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ABSTRACT

Wawan Wahidin. 1410130156. The Influence of Using Pictionary Game On Improving
Students’ Achievement In Learning English Vocabulary At The Seventh Grade Students of
Smpn 1 Dawuan Majalengka.

In learning vocabulary need some effort to become successfully in learning English. It is
include to some possible ways to introduce the vocabulary of foreign language for students. The
purpose is to increase students’ motivation to learn vocabulary, especially for young learners (Junior
High School) teacher should use varying technique and strategies based on the appropriately with
the students need and capability. Components include to some poin t,such as:vocabulary, structure,
pronunciation, and spelling are taught integrated with language skills which were demand the students
to focus of learning and also the teacher suggested in present the materials must suitable by what
learner needed.With the problem ecountered  in Smpn 1 Dawuan Majalengka, the researcher will try
to element the strategy using Pictionary game on improving student’ achievement in leraning english
vocabulary. A game is an activity with rules, a goal and element fun. One of the most important reason
for using game is simply that they are immensely enjoyable for both tteacher and student (Jill
Hadfield, 1984:5). This research method is a quantitative is designed as pre-experimental one group
pre-test and post test design. The sample is class VII A. The technique of collecting data is test. The
researcher use form multiple choice test that from the result try out instrument consist of 60 items after
the calculating anates4V there are 30 items were considered valid and other items is not valid.The
average of students’ score in comprehending descriptive text before using Pictionary Game strategy is
48.91. While after using Pictionary Game Strategy, the average of students’ score is 65.09. From the
calculation, tcount is 3.95, while ttable is 1.685(t0.05). From the output of SPSS, Sig. (2-tailed) is 0.000 <
0.05. Tcount> ttable.The significance value < α, it means that Ho is rejected and Ha is accepted. So, the
researcher concludes that hypothesis null (H0) is rejected and hypothesis alternative (Ha) is accepted.
It means that there is positive and significant influence of Pictionary Game Strategy on improving
students’ achievement in learning English vocabulary at the seventh grade student of SMPN 1 Dawuan
Majalengka.It is recomended for teachers to use Pictionary game on students’ achievement in learning
English vocabulary. This game also can become one way to make students more interest and active in
learning activity.
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CHAPTER I

INTRODUCTION

This chapter presents the introduction which consist the background of the

problem, the identification of the problem, the limitation, the questions of the

problem, the aims of the research and the last is about the  use  of the research. In

other words this chapter talks about why the researcher does this research and

why the researcher took the method of teaching as the study of region.

1.1 Background of The Problem

Language has significant function in spreading students’ skill,

social, emotion and one of tool to get successful in every learning process.

Teaching and learning English process is hopped helping students to know

their selves, own or other culture, showing their ideas and feeling, and also

able to have active participation in English community, in this case is in

the school area. English is divided into four skills, such as: listening,

speaking, reading, and writing.

In other hand, there is one of the parts that support toward all of

English skill that is Vocabulary. Because vocabulary is the basic thing to

learn all of the skill, especially when we learning English as foreign

language in Indonesia.  So to known the role of vocabulary that support to

learning language especially to be master vocabulary the students have to

increase their vocabulary by practice use some strategies that appropriate

with students’ necessary.

From the outline above, we can conclude that the in learning

vocabulary need some effort to become successfully in learning English. It

is include to some possible ways to introduce the vocabulary of foreign

language for students. The purpose is to increase students’ motivation to

learn vocabulary, especially for young learners (Junior High School),

teacher should use varying technique and strategies based on the

appropriately with the students need and capability. Components include

to some poin t, such as:vocabulary, structure, pronunciation, and spelling
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are taught integrated with language skills which were demand the students

to focus of learning and also the teacher suggested in present the materials

must suitable by what learner needed.

With the problem ecountered  in Smpn 1 Dawuan Majalengka, the

researcher will try to element the strategy using Pictionary game on

improving student’ achievement in leraning english vocabulary. A game is

an activity with rules, a goal and element fun. One of the most important

reason for using game is simply that they are immensely enjoyable for

both tteacher and student (Jill Hadfield, 1984:5).

One of the reason is the student in the class are not appropriate or

suitable in teaching and learning. In the class, students only have a nice

sitting, listening the teacher’s explanation seriously and obey all of the

content of material’s explanation. They thing that, learning english it so

difficult and they also have common perception lack of english

vocabulary. And another reason, most of the student find the the

difficulties in grammatical roles. They feel anxious about their grammar

ability. The students feel difficult in speaking or writing the sentence

because they think about the structure. In this case the student needs to

motivate through new atmosphere that makes students more interested in

learning english especially in vocabulary and more enjoyable to practice

and action, etc.

Accoding to Amy rider et al (2003:14), drawing is see if students

can draw the menaing of a word, using the word itself. Have them open

their minds to all kinds of possibilities. Another idea is to assign a specific

vocabulary word to each student. Then ask students to draw a picture that

somehow illustrates their word, but without using the word itself in the

illustration. (For example, a student might illustrate “gawk”by drawing

someone with her eyeballs bulging.) The class as a whole then tries to

guess which vocabulary word is illustrated by each picture.

Effective vocabulary instruction includes exposing students to

words multiple times using various methods. Students draw pictures as

clues to the vocabulary word for team members to correctly identifythe
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term. Draw It is similar to the popular game Pictionary where drawings

represent ideas or terms (June Preszler, 2006:16) she say that the

pictionary game can be applied to the students in learning English

vocabulary. The teacher can improve the students achievement of english

vocabulary. Generally learning English vocabulary process have strong

intention to improve students’ ability to communicate using English well,

in speaking, wrting, listening, and reading.

The existence of learning and teaching in the national education

system often ambiguous because it less consistent in interpreting. From the

practically it is do not differentiate instruction word to using the word. In

the teaching activity indicate that to require knowledge and professional

skill because as the teacher they have to teach the material by using some

strategies and technique both of in the classroom or outclass. So to going

on the learning the teacher should be making decision about what the data

or source that should be select and organize appropriately with the

teaching material, communicate with the students, learning style, effective

approach, manage time. All of them should be design by scientific

thinking.The professional teachers in teaching appear that the teacher has

two aspect that is scientific aspect and moral aspect. Also how the

appropriate treatment for student, the approach, and the technique and

strategies to organize the teaching material be successfully in learning

process. The teacher’ ability will affect to students achievement include to

choosing strategies or instructional media that can help students to

understand material quickly and comprehensively.In connection with

learning English process, the teacher should be creative, innovative to

choose approach, technique, method, strategy that appropriate for students

needed. It is can make sure the clearer learning outcomes and goal of

learning process. In here, there is one thing that is learning strategy

consider as common pattern to create an effective learning process. In the

instructional strategies teachers should choose the correct learning models,

appropriate teaching methods and learning techniques that support the

learning method. In making the right decisions about instructional
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strategies, teachers must account forthe purpose, the characterization of the

students, teaching materials successfully.

Based on assumption above, there is application of vocabulary

teaching through the strategy of the game can be used as an alternative to

increasing the motivation and student learning outcomes. Accordance

most people’ assumption that playing and learning is something that is the

opposite. Not a few people think that a lot of play will reduce the time to

learn. While most students consider the learning process make they boring

if there is innovation from the teacher. So the teacher should apply the

game. But  play the game sometimes equated with a more playful

underestimated, not serious and is considered as an act. Actually, there are

many aspects contained in the play even more play that has an element of

education.One is through the use of the game strategy that is pictionary

game. This strategy will be memorable to students because they not only

listen to the teacher, but also activate themselves in the learning process.

Regarding this, Thornbury (2002:102) says that “the usefulness of game

encourage learners to recall words and preferably.” Moreover, games

encourage the curiosity of students in learning, to think, to imagine,  to

listen, create, and express their ideas. Games can also be happy and make

the class interesting. In Indonesian Big Dictionary(1995: 614) "is playing

on theplay, actplay". It is can be conclude that the game is an activity that

causes pleasure playing for participants.

On observations in Junior High School SMPN 1 Dawuan

Majalengka, found problems in learning process, that’s the process of

learning walk in theoretical and focused on teacher learning in the absence

of an active response from the students. Students only receive and record

the material presented by the teacher in learning process and teacher does

not know the students already to understands or not with the lesson. This

can be seen when teacher was explaining the material, sometimes the

students does pay attention to the explanation given by the teacher, the

spirit of the students to acquire the material very difficult. Completeness of



5

students learning out comes is influence by many factor,  such as the

selection of appropriate learning method.

So the researchers will try to implement using the interest strategy

and expected to improving student’s achievement in learning English

vocabulary. The goals of teaching and learning process will be meaningful

if teacher could make situation of the class alive such as to choose

interesting learning strategy. The teacher will help students to improve

achievement in learning English Vocabulary and the researchers try to

make a research about “The Influence Of Using Pictionary Game on

Improving Students’ Achievement In Learning English Vocabulary At The

Seventh Grade Students of SMPN 1 Dawuan Majalengka”.

Based on the description of the background of the problems above,

this research focuses on the study “The Influence Of Using Pictionary

Game on Improving Students’ Achievement In Learning English

Vocabulary At The Seventh Grade Students of SMPN 1 Dawuan

Majalengka”.

1.2 The Formulation of The Problem

1.2.1 The Identification of The Problem

The main problem is that  the students are hard to learn

English. So the researcher will try to know the influence using

Pictionary Game on improving students achievement in learning

English vocabulary.

1.2.1.1 The Research Area

The research is entitled. “ The influence of using

Pictionary Game on Improving Students’ Achievement in

Learning English Vocabulary At The Seventh Grade Student

of Smpn 1 Dawuan Majalengka”. The are or field of this

research is vocabulary.
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1.2.1.2 The Approach of The Research

The method of the research is quantitative.

According to Fraenkel et al (2012: 426) Quantitative method

Data reduced to numerical scores. Much attention to assessing

and improving reliability of scores obtained from instruments.

It means that the researcher does the research by using the

formula of statistic, especially by using the formula of product

moment correlation by Pearson and T-test.

1.2.1.3 The Main Problem

The main problem of this research can be identified as

follow :

1. The students had little interest in learning English in the

class.

2. The students had lack of vocabulary.

3. The students had not interested with the method in

learning English.

1.2.2 The Limitation of The Problem

1.2.2.1 Pictionary Game

June Preszler (2006:16), “effective vocabulary instruction

includes exposing students to words multiple times using various

methods. Students draw pictures as clues to the vocabulary word

for team members to correctly identifythe term. Draw It is similar

to the popular game Pictionary where drawings represent ideas or

terms”.

So Pictionary game is can be applied to the students in

learning English vocabulary. Because this game is really

significancy in order to develop the students ability to

achievement and understanding learning English vocabulary.

1.2.2.2 Improving Students’ Achievement In Learning English

Vocabulary

The word achievement according to Hornby as (2000:10)

“achievement is thing done successfully notably by skill and



7

effort”. The word achievement is often followed by the word test

which is achievement test. The achievement test is widely used.

So learning achievement is the result of learning.

1.2.2.3 Unit of The Research

The place  of the research in SMPN 1 Dawuan Majalengka,

it  is located at jalan Desa Salawana Kec. Dawuan Kab.

Majalengka. The researcher chooses  the seventh Grade students

of SMPN 1 Dawuan Majalengka.

1.2.2.4 The Respondent of The Research

The respondent of this research was one English teacher

and students’. For the ethnic purpose, the code of the teacher was

A. In this research of the students of the seventh class of SMPN

1Dawuan - Majalengka. The students who become population

consist 22 students.

1.2.2.5 Sub Subject

In  this  research,  the  researcher  has  limited  the topic

only  “The Influence  of Using Pictionary Game on Improving

Students’ Achievement In Learning Engilsh Vocabulary At The

Seventh Grade Students of SMPN 1 Dawuan-Majalengka”. The

researcher choose it the topic because many students want to

improving their achievement in learning Engilsh vocabulary.

So  the researcher choose the Pictionary Game in learning

process, it is one of the way to improve the student’s achievement

in learning  English vocabulary,  from four aspect in learning

English such as speaking, writing, listening, and reading and

researcher just choose one skill that is about vocabulary skill for

example the researcher in using Pictionary Game to learning

process, especially  for sub subject  about  ”descriptive text” from

vocabulary skill at the seventh grade Student of SMPN 1

Dawuan-Majalengka and than to get data how far the students can

improve their achievement in learning English vocabulary.
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1.2.3 The Questions of The Research

The question of the research in writing this thesis are as follow :

1. How is students’ achievement in learning English vocabulary

before using Pictionary Game?

2. How is students’ achievement in learning English vocabulary after

using Pictionary Game?

3. Are there any positive and significant influence of using Pictionary

Game on the students’ achievement in learning English

vocabulary?

1.2.4 The Aims of The Research

Based on the background of the problem and the formulation

above, the writer would like to take the aims of the study at

investigation as about :

1. To find out the students’ achievement of English vocabulary before

using Pictionary Game.

2. To find out the students’ achievement of English vocabulary after

using Pictionary Game.

3. To find out the positive and significant influence of using

Pictionary Game on students achievement in learning English

vocabulary.

1.3 The Usefulness of The Research

1. For students

The studets are expected can to be motivated to improved their

ability in English learning especially in vocabulary learning.

2. For teachers

The researcher expected that the present of this research could

gives insight in choosing appropriate strategy to teach vocabulary

learning effectively in the classroom overcome the discrepancy of ideal

situation in teaching and learning English with the real condition in the

school.
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3. For the institution

The result of this study is expected to give contribution to the field

of institution especially in teaching vocabulary and the use of Games

strategy. It can improve student achievement in leraning English

vocabulary

4. For next research

The researcher expected that this research can give inspiration to

make the next research. After knowing  the result of the action reseacrh i

will develop  others material from curriculum (listening, speaking,

writing, and reading), using game in order to make students master in

English.
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