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CHAPTER I 

INTRODUCTION 

 

In this chapter presents (1) background of the study, (2) the problem of the 

study, (3) the hypothesis of the study, (4) the purposes of the study, (5) the 

significances of the study,  (6) the scope and limitation, and (7) the definition of key 

terms. Each section is presented as follow: 

1.1. Background of the Study 

Lately, people realize that education is the most important thing to improve 

their quality life. They try to make themselves and their children to be an educated 

people in many ways. Therefore, many schools build more quickly than before. 

Parents demand their children to be smarter in the early age. They ask their children 

to follow many different courses from time to time. Several parents do not know what 

their children want and what their children need. They just force their children to 

study anytime and sometime parents do not allow their children to play. 

From the examples mentioned above, many great schools are built to support 

children’s learning process without losing children time to play. Some schools can be 

called as good schools if they have great teachers, complete facilities, and good 

teaching technique in teaching learning process (Al Arif, 2004). A great teacher here 

is a teacher that can motivate their students to study hard. Great teacher can also 

create something new in the teaching learning process. It means that they give some 

methods that can make the students interested in learning new material or it can be 
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called fresh method to be used as medium to share the new knowledge. According to 

Al Arif (2004) in his e-book entitled “Cara Memilih Sekolah Yang Baik”, a great 

teacher is a teacher that understands the material well, has a good experience in 

teaching, creative, mastering many kinds of teaching techniques and teaching 

methods. 

Furthermore, complete facilities are an important thing that supports some 

school to be a good school. According to Al Arif (2004), complete facilities itself 

include the room of headmaster and the teachers, an ideal classroom around 8x8 or 

7x8 meters, library, activity room such as language laboratory, computer laboratory 

etc, clean bathroom, and a large yard. School that has complete facilities will help 

students in teaching learning process. Students will be able to use many kinds of 

facility that they need in learning some new material, for example when students 

want to learn listening or speaking subject, they can use language laboratory. Many 

kinds of facility are needed by the students and the teacher to support an ideal 

teaching learning process. 

The other fact that supports a good school is a good teaching technique. 

Teaching technique is any of a wide variety of exercises, activities, or devices used in 

the language classroom for realizing lesson objectives (Brown: 2000). Teaching 

techniques are the activities that are used for making the learning process more active 

and help the teacher to manage the classroom. By many kinds of technique used by 

the teacher, students will be interested in learning new material. Many kinds of 

teaching technique can be used by the teacher such as games and songs (Sabillah, 

2004: 137). Those kinds of teaching technique above can be applied by the teacher in 
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order to help the teacher in delivering the material in various ways. So, the students 

and the teacher will enjoy teaching learning process. 

Focusing on teaching English in elementary school, the teacher should have 

many kinds of technique to teach students in elementary school. Game is a good 

technique to teach students in elementary school. According to Schaefer and Rein 

(1986:2), “Playing game is an activity that shares at least two of basic element of 

play: both are meant to be fun and provide a context for fantasy experience”. Game is 

also a fun activity that makes students at elementary school interested to do it. By 

using game, students will get experience when they learn some material from their 

teacher in the class. The experience that they get from playing the game helps them to 

memorize the material that is given by the teacher. They will be more enthusiastic to 

study because they have a role in learning process.  

According to Sugar, S and Sugar, KK (2002:2) in his book “Primary Games: 

Experiential Learning Activities for Teaching” stated that, “Games are an amicable 

way for an educator to present material and assess material learned, in a way that 

appeals to all her students.” Games can be called an effective weapon for the teacher 

to teach their students because games can give so much fun in learning some 

materials. It also helps the teacher to deliver the material and take the attention from 

the students. Games help the students easy to understand the material, games also 

make a learning process easier and going smoothly because both students and teacher 

are interested in teaching and learning. According to Sabillah (2004:137), “It is 

common place that young children learn better through play or at least can be induced 

to go along with teaching that is tempered by “fun” activities.” Elementary students 
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like playing games anywhere such as in the school because they like something fun 

and interesting. Therefore, the teacher should take part in delivering the material to 

the students by using educational games.  

Furthermore, from the previous thesis by Meizalina (2009) entitled “Teaching 

Structure Through Games to The Students of Madrasyah Aliyah Negeri 1 Kepahiang, 

Bengkulu” stated that game is fun, interactive, and exciting. In playing games, 

students can study English structure easily, in a relax atmosphere, and interestingly. It 

means that games are some activities that bring the condition of learning process run 

well. Game also makes student feel comfortable during teaching learning process, 

students will not feel nervous in asking the questions to the teacher.  

Another researcher, Nurul Ula (2008) stated in her thesis that the result of the 

study of teaching speaking using games were the students got chance to use oral 

language. By doing the games, the students feel relaxed, free and confident in 

learning English in the classroom. Game is a good technique that gives students 

chance and role in teaching learning process. Game makes students more active and 

confidence in the teaching learning process. From both of previous research above 

support that game is a technique that makes students feel relax, easy to study, active, 

and confidence to follow all the activity of teaching learning process. Therefore, 

teaching using games is really good to be applied in teaching students at elementary 

school. 

However, not all schools use games to deliver the material to the students. SDN 

Sisir I is one of the good schools in Batu that has great teachers and good teaching 

method. Yet, the English teacher in this school still uses the old method to deliver the 
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material, that is explanation. The English teacher only explains the material in the 

task book and asks the students to answer the question on the book.  

At the first February, the students of University of Muhammadiyah Malang 

who took teacher training practice started teaching process at SDN Sisir I Batu and it 

ended at 24 March 2012. They taught English by using games to deliver the material 

to the students at elementary school. The process of learning ran well by using games. 

Students paid attention to the practice teachers and follow the rule of games very 

well.  However, practice teachers who have taught at SDN Sisir I do not know 

whether teaching English using games has a good effect or not to the students 

achievement. Therefore, the researcher tries to conduct the research to know whether 

teaching English using games give a good effect or not to the students’ English 

achievement by this research entitled “The Effect of Games Used by Practice 

Teachers on the Students’ English Achievement at SDN Sisir I Batu”. 

1.2. Statement of the Problems 

Based on the background of the study, the research problems are formulated as 

follows: 

1. What kind of games used by practice teachers and how to apply the games at 

SDN Sisir I Batu? 

2. How is the effect of games on the students’ English achievement at SDN Sisir I 

Batu? 
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1.3. The Hypothesis of the Study 

The hypotheses of the study are formulated under bellow: 

Ha:  There is significant effect of games to the students’ English achievement used by 

practice teachers. 

Ho:  There is no any significant effect of games to the students’ English achievement 

used by practice teachers. 

1.4. The Purposes of the Study 

Based on the problems mentioned above, the purposes of the research are as 

follows: 

1. To describe the kind of games used by practice teachers and how to apply the 

games at SDN Sisir I Batu. 

2. To answer the effect of games on the students’ English achievement at SDN 

Sisir I Batu. 

1.5. The Significances of the Study 

This research aimed to help the teacher at SDN I Sisir to understand the kind of 

games and how to apply the games in teaching learning process. It also helps the 

reader to know many kinds of game that can be used to teach their children, sibling, 

or the other students that they have. This research helps SDN Sisir I Batu to know the 

effect of games to the students, so that it can be used as an object of consideration in 

improving the quality of the students. 
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1.6. Scope and Limitation  

The scope of this research is focused on games used by practice teachers, such 

as puzzle, crosswords, and guessing games. The researcher also limits the research 

only on the students at fourth grade (2011/2012) of SDN Sisir I Batu. 

1.7. Definition of Key Terms  

a. Games 

According to Sugar, S and Sugar, KK (2002:2), “Games are an amicable way 

for an educator to present material and assess material learned, in a way that appeals 

to all her students”. Games that used by the practice teachers are games that help the 

students to learn the new material such as puzzle, crossword, and guessing games. 

b. Students’ achievement 

Students’ achievement is a change in attitude and behavior after receiving a 

lesson or having learned something (Hamalik, 2001). Moreover, Azwar (2004) 

conclude that, students’ achievement can be operationalized in the form of indicators 

such as the value of report cards, grade of study, graduation rates and success 

predicate. The meaning of students’ achievement here is the students’ score as the 

result of the students’ test after they learn some material. 

 

 

 

 

 


