
1 
 

CHAPTER I 

INTRODUCTION 

 

This chapter presents: background of the study, statement of the problem, 

statement of the hypothesis, purpose of the study, significance of study, scope and 

limitation, and definition of the key terms. 

 

1.1 Background of the Study 

The English subject will be better if it is given in a productive period. 

According to Cameron (2001:13) children learn a second language better than adults. 

This statement is often used to support the early introduction of foreign language 

teaching. Young children can learn both second and foreign languages particularly 

effectively before puberty because their brains are still able to use the mechanisms 

that assistist first language acquisition. It means that teaching a foreign language, 

especially English, to young learners will be easier to transfer the new language to 

them because they still have very good memories. 

The Decree of Ministry of Education and Culture No.060/U/1993 states that 

English is considered as one of the local content subjects in the elementary school 

curriculum. Due to this, many schools have adopted English as a subject especially 

for the fourth-class students. It is stated in the syllabus that the subject is taught in 

order to arouse the students’ motivation and interest in learning the foreign language 

and to reach skills and components of the language. 
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One of the language components that has to be learnt by the students is 

vocabulary. It is written in a local syllabus of English (No. 172/104/4/94/SK) which 

has been legalized by The Ministry of Education and Culture in East Java. It is stated 

that by the end of elementary schooling, the students are expected to master simple 

English of 500 vocabulary items. The details are 150 words for the fourth grade, 150 

for the fifth grade, and 200 for the sixth grade respectively.  

Teaching English vocabulary to young learners is not easy because children 

love something new. Teachers must have many ideas. Fajarianti (2009) found that the 

use of teaching media in teaching and learning process has a significant role. The 

media have to be suitable with young learners and they have to be suitable with the 

material. In teaching English using media, the teacher has to select it according to the 

theme, objective, and characteristic of the students. The research conducted by 

Irawati (2008) showed that the techniques applied by the teacher in teaching English 

vocabulary were translation technique, game, song, stories telling and pictures. From 

the all techniques that have been applied in the teaching and learning process, games 

and pictures are considered interesting in mastering the English vocabulary in the 

elementary school at SDN Kepanjen II Jombang. The teacher’s application of those 

techniques was appropriate with games and pictures, because it made the students 

easier to learn and master vocabulary. Most of the students gave positive responses 

and they were also very happy. Another research conducted by Setiana (2010) 

concluded that the “matching game” was able to increase students’ vocabulary 

attainments. It can be seen from the result of pretest and posttest that showed a 

significant difference. 
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From the research findings above, it can be stated that one way to make 

English teaching more interesting is by using game activities in teaching and learning 

process because games are fun, and children like to play. On the other word, games 

can be very useful as a teaching technique because by using games the students will 

be interested and motivated to learn English. It will improve their vocabulary and, 

therefore, they will get better achievement in vocabulary.  

According to Sabilah (2009:1), games add variation to a lesson and increase 

motivation by providing a plausible incentive to use the target language. The game 

context makes the foreign language immediately useful to the children. It brings the 

target language to life. This theory is also supported by Octaberlina (2009:4) who 

stated that all aspects of language can be reached through games which include 

listening, speaking, reading, and writing. Besides, the language components such as 

vocabulary and structure can also be taught through games. In other words, games 

can be a tool for children to reach a goal of learning because by using games students 

can improve their English language skills and components, especially English 

vocabulary. 

The researcher focuses on the guessing games because it made the students 

attracted and easy to memorize the words used. It gives more opportunities to 

students to improve their vocabulary. According to Maley (1999: 17) the aim of 

guessing game is to guess the answer to a question of some kind. Based on the 

definition, it can be concluded that guessing game is a game in which a person or 

participant knows something and competes individually or in a team to identify or to 

find out the words. 
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The advantages of “guessing game” are that games combine thinking and 

playing, the goals of games are stated clearly so that the students will not only be 

interested in the game but also in vocabulary when the games are presented. The 

guessing game can be expected to make the situation of teaching and learning process 

comfortable, fun, and relax. It means that the “guessing game” is a suitable and 

applicable technique to teach vocabulary. Through games, the students can memorize 

the words easily and get better achievement in vocabulary. 

In this research, the researcher focuses only on “guessing game” to increase 

the fourth year students’ vocabulary achievement at SD Negeri 3 Kraton Kencong 

Jember. That school is chosen because based on the result the researcher’s interview 

with the teacher, it was known that the teacher seldom applies games in the classroom 

teaching in order to increase the students’ vocabulary.  

 

1.2 Statement of the Problem 

From the background stated above, the researcher formulates the research 

question as follows: 

“Does teaching vocabulary using guessing games improve the fourth year 

students’ vocabulary achievement at SD Negeri 3 Kraton Kencong Jember?” 

 

1.3 Statement of Hypothesis 

Hypothesis is a tentative answer from the research problems. In this research, 

the hypothesis is stated as follows: 
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Teaching vocabulary using guessing games improves students’ vocabulary 

achievement at SD Negeri 3 Kraton Kencong Jember. 

 

1.4 Purpose of the Study 

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

stated as follows: 

To know whether teaching vocabulary using guessing games improves the 

fourth year students’ vocabulary achievement at SD Negeri 3 Kraton Kencong 

Jember. 

 

1.5 Significance of the Study 

The result of this study is expected to be beneficial for all English teachers in 

order to get the information about how to teach young learners in their teaching and 

learning especially in teaching vocabulary. The result of this study also would give 

the information about how to teach young learners by using games, especially 

guessing games. It would give a contribution for the teacher in teaching English for 

young learners in order to in improve and increase student’s vocabulary. 

For the English teachers in SD Negeri 3 Kraton Kencong Jember, this 

research would be useful as a feedback of a different teaching technique that they 

might employ in their classroom. This study also can be used as a reference for other 

subjects such as: speaking, reading, listening, and writing. For the next researchers 
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who are interested to conduct the study in the same field, this research would be 

useful for them as a reference. 

 

1.6 Scope and Limitation 

There are many kinds of games such as cards games, board games, and 

guessing games. In this study, the researcher wants to focus the study on the 

effectiveness of guessing games in teaching learning vocabulary. The subject of this 

study is limited for the fourth year students in SD Negeri 3 Kraton Kencong Jember. 

The researcher would take two classes, one class of the students as the experimental 

group and the other as a control group. 

 

1.7 Definition of the Key Terms 

The following key terms are used in this study to avoid misunderstanding and 

misinterpretation. Those terms are: 

Teaching is the instructional process which involves implementing strategies 

designed to lend learners to attain certain goals (Lefrancois,2000:16) 

Vocabulary is a language area that needs continued growth and development for both 

native and non-native speakers long after grammar and pronunciation are under 

reasonable control. (McCarty.1990:2) 

Game is an activity with rules a goal and element of fun. (Jill, 2009)  
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Guessing game is a game in which the participates compete individually or team in 

the identification of something indicate obscurely (as in riddles or charades). 

(Webster, 2003) 

Achievement is the knowledge attained or skill developed in schools usually designed 

by scores or mark assigned by teacher of both. (Tan, 2003:34) 


