: McGraw Hill, 2007), 

174. 

 

 



 

 

15 

 

 

why, and how categories is generally enough guidance for the researcher to 

follow in asking questions. 

Unstructured interview is more informal. The questions about way of 

life, beliefs of subject, or the information are given freely to the subject. The  

respondents are free to give opinions. 

In this research, the researcher uses unstructured interview to get data 

and information. The researcher interviewed the English teacher and the 

students of seventh grade of MTsN Sewulan to know how charades game can 

build students‟ vocabulary. The researcher wants to know the opinions about 

advantages and obstacles of the English teacher and students in seventh grade 

during teaching and learning process in the classroom by using charades game 

in teaching vocabulary in MTsN Sewulan Dagangan in academic year 

2013/2014. 

 

3) Documentation  

The documentary sources identified below are written sources. There 

are alternative types of documents for research, which take the form of visual 

sources (pictures, artefacts) and even sounds (music)
20

. It means that 

documentation is a method to get data from a note, transcript, book, magazine, 

agenda. Documentation is used to get the data and information about subjects 

                                                           
20

 Martyn Denscombe, The Good Research Guide (New York: McGraw Hill, 2007), 

227. 
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from some written data, such as files, and also some books about theories, 

opinions, statements, or rules, and others related to the problems.  

  In this research, the researcher uses documentation to get data and 

information about subjects from some written data sources. The documents 

are from pictures in learning process in the class, student‟s task, syllabus and 

RPP. 

5. Data Analysis 

 

Data analysis is one of research activities after collecting the data 

completely. After getting the data, the next steps is analyzing the data. 

According to Bruce L. Berg, data analysis can be defined as consisting of 

three concurrent flows of action: data reduction, data display, and conclusion 

and verification
21

. It means that one of the ways most suggested is to follow 

next general steps.  

The researcher uses three steps of data analysis technique. Those are 

data reduction, data display, and conclusion and verification. 

1) Data Reduction 

Reducing data is the process of research focused on the data. Qualitative 

data needs to be reduced and transformed in order to make data more readily 

accesible, understandable, and to draw out various themes and patterns. It 

directs attention to the need for focusing, simplying, and transforming raw 

                                                           
21

 Bruce L. Berg, Qualitative Research Methods for the Social Sciences, (Pearson 

Education:Boston, 2009), 54. 
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data into a more manageable form
22

. It means that reducting data means 

summarizing, selecting and focusing on important to find out the theme and 

pattern. 

In data reduction, the researcher selects, eliminates, and summarizes the 

data. The researcher pays attention to the data about the implementation of 

charades game in teaching vocabulary to the seventh grade students of MTsN 

Sewulan Dagangan Madiun in academic year 2013/2014. 

 

2) Data Display 

Displaying data is the second activity after reducing data. It is an 

activity when some information has been shown systematically. So, in this 

process of final conclusion might be taken. According to Bruce L. Berg, the 

notion of data display is intended to convey the idea that data are presented as 

an organized, compressed assembly of information that permits conclusions to 

be analytically drawn
23

. It shows that data display is some information 

arranged to give possibility in making conclusion and act. The multiple data 

make difficulties for researcher to accurate conclusion. That is why to see 

overall data, some matriks, graphics, networks, and charts must be done 

                                                           
22

 Bruce L. Berg, Qualitative Research Methods for the Social Sciences, (Pearson 

Education:Boston, 2009), 54. 
23

 Ibid,. 54. 
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From the statements above, data display is a group of data, that can be 

structured to enable researcher to take conclusion in the form of matrix, 

graphic, networks, chart, that have made. 

In the data display, the researcher needs to display the data to get data 

and information. It can be done by the researcher with the some ways to get 

the data. 

a. The data of observation is about how charades game can build students‟ 

vocabulary to the seventh grad students of MTsN Sewulan Dagangan 

Madiun in academic year 2013/2014. 

b. The data of interview comes from English teacher and the students in 

seventh grade about the advantages and obstacles of teaching 

vocabulary by using charades game to the seventh grade students of 

MTsN Sewulan Dagangan Madiun in academic year 2013/2014. 

c. The data of documentation includes the student‟s name, student‟s score, 

and photos of teacher and students in the learning process. It  presented 

in the form of sentences. 

3) Conclusion and Verification 

Data verification is the third steps in research activity. Verification is 

actually a twofold consideration. First, conclusions drawn from the patterns 

apparent in the data must be confirmed to assure that they are real and not 

merely wishful thinking on the part of the researcher. Second, verification 
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involves assuring all of the procedures used to arrive at the eventual 

conclusions have been clearly articulated
24

. It means that the prior 

conclusion stated is still temporary and it can change if the evidences 

support the next data collection are not found, but with increasing data  the 

conclusion will be more grounded. 

From the statements above, it can be concluded the conclusion and 

verification is the final steps of research. It is done in the last step of the 

research. 

 

6.  Data Credibilitation 

 

In qualitative research, the credibility of data verification using 

triangulation. Triangulation of data is combination of data sources, such as 

interiews, observations, and relevant document. In data triangulation, the 

researcher investigates whether the data collected with one procedure or 

instrument confirm data collected using a different procedure or 

instrument
25

. It means that data is collected through multiple sources to 

include interviews, observations, and relevant document.  

In this research using triangulation technique by source, it means that 

the researcher using the way: (a). The comparation between result of 

observation and result of interview, (b). The comparation between result of 

                                                           
24

 Bruce L. Berg, Qualitative Research Methods for the Social Sciences  (Pearson 

Education:Boston, 2009), 55. 
25

 Donald Ary, Introduction to Research in Education (USA: Wadsworth Cengage 

Learning, 2010), 499. 
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interview and related of document such as journal or relevant book about 

charades game. 

 

7. Research Procedure 

The focus  of  this research is on the students of the seventh grade 

students at MTsN Sewulan Dagangan Madiun in the academic year 

2013/2014. The researcher studies about the charades game in teaching 

vocabulary to the seventh grade students of MTsN Sewulan Dagangan 

Madiun in the academic year 2013/2014. Johny Saldana states that there are 

steps to conduct a research, they are: making the preparation and design of the 

research, fieldwork data, and presentation the research or making report of the 

research
26

. The procedures of the research in MTsN Sewulan Dagangan 

Madiun are as follows: 

1) Steps  of the research 

a. Observing the location of the research 

b. Arranging the plan of the research 

c. Getting the permission letter from STAIN Ponorogo 

d. Getting the permission from MTsN Sewulan Dagangan Madiun 

e. Consulting with the English teacher 

f. Preparing and making research instrument 
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 Johnny Saldana, Fundamentals of Qualitative Research (New York : Oxford 

University Press, 2011), 161. 
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2) Conducting the research 

a. Collecting the data 

 Observing the teaching process 

 Interviewing the English teacher of seventh grade 

 Collecting documentation of the data 

b. Analyzing the data 

 Reducing data 

 Displaying data 

 Conclusion and verification 

3) Making the report of the research 

In the reporting step, the researcher writes a research report in the form 

of thesis writing. 

 

G. Organization of Thesis 

 

Chapter I, Introduction. This chapter consists of background of study, 

research focus, statement of the problems, objectives of study, significances of 

study, research methodology and organization of the thesis. 

Chapter II, Theoretical Background. This chapter consists of 

theoretical framework and discuss about: the theory of teaching, theory of 

learning, theory of vocabulary and teaching vocabulary and theory of 

Charades game. 
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Chapter III, Research Findings. This chapter consists of research 

location and data description. 

Chapter IV, Discussion. This chapter consist of data analysis the using 

of Charades game in teaching vocabulary and the data analysis of the 

advantages and the obstacles of charades game in the teaching vocabulary to 

the seventh grade students of MTsN Sewulan Dagangan Madiun in academic 

year 2013/2014. 

Chapter V, Conclusion. This chapter consist of conclusion and 

recomendation. 
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CHAPTER II 

REVIEW OF RELATED LITERATURE 

 

A. Teaching 

 

1. Definition of  Teaching 

 

Teaching is showing or helping someone to learn how to do 

something, giving instructions, guiding in the study of something, providing 

with knowledge, causing to know understand
27

. It means that teaching is the 

way of teacher to give instruction, provide knowledge, and guide the learners 

to understand what they have learnt. Furthermore, Freeman and Richard state, 

“Teaching is a cognitive as well as a behavioral activity and that teacher‟s 

theories and beliefs about teaching, teacher, and learners guide their practical 

English classroom actions”28
.  

Teaching is a process of interaction. The teacher does something to 

learners; the learners do something in return, as a result of these reciprocal 

actions the learners learn. So teaching is guiding and facilitating learning, 

enabling the learners to learn, setting the conditions for learning
29

.  
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 H. Douglas Brown, Principles of Language Learning and Teaching (New York: 

Pearson Education Ltd, 2000), 7. 
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 Freeman, Diane Larsen, Technique and Principles to Language Teaching. 
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From the statements above, it shows that teaching is cognitive activity 

of learners and teacher in the teaching process, it is the way of teacher to give 

instruction, provide knowledge, and guide the learners to understand what 

they have learnt. 

 

2. Definition of  Learning  

 

Learning is acquiring or getting of  knowledge of a subject or skill by 

study, experience, or instruction
30

. It means that learning is getting  

knowledge through experience when someone study something and follow 

instruction which is given by teacher. 

According to Smaldino, learning is the developing of new knowledge, 

skill or attitudes as an individual interacting with information and the 

environment
31. It means that learning is development of someone‟s 

knowledge or skill or attitude through information of something from 

environment. 

From two explanations above, it can be concluded that learning is 

some process getting information and development of new knowledge that 

done by learners. Moreover, the learners can get much knowledge and 

develop their knowledge by using learning. 
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 Douglas Brown, Principles of Language Learning and Teaching (USA: San 

Fransisco University Press, 2004), 7. 
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3. Learners Style 

According to Jeremy Harmer , there are some learners style in learning 

process
32

, they are as follows: 

a. Linguistic learner „The word player‟. 

 The learner like to read, write, tell stories. They have good at 

memorizing names, places, and dates. The learners learn best by saying, 

hearing and seeing words. 

 

b.  Logical/mathematical learner “the questioner”.  

This learner style likes do experiments, figure things out, work 

things out, work with numbers, ask question, explore patterns and 

relationship. They have good at math, reasoning, logic and problem 

solving. The learners learn best by categorizing, classifying work 

abstracts pattern/ relational ship. 

 

c. The Sparta learner / visual. 

This style likes to draw, build, design and create things, daydream, 

look at pictures, watch movies, play with machines. The learner has good 

at imagining things, sensing changes, mazes/ puzzles, reading maps, 

charts. They are learns by visualing, dreaming, using the minds‟ eye, 

working with colors and pictures. 
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d. The Musical Learner/ audiotary 

This style likes to sing, listen to music, and play an instrument. 

They have good at remembering melodies and picking up sounds. They 

learn best by rhythm, melody and music. 

 

e. The Kinesthetic Learner 

The learner like to move around, use body language, touch and 

talk. They have good at physical activities, such as sport, dancing, and 

acting. They learn best by touching, moving, and interacting with space. 

 From the statements, there are five learners style in learning process. 

They are; linguistic learner, logical learner, visual learner, auditory learner, 

and kinesthetic learner. Every learner has style to learn something. In 

language teaching, the learners have domain in audio style, visual style and 

kinesthetic style. Visual learners prefer reading and studying charts, drawing, 

and other graphic information. Auditory learners prefer listening to music, 

teacher, and audiotapes. The kinesthetic learners show preference for 

demonstration and physical activity involving bodily movement. 

B. Vocabulary 

1. The Definition of Vocabulary 

Vocabulary is an important component in teaching language. 

According to Richard and Renandya “Vocabulary is core component of 
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language proficiency and provides much of the basis for how well learner 

speak, listen, read, and write”33
. It means that vocabulary is the basic 

component of language which is learnt by someone. 

According to Rivers, vocabulary is essential for successful second 

language use because without an extensive vocabulary, the students be unable 

for use structures and functions have learned for compressible 

communication
34

. It means that vocabulary is very important for successful 

learning and foreign language because people who understand structure and 

function  of foreign language, they need an extensive vocabulary. 

From two explanations, vocabulary is the basic component of 

language especially for foreign language when someone wants to 

communicate and learn it. 

2. The Kinds of Vocabulary 

The kinds of vocabulary are as follows
35

: 

a. Noun 

Noun is a word that is the name of a person, a place, a thing or 

activity or a quality or idea. The noun is one of the most important parts 
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of speech. Its arrangement with the verb helps to form the sentence core 

which is essential to every complete sentence. 

Some nouns may belong to more than one of types given below 

a) Proper Nouns 

It begins with a capital letter in writing. It includes (a) Personal 

names (Mr. Jhon Smith, Mrs. Betty Azar); (b) Names of geographic 

units such as countries, cities, rivers (America, Japan, English, Paris, 

New York); (c) Names of nationalities and religions (Dutchman, 

Moslem); (d) Names of holidays (Easter, Thanksgiving Day), (e) 

Names of time units (Saturday, June)
36

. 

b) Concrete Nouns 

It is a word for physical that can be perceived by the senses- we can 

see, touch, smell the object
37

. The examples of abstract noun are 

flower, girl, pen, table, book and so on. 

c) Countable or Noncountable Nouns 

A countable noun  usually be made plural by the addition of –s 
38

. For 

example; two girls, five books, six chairs, and so on. A noncountable 

noun is not used in the plural. Mass nouns form one of type of 

noncountable noun. They are words for concrete objects stated in an 
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undivided quantity. For instance; coffee, iron, sugar, salt, water, and 

so on. 

d) Collective Nouns 

It is a word for group of people, animals or objects considered as a 

single unit
39

. Examples of collective nouns are audience, team, class, 

committee, crew, family, nation, government, group. 

From the statements, it shows that there are four types of noun. 

They are proper noun, abstract noun, countable or noncountable noun, 

and collective noun. 

b. Verb 

It is a word which is used in describing an action, experience or 

state. Its varying arrangements with nouns determine the different kinds 

of sentences- statements, questions, commands, exclamations. Examples 

of verb are write, sleep, stir, cook, drink, add, put, pour, flip, make, wash, 

peel, sit. 

c. Pronoun 

It is a word that is used in place of noun. The types of pronouns are 

as follows
40

: 
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a) Personal Pronouns 

Personal pronouns refer to the speaker called the first person. I and 

we included personal pronouns to first person. Then, you included 

personal pronouns to second person. He, she, it , and they inluded 

personal pronouns to third person. So, the examples of personal 

pronouns are they, we, I, you, he, she, and  it. 

b) Interrogative Pronouns 

It is introduce direct or indirect questions. There are three 

interrogative pronouns; who (For person), what (For things), and 

which (For a choice involving either person or things). 

c) Relative Pronouns 

It is refer to noun antecedents which immediately precede them. They 

introduce adjective clauses in which they serve as subjects or objects. 

For example, The man who answered the phone was rude. It means 

that who is the subjects of the verb answered in the adjective clause 

who answered the phone. 

d) Reflexive Pronouns 

It is a combination of –self with one of the personal pronouns or with 

the impersonal pronouns one.
41

 The reflexive pronoun generally 
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refers to an animate being, usually a person. Examples of reflexive 

pronouns are himself, herself, myself. 

e) Demonstrative Pronouns 

It is point out someone or something.
42

 The most common 

demonstrative pronouns are this (plural these) and that (plural those). 

This generally refers to what is near at hand, and that to what is 

farther away. 

f) Reciprocal Pronouns 

It indicates that the individual members of a plural subject mutually 

react one on the other. The reciprocal pronouns are each other  and 

one another. 

g) Indefinite Pronouns 

It is refer to indefinite (usually unknown) person,  thing or to 

indefinite quantities. Examples of indefinite pronouns are somebody , 

anything, everybody, all, little, few, many, more, much, none, and so 

on. 
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d. Adjective 

It is a word that gives more information about a noun or pronoun
43

. 

It is often identified by special derivational endings or by special 

adverbial modifiers that precede. Examples of adjective are kind, good, 

bad, beautiful, diligent, smart, kind, black, blue, high, low, and so on.  

 

e. Adverb 

It is a word that describes or adds to the meaning of a verb, 

adjective, another adverb or a whole sentence. The types of adverbs are as 

follows: 

a) Adverb of Manner 

It has the most characteristic adverbial form (an- ly ending added to a 

descriptive adjective
44

. Examples of adverb of manner are friendly, 

slowly, fairly, and so on. 

 

b) Adverb of Place and Direction 

Among the adverbs of place and direction included some 

prepositional forms appearing after the verb. Examples of adverb of 

place are here, away, outside, straight, west, and so on. 
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c) Adverb of Time  

It has a fixed boundary in time. For instance, yesterday, today, 

tomorrow, last week, soon, always, night are kinds of adverb of time.  

f. Determiner 

Determiners consist of a small group of structure words without 

characteristic form. Examples of determiners are; the, a, an (articles), this, 

that, these, those (demonstratives), some, few, all, more (quantifiers), and 

my, your (possessives). 

g. Preposition 

It is a word which is used to show the way in which other words 

are connected. Examples of preposition are for, on, in, at, by, during, and 

so on. 

h. Conjunction 

It is a word that connects sentences, phrases or clauses
45

. The 

example of conjuctions are and, or, so, but, and yet. 

From the statements, it shows that there are eight kinds (part of 

speech) of vocabulary. They are; noun, pronoun, verb, adjective, adverb, 

preposition, determiner and conjunction. 
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3. The Aspects of Vocabulary 

There are many aspects in vocabulary
46

, they are as follows: 

a. Word Classes 

  There are two types in word classes. These are called grammatical 

words and context words. The grammatical words are generally determiners, 

prepositions, conjuctions, and pronouns. Than, the context words are nouns, 

verbs, adjectives and adverbs.  

b. Word Families 

A word family comprises the base word plus its inflexions and its most 

common derivatives. For instance, the base form play includes the following 

members in its family; plays, played, playing,  player, replay, and playful. So, 

while plays, played and playing are inflexions of play. The words player, 

replay and playful are each derivatives of play. It means that, inflexions and 

derivatives are both formed by the process of affixation. 

c. Word Formation 

Affixation is one of the ways new words are formed from old. Another 

one is compounding. It is combining of two or more independent words. As in 

the case of blackboard, paperback, pencil case, wild animal, and so on. 
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d. Multi-word Units 

Multi word units are groups of more than one word which have 

function as  meaningful unit with a fixed or semi-fixed form. But, it often 

called lexical chunks. The chunks vary in terms of how fixed, and how 

idiomatic. For example, out of the blue  is both idiomatic and fixed (its 

meaning is not easily recoverable from its individual components). 

 

e. Collocations 

A collocation is pair or group of words that are often used together
47

. 

Collocation is not as frozen a relationship as that compounds or multi word 

unit. They separate by one or more other words. For instance, fast cars and 

fast food are right collocation,  not quick cars and quick food. 

 

f. Homonyms 

Words that share the same form but have unrelated meanings are 

called homonyms. In other word, homonym is one of a group of words that 

share the same spelling and pronunciation but may have different meanings. 

The example of homonym is the pair left (past tense of leave) and left 

(opposite of right). 

Another potential source of confusion are the many words in English 

that sound the same but are spelt differently. Such as; horse and hoarse, meet 
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and meat, tail and tale. These are called homophones (same sounds). There is  

also word that are pronounced differently but spelt the same; bark (the sound 

of a dog) and bark (the skin of a tree). It is called homograph. 

 

g. Polysemes 

Polysemes are words with the same spelling and distinct but related 

meanings. The distinction between polysemy and homonymy is often subtle 

and subjective, and not all sources consider polysemous words to be 

homonyms.  Hold is one of example of polysemes. 

 

h. Synonyms and Antonyms 

Synonyms are words that share a similar meaning. Thus: old, ancient, 

antique, aged , elderly are all synonyms in that they share the common 

meaning of not young/ new.  Synonyms are similar, but seldom the same. 

Antonyms are words that have opposite meanings. The example of antonyms 

are new and old, beautiful and ugly, empty and full, and so on. 

 

i. Hyponyms  

Hyponym is another –nym word that is useful when talking about the 

way word meanings are related. A hyponymous relationship is a kind of 

relationship, as in a hammer is kind of tool or a parrot is kind of bird. It 

means that hammer is hyponym of tool, and parrot is hyponym of bird. 

 

 

http://en.wikipedia.org/wiki/Polysemy


 

 

37 

 

 

j. Lexical Fields 

Words that have this kind of thematic relationship are said to belong to 

the same lexical field. Such as, words connected with the house theme; 

fireplace, windows, gutters, yard, grass and door. 

 

C. Teaching Vocabulary 

1. The Background of Teaching Vocabulary 

Teaching vocabulary must fit into the broader framework of a 

language course
48

. There are four backgrounds of teaching vocabulary. They 

are as follows: 

a. Learning from meaning- focused input 

It  involves learning from listening and reading. The learners need to 

know 98 % of the running words already. It means that there is only one 

unknown word in every fifty running words. This one unknown word that can 

be learned through guessing from context and which does not stop 

comprehension of the text. 

b. Deliberate learning 

It is sometimes called form- focused instruction, language- focused 

learning, or language study. It involves language features such as sounds, 

spelling, vocabulary, grammar, or discourse that are presented out of context. 
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The most obvious deliberate learning technique is learning new vocabulary 

by memorizing their first language translations. 

c. Learning from meaning- focused output 

It involves learning through speaking and writing . 
49

It may seem a 

little strange to see the productive skills as sources of vocabulary learning. It 

shows that speaking and writing are the learners‟ main attention in 

communicating message.  

 

d. Fluency development 

The fluency development strand of a course aims as helping learners 

make the best use of what they already know. 
50

It is important to see fluency 

as being related to each of the four skills of listening, speaking, reading, and 

writing with fluency needing to be developed independently in each of these 

skills. It shows that fluency development helps learners to develop their skills 

in English language such as, listening, speaking, reading, and writing. 

From the statements, it shows that the background of teaching 

vocabulary are; helping the learners to develop their skills on receptive and 

productive skills, and learning about language study. It involves language 

features such as sounds, spelling, vocabulary, grammar, or discourse that are 

presented out of context. 
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2. The Goal of Teaching Vocabulary 

Vocabulary can be defined, roughly, as the words we teach in the 

foreign language.
51

 Language consists of words. Vocabulary is the collection 

of word that individual knows. A six year old speaker who has a very well 

develop vocabulary for someone. Her age in her native language might know 

words abstract and dynamic.
52

 Teacher should facilities vocabulary learning 

by teaching learners figure useful words and by teaching strategies to help 

learner figure out meanings on their own. 

Learners need to acquire vocabulary learning strategies in order to 

discover the meaning of meaning of new word. The strategies should be 

useful within the classroom as well as when learners are in a situation where 

they encounter new and unfamiliar words on their own. The strategies should 

also help learners acquire new vocabulary words that they hear and see.
53

 

Good vocabulary instruction start with a student‟s friendly definition 

that‟s simple and clear. While some teachers believe that arriving at the 

definition is the goal of vocabulary work, champion teachers start and spend 

their time having students practice sing words widely and richly after know 

the basic meaning.
54
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The importance of vocabulary in daily demonstrated in schools and 

out in the classroom, the achieving students processes the most adequate 

vocabularies. Because of the verbal nature of most classroom activities, 

knowledge of word and ability to use language are essential to success in 

these activities. After schooling has ended, adequacy vocabulary is almost 

equally essential for achievement in vocation in society.
55

 

There are three basic ways for student to learn new words: (a) by being 

read to (b) by reading themselves, or (c) from direct instruction in word 

meanings.
56

 

 

3. Techniques in Teaching Vocabulary 

Teaching vocabulary is one of the efficient ways of developing 

learners. The main problem with vocabulary teaching is that only a few words 

and a small part of what is required to know a word can be dealt with at any 

one time. It means that teaching vocabulary is important for students in order 

to increase students‟ vocabulary  in English language.  

According to Brewster, there are some techniques in teaching 

vocabulary
57

, they are: 

a) Using object 
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 Introducing a new word by showing the real objects to help students 

memorize the word through visualization. The teacher use objects or bring the 

things to the classroom to help the students know the meaning of the word. 

 

b) Using illustrations and pictures 

A great deal of vocabulary can be introduced by using illustration or 

pictures. Visual support helps students understand the meaning and helps the 

word be more memorable. 

 

c) Repetition 

Saying the word repeatedly helps the students in memorizing the word 

because students learn new words relatively quickly but they also forget them 

quickly. 

 

d) Mime, expression and gestures 

Many words can be introduced through mime, expressions and 

gestures. For example, when a teacher wants to introduce the name of 

animals. Students learn the meaning of word by imitating the sound of an 

animal walks or eats. 

 

e) Guessing from the context 

Encouraging the students to guess the meaning of words as much as 

possible is a good way. It helps students to build their self-confidence. They 
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are guessing words through illustration, similarity spelling or sound in mother 

tongue and general knowledge. 

 

f) Practicing and checking vocabulary 

Once, a new word has been introduced, a teacher provide opportunities 

for students to practice it and check that they understand it. There are varieties 

of techniques that can be used to teach vocabulary; matching words to 

pictures, guessing games, labeling. 

Based on the explanation above, it refers that teaching vocabulary is 

needed to introduce the new vocabulary first before the vocabulary is applied. 

When introducing the new vocabulary, guessing words through illustrations 

and gestures is needed. 

According to Scott Thornbury, there are many ways to present the 

meaning of vocabulary, they are; a) translation, b) pictures, c) gestures, d) real 

things, e) definition, f) conditions
58

.  

4. The Evaluation of Teaching Vocabulary 

There are many difference type of vocabulary testing technique. The 

teacher must choose the type based on their students and strategy. There are 

as follows:
59
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a) Multiple choice 

Note that only denotative meaning is tested. The tester does not need 

to know the word‟s connotation, spelling, pronunciation, grammar, or how 

the students would use in context. Multiple choice question are tricky and 

time consuming to compose but if the answer are clear, very quick, and easy 

to mark. 

 

b) Matching 

Matching items are quicker and easier to compose than multiple choice 

but note that the last opinion. If the learners have all right become obvious. 

This problem can be corrected by the provision of more items in column B 

than in A. 

 

c) Add one out 

Again only the meaning is being tested and the teacher has no way of 

being sure that all the items are known. But this is at least more interesting to 

do and usually easy to mark. 

d) Writing sentences 

Spelling and pronunciation of the items are not tested, but most others 

aspects are. This is bit boring to do and difficult to mark objectively but not 

does check the tester‟s knowledge fairy well.60
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e) Dictation 

Dictation tests aural recognition and spelling only. However if learners 

can recognize and spell an items correctly they probably also know what it 

means, it extremely difficult to perceive, let alone spell, word the teacher do 

not know. 

 

f) Gap filling 

This testing is meaning, spelling, to some extent grammar and 

collocation. But testers may write down possible acceptable items that are 

not in fact the originals or what the teacher attended. 

 

g) Translation 

Translation can test all aspect of items, but there is the usual difficulty 

of finding exact equivalent across languange and it may be difficult to mark. 

 

D. Games 

1. The Definition Of Games 

Game is a simplified, operational model of a real-life situation that 

provides students with vicarious participation in a variety of roles and 

events
61

. It means that game is used to provide students in the classroom in a 

variety of roles and events. 
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A game is an activity in which participants follow prescribed rules that 

differ from those of real life as they strive to attain a challenging goal
62

. It 

means that game is different from the real life. The students are trying a 

challenging goal. Furthermore, Andrew Wright states that game is an activity 

which is entertaining and engaging, often challenging, and an activity in 

which the learners play and usually interact with others
63

. 

From the preceding statements, it shows that game is an activity that is 

used by students to encourage them to keep interested in learning process. 

Game encourages learners to interact, cooperate, to be creative and 

spontaneous in using the language in a meaningful way. 

 

2. The Advantages of Using Games in Teaching 

Games are used as methods or techniques to involve students in 

learning. The benefits of games range from cognitive aspect of language 

learning to more co-operative group dynamics and as a result games are 

highly motivating since they are amusing and at the same time challenging. 

Games also help the teacher to create contexts in which the language is useful 

and meaningful
64

. It means that games help the teacher to make learning 
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process more interesting and stimulate students to have highly motivation in 

learning. 

The advantages of using games  in the classroom are as follows: 

a) The students seeks to solve problems in which he/she is intimately 

involved. 

b) The student is satisfied when he/she senses a new insight as new ideas 

and concepts are formulated. 

c) The student is placed in a more realistic environment than in any other 

form of learning (except when the actual experience occurs). 

d) A full range of audiovisual media can be used to create realistic 

simulated environments. Audiotape, films, slides, television, and other 

media offer opportunities to capture and distribute useful stimuli. 

e) A high degree of interest is generated through realistic participation
65

. 

 

From the statements, there are some advantages of using games in the 

classroom. Such as; games help students to solve their problems because they 

are intimately involved in learning process, students have good participant 

because they have high degree of interest and satisfied to learn something, and 

audiovisual media can be used to support in gaming process in order to give a 

positive stimulation for students. 

Kim (1995) states more general advantages of using games in the 

classroom as stated below: 

a) Games are a welcome break from the usual routine of the language 

class.  

b) They are motivating and challenging. 

c) Learning a language requires a great deal of effort. Games help 

students to make and sustain the effort of learning. 

d) Games provide language practice in the various skills- speaking, 

writing, listening and reading.  

e) They encourage students to interact and communicate. 
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f) They create a meaningful context for language use
66

. 

It means that, there are many advantages of game used in teaching 

language, such as; motivating and challenging the students, helping the 

students to have effort in learning, providing language practice in various of 

skill, encourage students, and creating a meaningful learning. Furthermore, 

Virginia French Allen states that games are helpful because they make students 

feel that certain words are important and necessary, because without those 

words, the object of the game cannot be achieved.
67

 

From the statements, it shows that using game in teaching language is 

needed to motivate students, beside that game encourage the students to 

interact and communicate with their environment. By using games students 

already have a context in which the use of the target language is immediately 

useful. 

E. Charades game 

Games motivate students to learn while they have having fun. 

Moreover, games gives stimulation to be active in learning process. By using 

game students have interest to learn something especially on vocabulary 
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learning. Games as a way of warming students and helping them to get the 

lesson. Charades game is one of games which used in teaching vocabulary. 

1. The Definition of Charades Game 

Charade is party game in which one team acts a word that has to be 

guessed by the other team
68

. Charades or charade is a word guessing game. In 

the form most played today, it is an acting game in which one player acts out 

a word or phrase, often by miming similar-sounding words, and the other 

players guess the word or phrase. The idea is to use physical rather than verbal 

language to convey the meaning to another party
69

. It means that Charades is a 

game of pantomimes. The students  have to "act out" a phrase without 

speaking, while the other members of team try to guess what the phrase as 

quickly as possible. 

A game of charades is an effective 'warm up' by which to introduce the 

topic of gestures
70

. The variety of ways gestures are used to communicate 

various meanings build students‟ awareness in the use of gestures to 

communicate meaning. The students also use gestures to express or 

demonstrate meaning
71

. It means that gestures are used on charades game. The 

students express the meaning of words by using gestures. So, charades game 
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is a fun and entertaining game for all ages. Families, friends, and people who 

are just meeting one another play this game to help interact and socialize with 

each other. 

This game is an alternative way to teach the vocabularies. This was 

mostly regarded as reinforcement while the verbs were introduced 

previously
72

. The students are in the same groups and asked to play the 

guessing game.  

From the explanation above, charades game is word guessing game. It 

is pantomimes game, so students  guess some words from act out the body or 

pantomimes. Charades is game for all ages. 

2. The Procedure of Using Charades Game 

In charades game, there are many steps or procedure to play this game. 

The procedures as follows: 

a. The players divide into two teams. 

b. Each team in turn produces a "secret" word or phrase, to be guessed by 

the other team, and writes it on a slip of paper. Rules vary as to which 

phrases are allowed; single words may be restricted to nouns as found 

in dictionaries, while multi-word phrases usually are required to be 

commonly used phrases, or common expressions for well-known 

concepts. Often the secret phrases allowed are confined to titles of 

books, songs, or movies. 

c. The slip of paper with the secret phrase is revealed to one member of 

the other team, the "actor", but kept secret from the remainder of the 

other team, the "guessers". 
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d. The actor then has a limited period of time in which to convey the 

secret phrase to the guessers by pantomime. 

e. The actor may not make any sounds or lip movements. In some circles, 

even clapping is prohibited, while in others, the player may make any 

sound other than speaking or whistling a recognizable tune. 

f. The actor cannot point out at any of the objects present in the scene, if 

by doing so they are helping their teammates. 

g. Most commonly, the actor is allowed to make any gestures other than 

blatantly spelling out the word. In more stringent sets of rules, 

indicating anything about the form of the phrase is prohibited, even the 

number of words, so that only the meaning may be acted out. 

h. The guessers attempt to guess the word or phrase based on the actor's 

performance. They can ask questions, to which the actor may give 

non-verbal responses, such as nodding in affirmation. If any of the 

guessers says the correct word or phrase within the time limit in the 

literal form as written on the slip, their team wins that round; if the 

phrase is not guessed when the time limit expires, the team that 

produced the secret phrase wins the round. 

i. The teams alternate until each team member has had an opportunity to 

be the actor
73

. 

In conclusion, procedures to play charades game as follows; a) class 

divided into two groups, b) each team take one word in box to acted out in 

front of class, other team is guesser, c) the actor act out the word without 

speaking or pantomime, d) the team guesser gets the point if they answer the 

word well. 

3. The Advantages of Charades game 

There are some advantages of using charades game. The advantages 

are as follows: 
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a. Charades game helps students work together in teams
74

. During charades 

game, the students try to guess the word by pantomiming cooperatly. So, 

this game build students‟ cooperation if they want to be the winner. 

b. Charades game builds students‟ confidence by allowing them to 

experiment with their bodies to do movement. The students try to be 

brave act out the word in front of class by pantomiming.  

c. Charades game game can motivate and engage learners especially the 

quiet and passive ones in the whole learning process
75

.    

d. It can give a good opportunity to the shy students to be active and from 

the psychology aspect they will show and improve their hidden abilities. 

Briefly, there are four advantages of charades game in teaching 

vocabulary. Such as, charades game helps the students to work together in 

team, charades game builds students‟ confidence, the students more be active 

and not shy  to learn English. 

4. Teaching Vocabulary by using Charades Game 

Charades game is one of the teaching technique that be used in 

teaching vocabulary. Charades game is a word guessing game. It means that it 

is an acting game in which one player acts out a word or phrase, often by 
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miming similar-sounding words, and the other players guess the word or 

phrase. In teaching vocabulary, there are six techniques of learning and 

teaching vocabulary. They are using objects, illustrations and pictures, 

repetition, mime, expressions and gestures, guessing from the context, and 

practicing and checking vocabulary. 

In teaching vocabulary using charades game at first, the teacher shows 

pictures and introduces vocabulary from each pictures through charades game, 

so the teacher act out the word based on the picture in front of students. 

Second, the teacher ask the students to spell of letter from each vocabulary, 

the students follow the spelling of letter guided by  teacher. Third, after the 

students know the vocabulary of each picture, the teacher gives example as a 

model which is suitable with each picture through charades game. Forth, the 

students guess the pantomime that teacher acting out. Fifth, the teacher asks 

students to act out suitable with vocabulary given by teacher in front of class 

and other students guess the word. Sixth, the teacher divides class into two 

team, one team as actor and the other team as guesser. Seventh, one of the 

students of the first team take the secret word in box, and then he/she has to 

act out the word by pantomime, the second team must guess the word. Eighth, 

the team  guess the word well  get the score. All of teams  be actor and 

guesser, so they  play this game alternately. Ninth, the team that collect the 

highest score is  the winner and get the reward. Finally, the teacher asks the 

students to raise their hand if they are able to guess the teachers‟ pantomimes. 

http://en.wikipedia.org/wiki/Mime
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F. Previous Research Finding 

In this research, the researcher uses previous thesis and journal as 

guidelines. The researcher chooses the thesis that written by Indar Fistiya, she 

is the student of IKIP PGRI Madiun. She conducted the research by the title 

“Applying Quiz Games In Teaching Vocabulary To The Fourth Grade 

Students In MI Al-Islam Jetis Kecamatan Dagangan Kabupaten Madiun The 

Schooling Year 2007/2008” written in 2008. The result of research that 

students have different characteristics and learning methods. Because of it, the 

teacher must have creativities in teaching and learning. Based on Indar‟s 

thesis, she teaches vocabulary using quiz games. 

Indar believes that applying quiz games strategy gives good influences 

and positive effects on the teaching learning process. Quiz game gives 

pleasure to the students and refreshes the class activities. It makes the students 

active to learn English and makes them to have motivation to study English 

well, especially vocabulary. 

The differences of Indar‟s research with this study is Indar applying 

quiz game in teaching vocabulary. Meanwhile, in this study, the researcher 

applies charades game in teaching vocabulary. 

The second guidelines is journal written by (Romana) Iran Dolati and 

Peyman Mikaili, the students of Islamic Azad University, Mahabad, Iran and 

Urmia University of Medical Sciences, Urmia, Iran. They conducted research 

by tittle “Effects of Instructional Games on Facilitating of Students‟ 
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Vocabulary Learning” written in 2011. The Find me game and charades game 

are used on their research. The results of research that applying games has the 

important and determine role in teaching vocabularies to the language 

learners, as it was not possible as well as learning with just repetition and 

memorizing methods. Moreover, game has its potential as an educational tool 

for literary training; and can motivate and engage learners especially the quiet 

and passive ones in the whole learning process. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

 

55 

 

 

CHAPTER III 

RESEARCH FINDINGS 

 

In this chapter, the researcher presents the description of the data gotten from 

data presentation. The data are taken from the result of the observation, interview, 

and documentation that has been conducted from the March up to May 2014 at 

MTsN Sewulan Dagangan Madiun. The data presentations are follows: 

A. General Data 

1. The History of The Established of School 

The history of MTsN Sewulan Dagangan Madiun can be seen in following 

table
76

;  

Tabel 1.1 

The History of MTsN Sewulan 

No History Founder/ leader Year 

1 Kuliyatul Mu‟alimin Al-

Islamiyah (KMI). 

a). Mr. Hariyanto 

b). Mr. Hormain 

c). Ichwan Ngali 

1966 

2 Madrasah Tsanawiyah Al-

Basyariyah 

a). Mr. Abu Amar  

b). Mr. Ky. Mashudi. 

 

 

3 Madrasah Tsanawiyah 

Agama Islam Negeri 

- 1969 
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(MTs.AIN) 

4 MTsN Sewulan  - 1975 

 

2. Geographical Condition 

 

School Name : MTsN Sewulan
77

 

Status : Reguler 

Telephone Number : (0351) 367189 

Address : Jl. Pasar Selereng- Sewulan- Dagangan- 

Madiun 

Post Code : 63172 

Website  : http://www.mtsnsewulan.com 

e-mail  : mtsn.sewulan@yahoo.com 

Wide area : 5.030 m
2 

There are some facilities or building that given by MTsN Sewulan 

Dagangan to support students‟ activities78
. It can be seen in following table: 
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Table 2.1 

The Facilities Of MTsN Sewulan Dagangan Madiun 

No Facilities Amount 

1 Classroom 

a) Seventh grade 

b) Eight grade 

c) Ninth grade 

 

6 

9 

7 

2 The headmasters‟ office 1 

3 The teachers‟ office 1 

4 The Administration office 1 

5 Library 1 

6 Laboratory 

a) Computer 

b) Physhic 

c) Chemistry 

d) Language 

 

1 

1 

1 

1 

7 The healthy room 1 

8. The guide counseling room 1 

9. Broadcast studio 1 

10 Canteen 1 
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3. Vision, Mission and Goal of School 

a. Vision 

The vision of MTsN Sewulan Dagangan is Berprestasi berdasarkan 

Imtaq, Ketrampilan dan Berakhlaq. 

 

b. Mission 

To realize the vision, MTsN Sewulan create states its mission. 

There are as follows: 

1) Mengembangkan sikap dan perilaku amaliah yang islami. 

2) Melaksanakan pembelajaran dan bimbingan secara efektif dalam 

rangka mengembangkan potensi peserta didik secara optimal. 

3) Mengembangkan kompetensi pendidik dan tenaga kependidikan 

secara inovatif. 

4) Mengembangkan Sarana dan Prasarana Pendidikan. 

5) Menerapkan Managemen Berbasis Sekolah/Madrasah (MBS/M). 

6) Menciptakan lingkungan Madrasah yang sehat, bersih dan indah.
79

 

 

c. Goals of School 

The goals of MTsN Sewulan Dagangan are as follows: 

Menyiapkan dan membekali peserta didik untuk; 

1) Mempunyai kepribadian Mu’min, Muslim, dan Muhsin. 

2) Melanjutkan pendidikan ke jenjang lebih tinggi. 
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3) Mempunyai life skill yang memadai. 

 

4. Condition of Students and Teachers 

a. Students 

There are 779 students in MTsN Sewulan. There are 228 

students at the seventh grade. 294 students at the eight grade and 257 

students at ninth grade. It can be seen in the following table: 

Table 4.1 

The Students condition of MTsN Sewulan 

No Class Amount 

1 VII PC 35 Students 

2 VII Regular 193 Students 

3 VIII PC 51 Students 

4 VIII Regular 243 Students 

5 IX PC 31 Students 

6 IX Regular 226 Students 

 Amount 779 Students 

 

b. Teachers  

The teachers of school total entire of 39, consist of one 

headmaster, 21 permanent teachers, and 17 impermanent teachers. It 

can be seen in following tables: 
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Table 1.2 

The Teachers conditions of MTsN Sewulan 

No Teachers Amount 

1 Headmaster 1 

2 Permanent Teacher 21 

3 Impermanent Teacher 17 

 Amount 39 

 

 

B. Specific Data 

The researcher held the research on April, 24
th

 – May, 14
th

 2014 at 

MTsN Sewulan Dagangan Madiun to the seventh grade students in academic 

year 2013/2014. The data obtained through three techniques, including; 

observation, interview and documentation. The observation here is aimed to 

observe the process of charades game to build students‟ vocabulary, the 

advantages and the obstacles of charades game in teaching vocabulary. 

Further the data of interview were got from the English teacher, and some of 

seventh grade students  in MTsN Sewulan Dagangan Madiun. This interview 

is aimed to get information about the advantages and the obstacles of charades 

game in teaching vocabulary. The last, the documentation is aimed to know 

the profile of MTsN Sewulan and to show or proof the implementation of 

charades game in teaching vocabulary there. 
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The researcher displays the data collected as follows: 

1. The Data of Charades Game in Building Students’ Vocabulary to 

The Seventh Grade Students of MTsN Sewulan Dagangan Madiun in 

Academic Year 2013/2014 

Based on the result of observation, the researcher gets clarification  

how charades game can build students‟ vocabulary. It can seen from the 

process of teaching vocabulary by using charades game. The first, the teacher 

gives to the students about the material by giving some questions to the 

students related to the material. 

 The teacher said , “Who likes coffee?”, and the students answered “I 
like coffee miss”. Then, the teacher said, “Good, do you know how to 
make coffee?”. The students answered, “I do not know!”. Then, the 
teacher said “What are ingredients?”. The students answered, “ 
Sugar, coffee and hot water”. 80

 

 

It is given for the students in order that they get motivation in 

learning process. All of students pay attention the teacher‟s question. They try 

to be active in teaching process.  

The teacher was continued the material by demonstrating how to 

make coffee and how to eat an orange in front of class. The gesture / 

pantomime was used to convey the meaning of word. The teacher  

demonstrated how to make coffee in front of class by pantomiming and asks 

the students about the teachers‟ pantomime by saying: 
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“What am I doing?”, and the students reply “Menyiapkan bahan-

bahan”. Then, the teacher says “What am I doing?”, and the students 
reply “Menaruh kopi di dalam cangkir”. Then, the teacher says 

“What am I doing?”, and the students reply “Menuangkan air 
panas”. Then, the teacher says “What am I doing?”, and the students 
reply “Menambahkan gula”. Then, the teacher says “What am I 
doing?”, and the students reply “Mengaduk kopi”. Then, the teacher 

says “What am I doing?”, and the students reply “drinking”. Then, 
the teacher demonstrate how to eat an orange in front of class by 

pantomiming and ask the students. “What am I doing?”, and the 
students reply “Mencuci jeruk”. Then, the teacher says “What am I 
doing?”, and the students reply “Mengupas”. Then, the teacher says 

“What am I doing?”, and the students reply “Makan jeruk”. 81
 

 

From the statements, the students answered the teachers‟ pantomime/ 

gesture by using Indonesian language. It shows that the students‟ vocabulary 

were limited. After the teacher demonstrated how to make coffee and how to 

eat an orange, the teacher asks the students to translate the words by using 

English language. 

 The teacher asks by saying, “Can you translate “Menyiapkan” in 

English?”, and the students answer “I don‟t know miss”, and the 
teacher says, “Prepare two spoons of sugar” while practicing the 
gestures of prepare by pantomiming. Then, The teacher asks by saying, 

“Can you translate “Menaruh” in English?”, and the students answer 
“I don‟t know miss”, and the teacher says, “Put one spoon of coffee 

powder into the cup” while practicing the gestures of put by 
pantomiming. Then, The teacher asks by saying, “Can you translate 
“Menuang” in English?”, and the students answer “I don‟t know 
miss”, and the teacher says, “Pour some hot water into the cup” while 
practicing the gestures of pour by pantomiming. Then, The teacher 

asks by saying, “Can you translate “Menambahkan” in English?”, and 
the students answer “I don‟t know miss”, and the teacher says, “Add 
two spoons of sugar into a cup of coffee” while practicing the gestures 

of add two spoons of sugar by pantomiming. Then, The teacher asks 

by saying, “Can you translate “Mengaduk” in English?”, and the 
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students answer “I don‟t know miss”, and the teacher says, “Stir coffee 
well” while practicing the gestures of stir by pantomiming. Then, The 

teacher asks by saying, “Can you translate “Mencuci jeruk” in 

English?”, and the students answer “I don‟t know miss”, and the 
teacher says, “Wash an orange” while practicing the gestures of wash 
an orange by pantomiming. Then, The teacher asks by saying, “Can 
you translate “Kupas kulit jeruk” in English?”, and the students 

answer “I don‟t know miss”, and the teacher says, “Peel an orange” 
while practicing the gestures of peel by pantomiming.

82
 

 

All of the students pay attention the teachers‟ explanation. They want 

to be good students, although their vocabulary were limited. The students are 

aware with their weaknesses on English lesson. After that, The teacher and the 

students discussed about the arranging letter of vocabulary from the gestures, 

and then the teacher writes the translation of vocabulary in English on the 

whiteboard.  

The teacher asked four students to do movement suitable with 

vocabulary given by teacher in front of class. Other student guess the  actors‟ 

movement.  

First students do movement, and then teacher asks by saying  “What is 
she doing?”, and students reply, “Preparing books”. The second 
students do movement, and then teacher asks by saying “What is he 
doing?”, and students reply, “Putting a pen”. The third students do 
movement, and then teacher asks by saying “What is she doing?”, and 
students reply, “Pouring water into a cup”. The fourth students do 
movement, and then teacher asks by saying “What is he doing?”, and 
students reply, “Stiring coffee”. 83
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The students answered the movement with vocabulary in English 

enthusiastically. It shows that the students feel confidence to guess the actors‟ 

movement. All of the students‟ answer were right.  

After the teacher feel that all of  students having passion in teaching 

process, then the teacher divided class into two group. The students pay 

attention the rules of games by explaining of the teacher.  

In charades game, there are two teams, one team as actors and other 

teams as guesser. The students played the game alternately. The actor takes 

one “secret word” into box and do not show it to guessers.  

The first actor do pantomime suitable with the “secret word” by saying “ 
What am I doing?”, the guesser replay “ Peeling”. The answer is right. 
Then, the second actor do pantomime suitable with the “secret word” by 
saying “ What am I doing?”, the guesser replay “ Cooking”. The answer 
is right. Then, the third actor do pantomime suitable with the “secret 
word” by saying “ What am I doing?”, the guesser replay “Washing”. 
The answer is right. Then, the fourth actor do pantomime suitable with 

the “secret word” by saying “ What am I doing?”, the guesser replay 
“Stir”. The answer is right. Then, the fifth actor do pantomime suitable 
with the “secret word” by saying “ What am I doing?”, the guesser 
replay “Preparing”. The answer is right. Then, the sixth actor do 
pantomime suitable with the secret word by saying “ What am I 
doing?”, the guesser replay “Add”. The answer is right. Then, the 
seventh actor do pantomime suitable with the secret word by saying “ 
What am I doing?”, the guesser replay “Flipping”. The answer is right. 

Then, the eighth actor do pantomime suitable with the secret word by 

saying “ What am I doing?”, the guesser replay “Breaking the egg”. The 
answer is right. Then, the ninth actor do pantomime suitable with the 

secret word by saying “ What am I doing?”, the guesser replay “put”. 
The answer is right. Then, the last actor do pantomime suitable with the 

secret word by saying “ What am I doing?”, the guesser replay 
“Drinking”. The answer is right. The students play and answer the 
movement with vocabulary in English actively and enthusiastically.

84
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The game was seri. They got the same score. Then, the teacher does 

pantomime. The team who answers the teachers‟ pantomime well is the 

winner. The teacher does pantomime and gives question “What am I doing?”, 

the students try to answer enthusiastically. The second team replies by saying 

“Frying”. The answer is right. Finally, The second team was the winner. The 

teacher  gives reward to the winner. They accept the reward happily. 

The teacher gives a feedback to the students by saying  

“Can you guess the vocabulary from my movement?”, then the 
students answer “Yes, I can”. The teacher do movement by saying 
“What am I doing?”, then students answer “Frying”. The teacher 
do movement by saying “What am I doing?”, then students answer 

“Pouring”. The teacher do movement by saying “What am I 
doing?”, then students answer “Preparing”. The teacher do 
movement by saying “What am I doing?”, then students answer 
“Stirring”. The teacher do movement by saying “What am I 
doing?”, then students answer “Putting the pen”. The teacher do 
movement by saying “What am I doing?”, then students answer 
“Peeling”. The teacher do movement by saying “What am I 
doing?”, then students answer “Washing an orange”. The teacher 
do movement by saying “What am I doing?”, then students answer 
“Flipping”.85

 

 

 All of students‟ answer was right. The students answer the movement 

with vocabulary in English actively and enthusiastically. This game makes 

them feel fun and confidence to answer by using English language. Based on 

the results of observation, the researcher knows that there are two factors on 

charades game to build students‟ vocabulary. They are gesture and 

cooperation which are used on game.  

                                                           
85

 Look at Transcript of Observation coding 01/O/24-IV/2014 



 

 

66 

 

 

The first is gesture. Charades is a fun game for students to play when 

reviewing vocabulary. The students will be energized and enthusiastic when 

their acting skills are put to the test for their classmates. From the process of 

teaching vocabulary by using charades game. The researcher knows that the 

teacher used gesture to present the meaning of words and the students get the 

point easily. The students feel enjoy and fun when they were playing charades 

game. 

Beside that, body movement can support and reinforce what will say 

and motion can attract student‟s attention. So, using body movement is the 

fastest, most effective means of burning up nervous energy. As the teacher 

said: 

“The students prefer body movement than sit on the chair, it can avoid 

the students‟ boredom  and burning up nervous energy”.
86

 

 

It also proved by Luky Karisma: 

“ I like this game, it attracts my attention to follow the English 
lesson”.

87
 

  

In addition, Bewinda Rawana said: 

 

“I like game, especially charades game because studying English 

vocabulary by using game can build my vocabulary. This game is fun 

and effective to learn vocabulary”88
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The students like study English by using games, especially charades 

game. Because they prefer body movement than sit on chair. Beside that, the 

students feel enjoy when they are practicing charades game. So, when they are 

having fun in teaching process, they will get the material easier. 

Mr. Ahmad Novanila Yus‟an, the English teacher in seventh grade 

said; 

“Charades game build students‟ vocabulary because they know the 
meaning of word through actors‟ gesture/ pantomime. In the other 
hand, they are able to remember the words well”.89

 

 

In addition, Fitri Wulandari said; 

 

“Charades game can build my vocabulary. I know the meaning of 

word through gesture. So, it makes me feel easy to remember the 

words”.
90

 

 

From the statements, Charades game is a game of pantomime. So, the 

students  played it by using gesture/ pantomime. It shows that gesture is one 

of way to presents the meaning of words. In the other hand, the students feel 

easy to remember the words.  

Besides gesture, cooperation is one of factors how charades game can 

build students‟ vocabulary. The students have to work together for the 

completion of task. All the members of the group are like  the pieces of a 

machine, if one does not work well, a malfunction may occur.  Obviously, for 

lazy or irresponsible students, this is not a problem because the  other 
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members will take over and will make the machine work somehow. But real 

cooperation in group work occurs when everyone is aware of his/her 

responsibility and role and commits himself/herself to accomplish it in the 

best way possible.  As Annas Syamsur said: 

“We are played together on team. So, if we want to be the winner, we 
have to work together”.91

 

 

It is also proved by Kuntiwi: 

 

“Cooperation is needed in this game. We have to guess the actors‟ 
gesture/ pantomime well. So, without good cooperation, we will be 

looser”.92
 

 

Cooperation is the important thing on game. The students can be the 

winner if they have good cooperation in gamming process. Cooperation 

makes good  achievement. They try to give contribution  on group of game. 

The students cooperated  with each other to guess the vocabulary from actors‟ 

gestures.  Beside that, they help each other if there are friends in the group can not 

guess well. From good cooperation, they can build their vocabulary. They have 

learned vocabulary by using charades game.  

However, the researcher has found that some of students can focus and 

active on teaching learning. But, some others still make a noisy and they are 

passive in teaching learning process.  

In addition, to know what charades game build students vocabulary, 

the researcher held test to get the students‟ score from the students‟ 
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worksheet. It is used to know the students‟ achievement. The standard score in 

writing lesson is 75. From the result of students‟ worksheet, there are 

seventeen students get 100, eleven students get 90, six students get 85, and 

four students get 75
93

. From the result of the students‟ score above, it can be 

concluded that all of the students achieve the standard score. It means that 

charades game can build students vocabulary, because of all students achieve 

the standard score. 

 

2. The  Data of Advantages of Charades Game in Teaching Vocabulary 

to The Seventh Grade Students of MTsN Sewulan Dagangan Madiun 

in Academic Year 2013/2014 

Based on the results of observation and interview, the researcher found 

some advantages of charades game in teaching vocabulary. The researcher has 

interviewed the English teacher and some students of seventh grade.  

Mr. Ahmad Novanila Yus‟an, the English teacher of seventh C grade 

told; 

 “Charades game can attract students‟ attention to learn vocabulary. 

This game is suitable for kinesthetic learners. Beside that, it makes the 

students to learn words more easy”. 
94

 

 

When the researcher confirms why the charades game is suitable for 

kinesthethic learners, he said: 
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“The kinesthetic learners do best while touching and moving. By 

moving and touching they can explore their abilities especially on 

English vocabulary”.
95

 

 

From the interview above, the English teacher said that charades game 

attracts students‟ attention. The kinesthethic learners prefer body moving, so 

that this game is suitable for them. Beside that, charades game give an 

easiness for students to learn vocabulary. 

Furthermore, the English teacher said: 

“In charades game, the students learn some words through gesture, so 

it makes them easier to know and remember  the meaning of words 

without translation”.
96

  

 

From the teachers‟ statements, it shows that by using gesture the 

students feel easier to remember the words. It gives benefits for the students to 

learn vocabulary easier. Charades game makes them feel memorable. 

When the researcher asked the English teacher about the advantages of 

charades game for the students, body moving on charades game makes 

students feel confidence when they were played in front of class. Moreover, it 

makes students to be active and enjoyable to learn English vocabulary. As he 

said: 

“Charades game builds students‟ confidence by allowing them to 
experiment with their bodies to do movement, and students be active 

and enjoyable to learn English well. The body moving of the games 

makes them feel relax and fun to learn vocabulary”.97
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In addition, Irma Yulia Savira (the student of seventh C grade) told: 

“Charades game helps students to understand and remember the 

vocabulary well. Beside that, this game is very easy to be practiced and 

it can avoid the students‟ boredom”98
.  

 

Irma Yulia Savira thinks that charades game helps students to 

understand and remember the vocabulary. Moreover, charades   game can 

avoid the students‟ boredom. 

Furthermore, Luky Karisma (the student of seventh C grade) said: 

“This is attractive game. Because of it, the students know the meaning 

of word easier. The students feel enjoy and confidence during playing 

it. Finally, we feel confidence and not shy or afraid to do movement in 

front of class”.
99

 

 

 

Differ with other students, Bewinda Rawana thinks that charades game 

increase her interest to learn English. She likes charades game. As she said: 

“Charades game increase my interest to learn English. I likes charades 

game”.
100

 

 

Annas Syamsur and Fitri Wulandari like charades game because gives 

pleasure and refresh the class activities. In the other hand, the students feel 

seriously when the teacher gives explanation. As they said: 

“Charades game gives pleasure for the students. I likes it”.
101

 

“It can refresh the class activities. We feel enjoy in the classroom. We 
learn English so fun”.102
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The students gets much experience to learn English in charades game 

to build their vocabulary. If the students learn English with fun, they can relax 

and enjoy to learn something. Moreover, they feel that they are playing not 

studying.  

From the statements above, it shows that the advantages of charades 

game in teaching vocabulary  are as follows; 

a. The students feel easier to understand and remember the meaning of 

vocabulary because the students know the meaning of word through 

gesture. So, they can remember vocabulary in English better and they can 

be easier to attend the English lesson. 

b.  Charades game builds students‟ confidence because they do movement in 

front of class. Beside that, the body moving of game makes them feel relax 

and fun to learn vocabulary. 

c. Charades game increase students‟ interest to learn vocabulary. The students 

feel fun and enjoyable and comfortable in followingg lesson in the 

classroom. This game is very interesting for the students. So, they can be 

enjoyable and comfortable in teaching process in the classroom. 

d. Charades game gives pleasure and refresh the students‟ activities in the 

classroom. It warm- ups students that have the effect of calming the class. 
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The body moving of the game makes them relax and they feel that they are 

playing not studying. 

 

3. The Data of Obstacles using Charades Game in Teaching Vocabulary 

to The Seventh Grade Students of MTsN Sewulan Dagangan Madiun 

in Academic Year 2013/2014 

The resercher held the observation and interview to know the obstacles 

of charades game in teaching vocabulary. When the researcher asked the 

English teacher about the obstacles of charades game, the English teacher 

explains: 

“The teacher needs a long time to prepare this game”.
103

 

  

 

When the researcher confirms why the teacher needs a long time to 

prepare this game, the English teacher answered: 

 

“Because it needs preparation such as, place which organize room of 
the class and the groups, which is arranged by the teacher and 

students”.104
 

 

Charades game needs much time to prepare everything that support of 

game. Such as, organizing the classroom and dividing the groups. Moreover,  

it can disturb other class during gamming process because most of students 

make noise in the class. 
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Then, the researcher asked the other obstacles that faced by teacher 

when applying charades game. The English teacher said: 

Charades game need cooperation with other students in each group 

because students do not guess the gesture/ pantomime individually. So, 

the teacher do not know each students‟ ability in subject materials.
105

 

 

It is also proved by others students: 

 

“It needs good cooperation, we have to work together to guess the 

words. Sometimes, we guess individually without discuss with other 

members before”.
106

 

 

“We are one team, but only one guesser in my team. That is why we 
do not know our abilities to speak English”.

107
 

 

The good cooperation is needed in charades game. The students do not 

guess the words individually. Because of it, the teacher do not know each 

students‟ abilities in subject material. 

Furthermore, the English teacher said 

 “The teacher has to combine with other strategy or variation in 

gamming process. The teacher has to create good environment to avoid 

students‟ boredom and make students feel happy to play this game”.108
 

 

Kuntiwi is also give argumentation that: 

 

“Sometimes, I feel bored when playing charades game”.
109

 

 

When the researcher confirms why she feel bored, she answers: 
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“Because we are only doing monotonic things, we are only guessing 
and acting. So, I feel bored. But, I do not know the expression of other 

students”.
110

 

 

From the interview above, charades game has to combine with other 

strategy or variation in gamming process. Because of it can avoid the 

students‟ boredom. So, it needs the teacher creativity during teaching process 

by using charades game. In addition, the teacher has to be patient to teach 

vocabulary, because the vocabulary mastery of the students are limited. 

From the statements above, the researcher gets clarification the 

obstacles of charades game that faced by teacher and students are as follows: 

a. The teacher needs a long time to prepare this game because it needs 

preparation such as, place which organize room of the class and the 

groups, which is arranged by the teacher and students. 

 

b. Charades game need cooperation with other students in each group 

because students do not guess the gesture/ pantomime individually. So, 

the teacher do not know each students‟ ability in subject materials. 

 

c.  The teacher has to combine with other strategy or variation in gamming 

process. The teacher has to create good environment to avoid students‟ 

boredom and make students feel happy to play this game. 
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CHAPTER IV 

DISCUSSION 

 

In this research, the researcher discusses the result of research done in 

seventh grade students of MTsN Sewulan Dagangan Madiun in academic year 

2013/2014.  

The researcher explains the data collected as follows: 

1. Analysis Data about the Charades Game in Building Students’ 

Vocabulary to the Seventh Grade Students of MTsN Sewulan 

Dagangan Madiun in Academic Year 2013/2014 

Based on the result of the observation, the researcher found that how 

charades game can build students‟ vocabulary. It can be seen from the process 

of teaching vocabulary by using charades game to seventh grade students of 

MTsN Sewulan Dagangan Madiun in academic year 2013/2014.  

The teacher gives apperception to the students about the material to 

learn. It is given to the students to drive their motivation in learning process. 

Apperception is the process by which new experience is assimilated to and 

transformed by the residuum of past experience of an individual to form a new 

whole. It means that apperception is acquiring process a new experience based 

on past experience to find a new information.  

Apperception is used to help and give motivation the students to know 

the material will be learnt. So, the students are able to connect a new 
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experience with help past experience. In this research, the teacher has tried to 

stimulate the students by giving some questions about coffee. The students 

give positive responses and answer the teachers‟ question enthusiastically. 

Based on description above, it shows that the teacher gives 

apperception to the students before beginning the lesson. So, Apperception is 

used to help and give motivation the students to know the material be learnt. 

Then, the teacher demonstrate how to make coffee and how to eat an 

orange by pantomiming. Beside that, the teacher asks the students what the 

teacher doing. The students guess the teachers‟ pantomime by using 

Indonesian language. After that, teacher guide the students to translate in 

English language by using gesture. The students pay attention to the teachers‟ 

gesture. 

The teacher asks the students to discuss about the arranging letter of 

vocabulary from the gestures, and then the teacher writes the translation of 

vocabulary in English on the whiteboard. The students write the words in their 

note book based on vocabulary written by teacher. 

Furthermore, after the students know about the vocabulary from each 

gestures, the teacher do pantomime based on vocabulary that introduces by 

teacher before. The students guess the teachers‟ pantomime by using English 

language well. And than, the teacher asks four students to do movement 

suitable with vocabulary given by teacher in front of class. Other student 
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guess the actors‟ movement. The students/ guesser pay attention and guess the 

vocabulary enthusiastically. 

When the students have completely mastered the vocabulary, they can 

move on to practice. The teacher divides class into two group. The students 

pay attention the rules of games by explaining of the teacher. In charades 

game, there are two teams, one team as actors and other teams as guesser. The 

students play the game alternately. The actor takes one pictures in box and do 

not show the picture to guessers. The students play and answer the movement 

with vocabulary in English actively and enthusiastically. All of pantomime 

can guess well. This step is very important to the students to know, learn, 

remembering, confidence, and understand about the vocabulary related to 

gesture. Beside that, it is one of way to build students‟ vocabulary. The 

students know the meaning of word from the actors‟ gesture/ pantomime and 

it make students feel easier to understand and remember the vocabulary. In 

addition, the students feel enjoy and fun when they play it. 

Based on description above, it shows that the teacher demonstrate how 

to make coffee and how to eat an orange by pantomiming. And than, the 

teacher asks the students to discuss about the arranging letter of vocabulary 

from the gestures, and then the teacher writes the translation of vocabulary in 

English on the whiteboard. Furthermore, after the students know about the 

vocabulary from each gestures, the teacher do pantomime based on 

vocabulary that introduces by teacher before. And than, the teacher asks four 
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students to do movement suitable with vocabulary given by teacher in front of 

class. After that, the teacher divides class into two group to play charades 

game. 

From preceding explanation, it shows that charades game builds 

students‟ vocabulary because they know the meaning of words through 

gesture/pantomime, so it make them be easier to understand and remember the 

vocabulary.  

Furthermore, it supported by theory that a game of charades is an 

effective 'warm up' by which to introduce the topic of gestures. The variety of 

ways gestures are used to communicate various meanings build students‟ 

awareness in the use of gestures to communicate meaning. The students also 

use gestures to express or demonstrate meaning. It means that gestures are 

used on charades game. The students express the meaning of words by using 

gestures. So, charades game is a fun and entertaining game for all ages.  

In addition, Scott Thornbury says that actions/ gesture is one of way to 

present the meaning of word. So, charades game is alternative way to teach 

vocabulary because it uses gesture to convey the meaning of word. 

Furthermore, according to Brewster, many words can be introduced through 

mime, expressions and gestures. It shows that gesture is used to demonstrate 

or express the meaning. For example, when the teacher wants to introduce the 

vocabulary of verb, such as stir, put, fry, drink, and so on, gesture is able to 

help the teacher to present the meaning of word. So, the teacher be easier to 
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convey the meaning of word to students through teachers‟ gesture. In the other 

hand, the students are able to remember the words well. 

Besides gesture, cooperation is one of reason why charades game can 

build students‟ vocabulary. The students have to work together for the 

completion of task. All the members of the group are like  the pieces of a 

machine, if one does not work well, a malfunction may occur.  Obviously, for 

lazy or irresponsible students, this is not a problem because the  other 

members will take over and will make the machine work somehow. But real 

cooperation in group work occurs when everyone is aware of his/her 

responsibility and role and commits himself/herself to accomplish it in the 

best way possible. 

Cooperation is the important thing on game. The students can be the 

winner if they have good cooperation in gamming process. They try to give 

contribution  on their group. The students cooperate with each other to guess 

the vocabulary from actors‟ gestures.  Beside that, they help each other if there 

are friends in the group can not guess well. From good cooperation, they can 

build their vocabulary. It means that cooperation is one of factors charades 

game can build students‟ vocabulary.  

In summary, charades is an effective 'warm up' by which to introduce 

the topic of gestures. The variety of ways gestures are used to communicate 

various meanings build students‟ awareness in the use of gestures to 

communicate meaning. The students also use gestures to express or 
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demonstrate meaning. It means that gestures are used on charades game. The 

students express the meaning of words by using gestures. It shows that 

charades game build students‟ vocabulary because they learn of vocabulary by 

using gesture, so it make them feel easier to understand and remember the 

words. Moreover, cooperation is the important thing on game. The students 

cooperate with each other to guess the vocabulary from actors‟ gestures.  

Beside that, they help each other if  there are friends in the group can not 

guess well. From good cooperation, they can build their vocabulary. 

 

2. The Advantages of Charades Game in Teaching Vocabulary to the 

Seventh Grade Students of MTsN Sewulan Dagangan Madiun in 

Academic Year 2013/2014 

In this part, the researcher explains the advantages of charades game in 

teaching vocabulary to the seventh grade students of MTsN Sewulan 

Dagangan Madiun in academic year 2013/2014 based on the results of 

observation and interview with the English teacher and seventh grade 

students. There are some advantages charades game in teaching vocabulary, as 

follows: the students feel easier to understand and remember material by using 

charades game, charades game builds students‟ confidence to do movement in 

front of class, charades game increase students‟ interest to learn English, and 

charades game gives pleasure and refresh the students‟ activities in the 

classroom.  
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The first advantages of charades game is the students feel easier to 

understand and remember material by using charades game, because it is fun 

to learn English by using charades game. Beside that, this game is suitable to 

kinestetic learners because they  like to move around, use body language, 

touch and talk. They have good at physical activities, such as sport, dancing, 

and acting. They learn best by touching, moving, and interacting with space. 

So, charades game helps the kinesthetic learners to more active in learning 

process. 

The second advantages of charades game is charades game builds 

students‟ confidence to do movement in front of class. It can be supported by 

teachers‟ statements that charades game builds students‟ confidence by 

allowing them to experiment with their bodies to do movement. 

The third, charades game increase students‟ interest to learn English 

because it makes students happy and active in teaching process. Beside that, 

the students feel fun and enjoyable in following lesson in the classroom. It is 

supported by theory that games motivate students to learn while they have 

having fun. Moreover, games gives stimulation to be active in learning 

process. By using game students have interest to learn something especially 

on vocabulary learning. Games as a way of warming students and helping 

them to get the lesson.  

The last, charades game gives pleasure and refresh the students‟ 

activities in the classroom. It warm- ups students that have the effect of 
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calming the class. The body moving of the game makes them relax and they 

feel that they are playing not studying. 

Based on explanations above, it shows that the advantages of charades 

game in teaching vocabulary to seventh grade students of MTsN Sewulan 

Dagangan Madiun are that the students feel easier to understand and 

remember the meaning of vocabulary, and builds students‟ confidence. Beside 

that, charades game increase students‟ interest to learn English especially 

vocabulary. So, it makes students be active and enjoyable in teaching process. 

Moreover, charades game gives pleasure and refresh the students‟ activities in 

the classroom. 

 

3. The Obstacles of Charades Game in Teaching Vocabulary to the 

Seventh Grade Students of MTsN Sewulan Dagangan Madiun in 

Academic Year 2013/2014 

The researcher explains the obstacles of charades game in teaching 

vocabulary to seventh grade students of MTsN Sewulan Dagangan Madiun in 

academic year 2013/2014. The obstacles of charades game as follows: the 

teacher needs a long time to prepare this game, charades game need 

cooperation with other students in each group, and the teacher has to combine 

with another strategy or variation in gamming process. 

The first obstacles of charades game is the teachers needs much time to 

prepare this game. For the teacher, a plan gives the lesson a framework. Good 
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teachers are flexible and respond creatively to what happens in the classroom, 

but they also need to have thought ahead, have a destination they want their 

students to reach, and know how they are going to get there. Planning helps 

teacher to remind what they intended to do.
111

 

The second, charades game need cooperation with other students in 

each group. Students do not guess the pantomime individually. So, the teacher 

do know each students‟ ability in subject material. 

The third, the teacher has to combine with another strategy or variation 

in gamming process to avoid the students‟ boredom. One of the greatest 

enemies of successful teaching is student boredom. This is often caused by the 

deadening predictability of much classroom time.
112

 Something has to be done 

to break the chain. For instance, song can be used in beginning of lesson to 

break the students‟ boredom. So, it needs teachers‟ creativity to develop it 

games to be more attractive. 

Briefly, the obstacles of charades game in teaching vocabulary to 

seventh grade students of MTsN Sewulan Dagangan Madiun in academic year 

2013/2014 are the teacher needs a long time to prepare it, the teacher do not 

know each students‟ ability personally, and charades game needs teachers‟ 

creativity to develop it to be more attractive. 
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CHAPTER V 

CLOSING 

 

A. Conclusion 

Based on the research and data analysis, the researcher takes some 

conclusions of charades game in  teaching vocabulary. They are as follows: 

1. The charades game build students‟ vocabulary to the seventh grade students of 

MTsN Sewulan Dagangan Madiun in academic year 2013/2014 presents as 

follow: Charades game builds vocabulary through gesture/pantomime and 

cooperation. 

2. The advantages of charades game in teaching vocabulary to the seventh grade 

students of MTsN Sewulan Dagangan Madiun in academic year 2013/2014 

are as follows: the students feel easier to understand material, builds students‟ 

confidence, increase students‟ interest to learn English, and gives pleasure and 

refresh the class activities. 

3. The obstacles of charades game in teaching vocabulary to the seventh grade 

students of MTsN Sewulan Dagangan Madiun in academic year 2013/2014 

are as follows: The teacher needs a long time to prepare it, charades game 

needs cooperation with other students in each group, it needs teachers‟ 

creativity to develop it games to make it  more attractive. 
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B.  Recommendation 

 The researcher would like to give some suggestions for the teacher, the 

students, and the institution. They are as follows: 

1. For the teacher 

a. The teacher needs to be creative in teaching process so that the lesson 

will be more interested. So, the teachers can use teaching media or 

technique which is suitable with the material so that the students are 

able to understand the lesson easily. 

b. The teacher should give more exercises to increase the students‟ 

vocabulary. 

c. The teacher should make the class comfortable by giving some kinds 

of media or technique in teaching and learning process. 

d. Sometimes, the teacher has to give reward and punishment so that 

students pay attention to the lesson well. 

2. For the students 

a. By knowing the results of the study, the students should learn better 

than before to build up their vocabulary. 

b. The students hopefully can enrich the vocabulary in English. 

c. The students should study harder. 
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3. For the institution 

The institution should be able to handle the teachers‟ and the students‟ 

problems in teaching learning process. Charades game is one of ways to 

minimize teacher‟s problem in teaching vocabulary. 

4. For the further researcher 

By considering the result of this study, the further researchers are 

expected to able to add or complete material needed for further study about 

vocabulary. 

 

 

 

 


