CHAPTER V
CONCLUSION, IMPLICATION, AND SUGGESTIONS

A. Conclusion

According to the study’s findings, the use of Wordwall has a
favorable and considerable impact on students' vocabulary mastery,
according to the study's findings. Students' comprehension of English
vocabulary can be improved more successfully than with traditional
teaching approaches when Wordwall is incorporated into learning
activities. Compared to students who received a traditional education,
Wordwall users had superior vocabulary acquisition outcomes. In line
with this, the results showed that pupils in the experimental class
increased their vocabulary knowledge more than those in the control
group. This enhancement suggests that Wordwall's interactive elements
help students acquire language more actively, successfully, and
pleasurably. Students consequently showed increased passion for
studying English vocabulary and became more involved in class
activities. Additionally, statistical analysis confirmed a substantial
difference between the experimental and control groups, suggesting
that the use of Wordwall significantly impacted students' vocabulary
mastery. Furthermore, the impact size study showed that Wordwall
significantly improved students' vocabulary achievement. To sum up,
Wordwall is a useful teaching tool for vocabulary because it not only
helps students become more proficient in vocabulary but also boosts
their enthusiasm, engagement, and excitement in learning English. As

a result, it is recommended that English teachers use Wordwall in
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vocabulary-learning exercises, particularly for junior high school
students.
. Implication

The results of this study provide theoretical support for the use
of gamification and interactive digital learning materials to increase
students' motivation and vocabulary retention. The findings show that
incorporating technology into English instruction can result in a more
dynamic, interesting, and student-centered learning environment.
Consequently, using digital educational resources such Wordwall can
help students understand and memorize vocabulary more effectively.

Practically, Wordwall can be used by English teachers as an
engaging and effective medium for teaching vocabulary. Since the
application is free and easily accessible, it is suitable for classroom use,
including schools with limited facilities. The improvement in students’
scores within six meetings also indicates that Wordwall is time-
efficient in supporting vocabulary learning. Additionally, Wordwall's
interactive elements help boost students' engagement, drive, and
excitement throughout the educational process.

Additionally, future researchers interested in studying
vocabulary mastery, interactive learning media, or technology-based
learning may find this study to be a helpful resource. It is advised that
future studies look into how well Wordwall works to improve speaking,

listening, reading, and writing abilities.
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C. Suggestion
The researchers make the following suggestions in light of the
study's findings:

1. For Teachers: To make studying more interesting and boost student
engagement, teachers are urged to use interactive learning resources
like Wordwall as a substitute in the English language learning
process, especially in vocabulary development.

2. For Students: By using digital learning resources like Wordwall,
students are motivated and encouraged to acquire English
vocabulary more actively.

3. It is advised that future studies test the Wordwall on additional
English language proficiencies, such as speaking and grammar, and
broaden the scope to include other courses or educational

institutions.
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