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ABSTRACT
This study aims to improve the speaking skills of 11th grade students majoring in Computer and Network Engineering (TKJ) at SMK Nurul Jadid through the application of the Guess the Picture game in descriptive speaking activities. This study was conducted using the Classroom Action Research Method (CAR) with two cycles consisting of planning, action, observation, and reflection. A total of 10 students participated in this study. Data were collected through speaking tests, observations, and questionnaires. The pre-test results showed that the students' speaking skills were still low, with an average score of 41.5 and a mastery level of 10%. After implementing the Guess the Picture Game in Cycle I, the average score increased to 62 with a mastery level of 50%. In Cycle II, the score increased significantly to 86 with a mastery level of 100%. Improvements were seen in the students' use of vocabulary, pronunciation accuracy, fluency, and confidence in speaking. Students also responded positively to the learning activities, noting that the game made class more enjoyable and reduced their anxiety about speaking. These findings indicate that the integration of visual-based interactive games can effectively improve students' communicative abilities in a vocational setting. This study highlights the importance of student-centered and engaging strategies to meet the specific learning needs of vocational students.
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Introduction 
		Speaking is a fundamental skill in English language learning because it allows students to express ideas and participate in real communication(Chadafi, 2023). For vocational students, speaking proficiency is particularly important as it prepares them for workplace interactions that require clear and confident communication. However, preliminary observations in the eleventh-grade Computer and Network Engineering (TKJ) class at SMK Nurul Jadid indicated that students still struggled to speak English fluently. They were hesitant, limited in vocabulary, inaccurate in pronunciation, and often passive during speaking activities due to a teacher-centered learning environment.
		In line with the Communicative Language Teaching (CLT) approach, interactive strategies are needed to help learners practice speaking in meaningful contexts(Layli et al., 2024). Game-based learning, especially when supported by visual media, has been shown to reduce anxiety and increase learners’ engagement. Previous studies have demonstrated that guessing games can enhance students’ fluency and participation. Other research also found that picture-based activities help learners generate ideas, recall vocabulary, and construct descriptive sentences more easily. However, most existing studies focus on junior or senior high school students, and only a few explore their effectiveness in vocational settings, where learners tend to be more visual, practical, and task-oriented. In addition, earlier research mainly measured score improvements without observing changes in learners’ confidence and classroom interaction(Kholis, 2021).
		These gaps indicate the need for a more comprehensive investigation of how visual game-based strategies, particularly the Guessing Picture Game, can support vocational students’ speaking development(Nirwaty, 2020). This study therefore aims to examine the effectiveness of the Guessing Picture Game in improving the speaking skills of eleventh-grade TKJ students at SMK Nurul Jadid. The novelty of this study lies in its focus on vocational learners and its use of a Classroom Action Research (CAR) design to analyze both linguistic improvement and affective changes such as confidence, participation, and communicative behavior(Nathir Ghafar & Raheem, 2023).
		To address these needs, the present study answers the research question: How does the Guessing Picture Game improve the speaking skills of vocational students? The study specifically aims to improve students’ speaking performance and describe their behavioral changes throughout the learning cycles.
Method 
		Present This study employed a Classroom Action Research (CAR) approach, as its primary objective was to improve the process and outcomes of speaking instruction directly within the classroom(Nuryana, 2024). In vocational learning contexts, teachers must identify observable changes from one instructional action to the next. Therefore, the Kemmis and McTaggart action research model was adopted as the basis for planning and implementing the study. This model consists of four stages in each cycle: planning, action, observation, and reflection. The study was conducted in two cycles, each consisting of two meetings with approximately 70 minutes of instructional time.
The research was carried out at SMK Nurul Jadid with tenth-grade students of the Computer and Network Engineering (TKJ) program in the 2025/2026 academic year. A total of 10 students participated as research subjects, representing varied academic backgrounds. Initial observations revealed that most students lacked confidence when speaking English. They appeared hesitant when describing a person, had difficulty selecting appropriate vocabulary, and frequently repeated similar sentence patterns. These conditions formed the foundation for selecting the Guessing Picture Game as an interactive learning strategy suited to vocational students, who tend to be visual and active learners.
The primary instrument of this study was a speaking test administered three times: before the intervention (pre-test), after Cycle I (post-test I), and after Cycle II (post-test II). The assessment was based on four criteria: pronunciation, vocabulary, grammar, and fluency. Each aspect was scored on a scale of 1–4, resulting in a maximum possible score of 20. To complement the quantitative data, observation sheets, field notes, and documentation in the form of activity photos were also employed. Observation sheets were used to record students’ participation, confidence in speaking, and interaction during the game. Field notes were used to document classroom events and additional information not captured through structured observation.
The procedures in each cycle followed the general stages of Classroom Action Research. During the planning stage, the teacher and researcher prepared the visual materials, worksheets, assessment rubrics, and implementation scenarios for the Guessing Picture Game. The action stage involved introducing vocabulary related to physical descriptions and providing examples of how to describe a person. Students then engaged in small-group activities in which one student described an image while others attempted to guess it. This activity was rotated so that each student had the opportunity to speak.
Observation was conducted simultaneously with the action stage. The teacher monitored students’ activeness, vocabulary use, confidence, and responses to the game. These observational findings served as the basis for reflection. The collected data were analyzed using both quantitative and qualitative descriptive approaches. Quantitative data were analyzed by comparing the scores across the tests to observe progress in students’ speaking abilities from the pre-test to the post-tests. Meanwhile, qualitative data were analyzed through triangulation of observations, field notes, and teacher reflections to describe changes in students’ learning behaviors throughout the intervention.
In this study, the Minimum Mastery Criterion (KKM) established by the school for the English subject is 75. Accordingly, the success of each cycle is determined based on two main indicators. First, in quantitative terms, the action is considered successful if at least 75% of the students achieve a score of ≥ 75 on the speaking test. Second, from a qualitative perspective, success is reflected through improvements in students’ active participation, their confidence to speak without fear of making mistakes, and their ability to deliver descriptions more fluently and accurately according to the communicative context. If both indicators are met, the instructional intervention is deemed effective, and continuation to the next cycle is unnecessary.
These values were analyzed using the average formula: 
Data Analysis Formulas 
Calculating the Mean Score (Mean)
= X = 
Explanation :
X= Mean Score
∑X = Total Score Of All Students
N = Number Of Students
Calculating the Mastery Learning Percentage
=  = n % 
Explanation:
P = Mastery Learning Percentage
n = Number Of Students Who Achieved A 
Score ≥ The Minimum Mastery Criterion (75)
N = Total Number Of Students
To ensure the validity of the data, this study employed both source triangulation and methodological triangulation. Source triangulation was conducted by comparing the results of students’ speaking tests, observations of classroom activities, and field notes from both the teacher and the researcher(Andriani, 2023). Methodological triangulation, on the other hand, was carried out through the analysis of quantitative data obtained from the pre-test and post-test results, which was then confirmed by qualitative findings such as students’ participation, responses during the activities, and changes in learning behavior throughout the intervention. In this way, the research findings were not only grounded in numerical data but also reflected genuine changes in the learning process.
Reliability of the speaking test assessment was ensured through the use of a scoring rubric that had been agreed upon by the researcher and the English teacher prior to test administration. The assessment was conducted collaboratively by two raters (inter-rater) to minimize subjectivity(Paramitha, 2020). In cases where discrepancies occurred, the raters engaged in discussion until a mutually agreed-upon score was reached. Furthermore, the rubric was developed with reference to four key components of speaking ability pronunciation, vocabulary, grammar, and fluency thereby ensuring that the assessment was more measurable and academically accountable.
The findings indicate that the implementation of the Guessing Picture Game was effective in improving students’ speaking skills. In addition to increasing academic scores, the game enhanced students’ confidence, enriched their vocabulary, and fostered a more enjoyable learning environment. Thus, this method offers a relevant alternative for English teachers in vocational settings to develop more dynamic and meaningful speaking instruction.
FINDINGS 
The pre-test results indicated that the speaking ability of the Grade XI TKJ students was still low. The average score reached only 41.5 with a mastery level of 10%, and students experienced noticeable difficulties when asked to describe a person based on a picture. They often paused for long moments, used limited vocabulary, and lacked confidence to initiate sentences without teacher assistance. The learning situation appeared passive, as students tended to wait for instructions rather than take the initiative to speak. These conditions highlight the need for a learning strategy that can create an interactive atmosphere and encourage students’ willingness to speak.
In Cycle I, the implementation of the Guessing Picture Game began to show positive changes. Through activities involving describing and guessing images, students appeared more active and willing to attempt speaking. The average score increased to 62 with a mastery level of 50%. Students started to use simple descriptive vocabulary and attempted to construct more complete sentences. The classroom atmosphere also became more lively, as the game allowed them to learn while interacting. However, several students still hesitated, spoke softly, and occasionally switched to Indonesian. Reflection on Cycle I indicated the need for strengthening vocabulary, pronunciation practice, and providing more varied [image: ]examples.





Figure1. Results of cycle 1 pre-test assessment
[image: ]In Cycle I, although the average score increased to 62 with 50% mastery, some students still appeared shy and were not yet fluent in speaking. Based on this reflection, several improvements were implemented in Cycle II, including adding more varied images, providing supporting vocabulary lists, and motivating students through small competitions.





Figure2. Results of the Cycle 1 post-test assessment
[image: ]By the end of Cycle II, a substantial improvement was observed. The average student score increased to 86, and all students achieved the minimum mastery criteria. Students demonstrated greater confidence, were more willing to speak without prompting, and produced more complete descriptive statements. The classroom atmosphere also became more active and communicative.




Figure3. Results of the post-test assessment for cycle 2
The improvements made in Cycle II produced a significant impact. Providing vocabulary lists, pronunciation practice, and small group competitions increased students’ confidence and participation. The average score rose to 86, and all students achieved the minimum mastery criteria. They were able to deliver descriptions using more complete sentences, clearer pronunciation, and more accurate vocabulary. The classroom environment became far more dynamic; students who were previously passive began speaking spontaneously and collaborated more enthusiastically in groups.
Students' responses to the use of the Guessing Picture Game were highly positive. They felt that learning became more enjoyable, less monotonous, and helpful in making vocabulary easier to remember(Rustam & Amir, 2022). The game also reduced speaking anxiety, as students could practice without fear of making mistakes. Peer interaction increased, and the guessing activity kept them focused and engaged. Affectively, students became more confident and more prepared to speak in front of their classmates. This finding aligns with previous studies indicating that games can enhance motivation and reduce psychological barriers in language learning(Maharani et al., 2024).
The implementation of the Guessing Picture Game proved effective in improving students’ speaking skills. The improvement in scores—from 41.5 to 62 and eventually 86—demonstrates consistent progress in pronunciation, vocabulary, sentence structure, and fluency. Moreover, changes in students’ attitudes and participation indicate that game-based learning can create a more communicative and meaningful learning environment. Thus, this strategy can serve as a relevant alternative for English language instruction, particularly in vocational settings that require practical, interactive learning and foster students’ confidence in communication.
[image: ][image: ]



Figure4. The researcher conducted data collection in the classroom
(CLASS XI TKJ SMK Nurul Jadid )
Table 1 . Comparison of pre-test, post-test cycle 1, and post-test cycle 2
	Stages
	Average Value
	Completion Rate (%)

	Pre Test 
	41,5
	10%

	Post Test Siklus I
	62
	50%

	Post Test Siklus II 
	86
	100%
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Figure5. Comparison of pre-test, post-test cycle 1 and post-test cycle II

Discussion 
		The findings of this study indicate that the implementation of the Guessing Picture Game had a significant impact on improving the speaking skills of the eleventh-grade TKJ students at SMK Nurul Jadid. The increase in students’ average scores from 41.5 in the pre-test to 62 in Cycle I, and finally to 86 in Cycle II confirms that a visual game-based approach can effectively facilitate the learning process, particularly within the vocational education context. These results align with recent studies showing that visual media and interaction-based activities enhance students’ speaking performance more rapidly than traditional lecture-based methods(Tristin Puspitasari, 2021).
In the initial stage, students’ speaking performance was relatively low. They struggled to construct descriptive sentences, had limited vocabulary, and showed high levels of speaking anxiety. This condition corresponds with the findings of (Rahmi et al., 2024) , who state that vocational students commonly experience affective and linguistic barriers when asked to speak in front of the class. Therefore, a strategy that reduces anxiety while providing meaningful opportunities for language use was necessary(Huda & Purwati, 2022).
The implementation of the Guessing Picture Game in Cycle I began to show positive changes. The activity of guessing pictures through spoken descriptions allowed students to practice speaking without formal pressure. The more relaxed and collaborative learning environment encouraged them to try new sentence structures despite occasional errors. This supports (Rahmawati et al., 2022) study, which found that games can create a low-anxiety environment that increases students’ confidence in producing language.
Improvements made in Cycle II, such as adding more picture variations, providing supporting vocabulary lists, and incorporating light group competitions, resulted in more substantial progress in students’ speaking performance. Students began to use descriptive vocabulary more accurately, demonstrated clearer pronunciation, and produced more varied sentence structures. These findings are consistent with recent multimedia learning perspectives, particularly Mayer’s Cognitive Theory of Multimedia Learning (Mayer, 2024), which explains that the integration of visual and verbal elements enhances vocabulary retention and speaking fluency. Recent studies (Navis & Kaltsum, 2021) further confirm that visual-based game activities support faster lexical retrieval and more accurate oral production. Moreover, collaborative elements in the game align with contemporary social constructivist research (Zhong et al., 2025), which highlights that peer interaction in game-based learning environments significantly improves students’ confidence, engagement, and speaking ability.
Compared to studies conducted within the last five years, the present findings are consistent with those of, who reported that picture media improved descriptive skills among high school students. However, this study offers a unique contribution by focusing on the vocational context. The practical and visual characteristics of vocational students make picture-based games more effective than traditional dialogue-based drills. This broadens the scope of prior research, which largely centered on junior and senior high school settings.
Beyond linguistic aspects, the game also influenced students’ affective and social development. Students became more confident, more responsive, and more actively engaged in peer interaction throughout the activities. This finding aligns with recent developments of Self-Determination Theory proposed by (Howard et al., 2025), which emphasize that learning environments fostering autonomy, competence, and relatedness significantly enhance students’ intrinsic motivation. This perspective is further supported by (Sari et al., 2024), who argues that game-based learning effectively promotes students’ motivation and positive learning behavior by creating meaningful, student-centered interactions. In the vocational education context, such motivational and behavioral improvements are particularly important, as they contribute directly to students’ communicative competence and readiness for real workplace situations.
This discussion highlights that the Guessing Picture Game is an effective strategy for improving vocational students’ speaking skills in terms of linguistic components (vocabulary, pronunciation, structure, fluency) as well as affective elements (motivation, confidence, engagement)(Mezia Kemala Sari, 2022). The consistent growth from Cycle I to Cycle II indicates that the success of this strategy depends not only on the media used but also on the ongoing reflective process that lies at the core of Action Research. Thus, this study provides new empirical evidence supporting the broader application of visual game-based strategies in English language teaching within vocational education settings(Syakur, 2020).
Conclusion
This study shows that the Guessing Picture Game is an effective strategy for improving the speaking skills of the eleventh-grade TKJ students at SMK Nurul Jadid. The results of the Classroom Action Research (CAR) revealed a consistent improvement across two cycles. Students’ average scores increased from 41.5 in the pre-test to 62 in Cycle I and reached 86 in Cycle II, with mastery learning rising from 10% to 100%. These findings indicate that visual and interactive activities can facilitate meaningful practice in vocabulary use, pronunciation, fluency, and sentence construction.
Beyond numerical improvement, the learning process demonstrated positive changes in students’ behavior. Students became more confident, more willing to speak, and more active in group interactions(Nathir Ghafar & Raheem, 2023). The use of pictures reduced speaking anxiety and encouraged spontaneous communication, aligning with the principles of Communicative Language Teaching and the Affective Filter Hypothesis. The classroom atmosphere also shifted from teacher-centered to more participatory, enabling students to engage in authentic communicative tasks.
Practically, this study confirms that the Guessing Picture Game is a simple, low-cost, and adaptable strategy for vocational English teaching. Theoretically, it contributes to the limited literature on game-based speaking activities in vocational settings, which differ from general education in terms of learner characteristics and learning needs.
Overall, the Guessing Picture Game proved to be an effective approach to enhancing students’ speaking competence. Teachers are encouraged to integrate similar visual and interactive activities to foster more communicative, enjoyable, and student-centered learning environments in vocational classrooms.
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