
CHAPTER I 

INTRODUCTION 

 

This chapter review background of the study, statement of the problem, hypothesis, 

and purpose of the study, significance of the study, scope and limitation, and definition of the 

key terms. 

 

1.1. Background of the study  

In learning English, the important skills has to be mastered by learners are 

speaking, reading, listening, and writing. Therefore, the learning of English in junior 

high school which includes those four skills is taught integrated including the learning of 

speaking. Meanwhile, among those skills, speaking seems to be the most important skill 

that a learner should acquire. 

According to Fuchler (2003, in Karima, 2011), speaking is the verbal use of 

language to communicate with others. It means that communication is commonly used in 

daily activities. In modern era, we are supposed to use English well. By mastering 

speaking well means that we master the world. 

Speaking should be mastered not only for transmitting though, but also for 

developing vocabulary, providing knowledge, pleasure, personal enrichment, intellectual 

growth, helping in understanding of personal problem, improving one’s self concept and 

conveying the problem. Speaking also has the value of helping children learn to express 

their own though and makes them familiar with language patterns. 

 In learning speaking, it is not easy for students. Ur (1996) mentions four 

problems related to speaking activity such as nothing to say, low or uneven participation 

and mother tongue. Many students are not good at communication because they are 



worried about making mistakes, fearful or losing face, or simply shy of attention that 

their speech attract. These problems force the teacher to be more creative and be aware to 

make their class more creative. 

To help students develop their communication efficiency in speaking interaction 

can use a balanced activities approach that combines language input, structured output 

and communication output. Using games delivering lesson can be a good solution. 

According to Hadfield (1999, in Qistiyati, 2003), a game is an activity with rule, a goal 

and an element of fun. It means, by using game it can make students improve their 

speaking in a relaxing and joyful atmosphere.  

Ahmad (2011) explains that game is one way that can be used to increase and 

improve student’s speaking skill. In short, games can be a very useful teaching technique 

because the students will be interested and motivated to learn English so it will improve 

speaking ability. 

One of the games that can be useful for speaking is Alibi game. According to 

Kenneth Beare (2011), ALIBI game is a fun classroom game which encourages students 

to communicate using past tenses. According to Boggle’s world website (Download at 

25
st
 September 2011), Alibi game is a fun lesson plan that gets students to talk and ask 

questions.  

This game involves all of students in the class. In doing the game, teachers will 

explain common crime such as bank robbery or murders. One of the students committed 

a crime and needed to solve it. The teacher gives a very few basic details, such as the 

approximate time of the crime and where it happened. According to Walton (2011), the 

objectives of Alibi game are to promote fluency, practice asking and answer question 

using past tenses, apply collaboration and negotiation in group. It is the new technique 



using game whether encourage students to motivate and be active in expressing their 

ideas, so that the goal of learning can be achieved. 

The theoretical explanation above is also supported by several empirical 

researches. Kharima (2010) conducted a study on guessing game to improve students’ 

speaking ability on profession for seventh grades At SMP Negeri 1 Gali. The result 

showed that “Guessing game” was able to increase student’s ability speaking. It could be 

seen that the result of pre-test and post test showed significance differences. The average 

value of the pre- test was 36.6 and 65.2 of post-test. It was increased about 49.5 from the 

pre-test. 

Setiana (2009) also investigated research about improving students’ vocabulary by 

using “Matching Games” at MTS Nurul Ulum Gadung Malang. The result showed that 

different average score showed improvement from 63.71 to 86.14. It means that 

improving students’ vocabulary using “Matching Games” can improve the students 

speaking proficiency.  

This study will be about improving first year students’ speaking by using “ALIBI 

Game’ at SMK Muhammadiyah 2 Malang, located in Baiduri Sepah 27 Dinoyo Malang. 

In this school, the students have some problems in speaking dealing with the lack of 

speaking practice, and also low self –confidence to express their idea, these explanation 

based on the result of researchers’ observation. In addition, the teacher teaches the 

students memorization of dialogue and pattern of English grammar in the class. As a 

result, the students get low achievement in speaking. Therefore, the researcher wants to 

know how teaching using ALIBI game can improve students’ speaking ability. At the 

time being, the teacher of SMK Muhammadiyah 2 Malang teaches her students in 

classical method that they do not have much knowledge about the teaching strategy yet. 



By conducting this research the writer hopes to deliver an alternative teaching technique 

that can be used to improve students’ speaking skill effective.   

 

1.2. Statement of problem 

Based on the background on the study, the research problem is stated as follows: 

“Does teaching speaking using ALIBI games improve the first year students” speaking at 

SMK Muhammadiyah 2 Malang?  

 

 

1.3. Hypothesis  

Hi. Using ALIBI game improves students’ speaking ability at SMK Muhammadiyah 2 

Malang.  

Ho. Using ALIBI game does not improve students’ speaking ability at SMK 

Muhammadiyah 2 Malang. 

 

1.4. Purpose of study  

The purpose of the study is formulated to answer the research question. The 

purpose of study is: 

- to know whether teaching speaking using ALIBI game improves first year students’ 

speaking ability at SMK Muhammadiyah 2 Malang. 

 

1.5. Significance of the study 

It is expected that the study will give the following contributions.  

- To teachers 



The result of the study can give information to English teachers about the new 

technique using game to motivate their students to speak well. 

- To students  

By using game in teaching speaking process, it is expected that, the students study in 

a relaxing atmosphere and joyful in learning process, so that they can improve their 

speaking skill in a good condition. 

- To researcher 

The result of the study is hoped to be used as reference for English teacher especially 

using game to improve students speaking skill. 

 

1.6. Scope and limitation 

Based on the background of the study, the scope of this study is focused on the 

use of ALIBI game in teaching speaking. And it is limited toward first year students of 

SMK Muhammadiyah 2 Malang.  

 

1.7.Definition of the key term 

To avoid misunderstanding of the terms used in this study, some key terms are 

defined as follows: 

1. Improving means become or making something better, to achieve or produce 

something of a better standard or quality than else (Hornby, 1995, in Lailatul 2009). 

2.  Game is rule – based competitive activities usually involving a time limit and / or 

visual display features in which the player must acquire and/ or manipulate 

knowledge to reach success (Richards, Platt and Platt, 1992, in Achmad, 2010). 



3. ALIBI game  is a fun classroom game which students do not only need to talk and 

answer question using past tenses, but also students practice how to apply 

collaboration, promote fluency and negotiation in a group. 

4. Speaking is expression ideas and opinion, expressing a wish or a desire to do 

something negotiating and/or solving a particular problem or establishing and 

maintaining social relationships and friendships (Mendonough, 2003, in Windarstin, 

2010). 

5. Speaking ability is ability to express the articulation of sound, to state and to share 

our though, idea and feeling. (Tarigan,1988). 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 


