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CHAPTER I 

INTRODUCTION 

 

      Chapter I of this research presents such topics as; background of study, 

statement of problem, purposes of study, significance of study, scope and limitation, 

definition of key terms. 

 

1.1 Background of Study 

The expansions of 21
st
 century technology has meant that adult and children 

live in society where digital devices are integral to their everyday lives and society 

participation. Nowadays, peoplerealized that they can’t live in this globalization 

world without these technologies. We communicate, learn, work, entertain ourselves, 

and shops are influenced by technology. Even, gender and aged cannot avoid the 

growth of technology.  

 The term of “digital devices” is used to describe the items that comprise 

cotemporary technological innovations which are made possible through 

digitalization (e.g., robots, iPods, Free-pollution cars and mobile phones) and “old” 

technologies (e.g., television), which have been transformed through digitisation 

(Marsh et. al., 2005). The innovations of technology not only in daily needs, game 

industrial has already experienced the effects of technologies developments. 

Similar with other technology innovations, games based on the 

computerization are most popular and joyful to play. One of the games which 

showed technology development is PlayStations. This game is based on audio-visual 



2 
 

and computer. Every age limit is allowed to play this game including an adult; it is 

not only definite for teenagers or children. Young children which are born in the 21
th 

century are socialized into the digital world and often identified as “digital natives” 

(Prensky, 2001; Zevenbergen& Logan, 2008). 

The factors of social-economy can be one that effecting to the PlayStation’s 

expansion. The growth of the social-economyenables to the parents get PlayStation 

to their children. It’s possible to the children to have their own PlayStation at home. 

Besides that, the growth of PlayStation rents increases each year. 

The emergence of this game has arisen some arguments about the advantages 

and disadvantages of this game. In learning aspect,this game has bad effect to the 

students. Bad score reports; undisciplined study time, school absences, and school 

assignment abandoned are examples of bad effects of PlayStation’s addicted. 

Education is a vital aspect of human being. The purpose is to raise the human 

source. Hence, the education has big responsibilities to develop students’ ability, 

including students’ achievement of learning process. Learning language is the way 

for gathering information around the world, and the easy ways to make 

understandable about science from different language. The most common language 

which called by “global language” used by information developer is English. 

English is one of the important languages that must be studied by people. 

Nowadays, English begins to be a vital language around the world, without this 

language it is impossible to many people to communicate with people in others 

country. School is the best way to learn English. Many schools are already give full 

attention to this subject. English itself is contains by four aspect of learning; they are 



3 
 

reading, writing, listening and speaking.Achieving English learning goals are fully 

depends on two main factors of learning; they are skills and motivations (Gardner, 

2001). Gardner states that, “to optimizing students’ motivation, learning process 

needs three basic elements of learning; they are teachers, materials, and media”. In 

order to achieving English learning goals, the development of technology has 

brought the attractive attention to the many educators and researchers for possibility 

to use them for educational purposes, particularly for supporting literacy 

development (Gee, 2003). 

Find some attractive media that related to the students’ need is a difficult task 

for the best part of the teachers. Warschaucher (2003) states that one attractive media 

is useful for delivering media to the students; the students will easily absorb the 

material in the way that they interested in. The researcher is interested on 

PlayStation, because it is played by the best part of people, and the researcher 

assume that PlayStation has an advantages on education system, especially on 

learning English. PlayStation itself have many various kinds of game, for example 

sports, daily live, adventures, business ruins, ect. Because of that, the researcher had 

a notion of PlayStation which are able to increase the concentration level of brain. It 

had been noticed that gamers adopt an attitude while playing PlayStation in such of 

highly concentration; they do not realize that they are learning. And the similar 

attitude of concentration could be adopted at school. This is the significant benefits 

can be used by the teacher to delivering the material and the students will absorbed 

the material easily. 
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On last previous research conducted by Husniah (2003) ”The Correlation of 

Video Games on Students’ Aggression Attitude Formations of SLTPN 3 Sidoarjo 

Grade II” states that there was correlation between these two variables with 

percentage of 10,7%.By using Product Moment formula, the results are r = 0,328 and 

P = 0,003. It was explainable, when the students on highly intensity of playing video 

game, the raising of students’ interest on learning activity using video games will 

increase so. 

Second research conducted by Habibi (2009) “The Influence of PlayStation to 

the Learning Achievement of Students’ MAN Jombang”. This research is focused on 

the influence of PlayStation to the students’ learning achievement. On the result of 

research using Product Moment formula, indicated that the influence of PlayStation 

to the students’ learning achievement r = 38,2% based on the coefficient correlation 

values 0.328.  

The influence of PlayStation to the learning achievement has been proven. 

Hence, the researcher is interested on researching about there is or no influences of 

Playstationin children’s reading English learning achievement. 

Technology is a potential solution for supporting English language 

development in school settings. Many educators are using the technology advantages 

to make them easier to delivering material information to the students. Because of 

language learning is start so early when people were born, it is important to consider 

some alternatives way to learn English, particularly in out of school setting. 

Todays literacy is no longer viewed as grammar and structured of the 

sentences. Literacy now is include a wider range of semiotic systems that cut accross 
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reading, writing, viewing and speaking (Synder, 2001; Street, 2001; Cloonan, 2005). 

Reading and writing, both of these words, especially reading, invoke some responses 

from parents, educators and wider community. Many discussions are exist about how 

is reading should be taught, and many controversies are arisen as to decided which 

method are better to used for teaching reading. 

Therefore, it is important to the children to learn literacy besides school 

setting. Studies today has identified about building bridge between home and school. 

There is no hesitancy that might be possible to used home environment as a learning 

area. The educators are considering that the real world extends beyond the classroom. 

The utilization of home area as education circle has the positivity effects. In 

order to increase the children’s literacy, any technologies of out-school setting are 

accepted. This may lead to one question whether new educational technologies are 

present one possibility for delivering the academic needs of low-performing English 

language learners, in out-school range. As we know the maximal learning 

achievement are not depends only by internal factors, but external factors are 

included.  

Games are one of the external factors which have effects to the children’s 

English achievement. PlayStation is one of the technology-games that can be an 

alternative media to learn English. Because of PlayStation is made from foreign 

country and it is already became an international product, it is possible to have three 

or more different languages which are display as game instructions. But 

PlayStationhas made specification of the language; it is changed into English as a 

permanent language.  Hence, the children who are playing with this game, they will 
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not realize that they already learn some new vocabularies and new sentences during 

play the game. This is called "learning by doing" while playing video games while 

fostering creative thinking. It is impossible to the players (children, in context) to 

accomplish the game without they do not understand the game instructions, which is 

appeared as English language form.  

 Westera states that, social commentators have created the terms of 

“techno-optimist” and “techno-pessimist” to describe people’s perceptions of the 

inclusion of digital technology in everyday life (2005). Many people judged that 

PlayStation do not have any regulation to count in as educational technologies. 

Based on people’s perception of PlayStation, this research is move on in order to find 

out whether PlayStation has effect to the children’s English language achievement or 

not, particularly English reading skill. 

 

1.2  Statementof Problems 

     Based on the background above, the writer formulates the problem as follows: 

1. Is there any influence of PlayStation to the children’s English reading 

achievement? 

 

1.3  Hypothesis 

Hi : PlayStation influenced the children’s English reading achievement. 

Ho :PlayStationnot influencedthe children’s English reading achievement. 

1.4  Purpose of Study 

      The purposes of the study are described as follows: 
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1. To investigate whether PlayStation has effects to the children’s English reading 

achievement. 

2. As an application of knowledge which is gained during lectured process to the 

developing cases on the society. 

3. As a prerequisite to achieve Sarjana degree in English Education. 

 

1.5  Significant of Study 

      The significant of study are described as follows: 

1. To assisting parents, educators and society to know more and deeply understand 

how far PlayStation’s positive-effects to the children’s English learning 

achievement, particularly on reading skill. 

2. To education’s development, as a material considering of the possibility of 

PlayStation’s utilization as an alternative media to learn English. 

 

1.6  Scope and Limitation 

     Scopes of the study are followed by PlayStation game and children’s English 

learning achievement. On the other hand, the limitation of the study is only focused 

on the English reading skill. Scope and limitation are written on purpose to decrease 

broader discussion of the study. 

 

 

 

1.7 Definition of Key Terms 
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1. PlayStation : Kind of video-game console released by Sony Computer 

Entertainment in December 1994. One of the game 

technologies developments based on the computerization and 

audio-visual features. 

2. Reading skill   : One of four aspects of language learning, which define as 

act of look at or understand something written or printed.  

3. Achievement : The result of learning process which is gain by students 

during lectured and tasks in school area 


