
CHAPTER I 

INTRODUCTION 

 

This chapter discusses background of the study, statement of problem, 

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

key terms. 

 

I.1 Background of the study 

Nowadays technology began to enter popular topics, the rapid period of 

technological transformation when it comes to information. Few people could deliver 

the printed books by presses for another several centuries. In contrary, the invention 

and adoption of digital technologies by more than a billion people worldwide has 

occurred over a few decades. Despite the saturation of digital technologies in many 

cultures, no generation has yet lived from cradle to grave in the digital era. 

They were different from any other generation because they were the first to 

grow up surrounded by digital media. Today’s kids are so bathed in bits that they 

think its all part of the natural landscape. They related to technology in a different 

way than the boomers did. For them, the digital technology is no more intimidating 

than a VCR or toaster. According to Don Tapscott (2009) there are three generation 

that develops by the transformation era named Baby Boom, Boomer Adult, and Net 

Generation. 



The first is baby boomer (Don Tapscott: 2009) one of the most common 

questions that are posed regarding baby boomers is ‘what the baby boomer age is?' 

Many people are just not aware of when a person is considered to be a baby boomer 

and how many of them are out there today. Well there are a few different things that 

are important to learn when it comes to baby boomers, but basically the baby boomer 

age refers to when baby boomers were born, which was after the soldiers returned 

from World War II. The baby boomer age range started in 1946 which was about nine 

months after the end of the war, and it continued until about 1964. The range was told 

differently in some cases, but this is the average age range and so anyone who was 

born in between those years is considered as being part of the baby boom. That means 

that today the youngest baby boomers would be around 45 years old, with most older 

than that. 

 Baby boomers set a precedent of being an important generational threat to 

their elders. Previous generations did not have the luxury of a prolonged adolescence, 

after a brief childhood, kids go straight into the workforce. But baby boomers grew 

up in a time of relative prosperity and attended school for many more years than did 

their parents. They had time to develop their own youth culture. They also had a new 

medium through which to communicate their culture television. 

The second is Boomers adult (Don Tapscott: 2009), they are force for social 

transformation, these kids are learning, playing, communicating, working, and 

creating communities very differently than their parents. In the 1985 study of US 

generational cohorts by Schuman and Scott, One of the contributions made by the 



Boomer adult generation appears to be the expansion of individual freedom. Boomers 

adult often are associated with the civil rights movement.  

Boomer adult grew up at a time of dramatic social change, which social 

change marked the generation with a strong cultural cleavage, between the 

proponents of social change and the more conservative. Some analysts believe this 

cleavage played out politically since the time of mid-2000s, to some extent defining 

the political landscape and division in the country. It is precisely because of these 

experiences that many believe those born in the second half of the birth boom belong 

to another generation, as events that defined their coming of age have little in 

common with leading or core boomers.  

The third is net generation (Don Tapscott: 2009), they was born in the 1980s 

and 1990s, the Net Generation children and teens are in elementary school, middle 

school, and high school. They were born surrounded by technology, and with every 

passing year they add more tools to their electronic repertoire. They will develop and 

lined its culture on the rest of society, optimistic, positive and driven to succeed. High 

achievers, they crave rewards and accolades for their hard work. They are aware of 

the many significant problems affecting the world, but they are confident that through 

youthful innovation and ever-improving technology, these problems will be solved. 

Net Generation students are no stranger to community service. Volunteer 

projects have been a part of their academic and extracurricular life since kindergarten. 

Because of this, they value work that has meaning and improves the lives of others. 

They reflect the values of high-profile celebrities who have taken on international 



causes, and youthful billionaires who have embraced philanthropy. In 2005, the Peace 

Corps recorded its largest influx of applications in 30 years. Among the Net 

Generation, it is cool to be smart, and successful.  

According to Marc Prensky (2001), digital Immigrants are those of us who 

were not born into the digital world. The Digital Immigrant teachers assume that the 

students today are the same as they have always been, and they use the same method 

that they got when they were students to teach their students today. Digital 

immigrants also do not believe that their students can learn successfully while 

watching television or listening to music because they think that learning can not be 

fun. 

Unlike most Digital Immigrants, Digital Natives live much of their lives 

online, without distinguishing between the online and the offline (Marc Prensky: 

2001). Instead of thinking of their digital identity and their real-space identity as 

separate things, they just have an identity (with representations in two, or three, or 

more different spaces). They were joined by a set of common practices, including the 

amount of time they spend using digital technologies, their tendency to multitask, 

their tendency to express themselves and relate to one another in ways mediated by 

digital technologies, and their pattern of using the technologies to access and use 

information and create new knowledge and art forms.   

Digital Natives are constantly connected (Marc Prensky: 2001). They have 

plenty of friends, in real space and in the virtual worlds indeed, a growing collection 

of friends they keep a count of, often for the rest of the world to see, in their online 



social network sites. Even as they sleep, connections are made online, in the 

background, they wake up to find them each day. Sometimes, these connections are 

to people the Digital Native would never have had a chance to meet in the offline 

world. Through social network sites, Digital Natives connect with and IM and share 

photos with friends all over the world. They may also collaborate creatively or 

politically in ways that would have been impossible thirty years ago. Digital Natives 

do not just experience friendship differently from their parents, they also relate to 

information differently. 

According to (Brown: 1995), learning style is the way of people comes to 

understand and remember information. Recognizing how the students learn is 

important for the teacher to determine the appropriate the teaching techniques. It is 

because every student has different learning style in learning. Learning styles are not 

abilities but they are the preferences in how the people use their abilities. There is no 

the best or worst learning style in individual.  

According to (Derekeb: 2008), today’s students want to control how, what, 

and when a task is completed. They use social media and other web-based 

technologies are well suited to provide ways for students to engage in a social, 

collaborative, and active dialogue in the online learning environment with their peers 

and instructor. In this way, students can utilize social technologies to share their 

thought processes and provide feedback to their learning community, they are able to 

help each other work, modify their perceptions, and negotiate their own views. 



 Technoteach: 2010 stated that in Marc Prensky’s book: 2010: 10 wrote about 

what the students want from the school. They are not to be lectured, respected, 

trusted, follow own interests and passions, create, work collaboratively, connect and 

real education.    

This research is close to Risa Rosandi (2005) with the title “a study on the 

students’s learning style at SMU 2 Batu”, she found three kinds of learning style, 

there are visual learning style, auditory learning style, and kinesthetic learning style. 

And the style mostly used by the students was kinesthetic. The second is Tri 

Kurniawati (2008) with the title “a study on the student’s leaning style in learning 

English at SMA N 1 Kawedanan, Magetan”, the result of her study is the students 

learn English based on their own preference, the students could employ multiple 

learning style, this is because they could employ all the kinds of learning style in 

learning English. And the last is Fahrur Rhozi (2008) in title “the student’s learning 

style in learning English at SMP N 3 Bangkalan”, he also found three kinds of 

learning style, the major learning style is visual, while their minor learning style are 

kinesthetic and auditory learning style. From the explanation above, the researcher 

wants to know more about the learning style used by digital native learners especially 

in the junior high school level with the title “A Study of Learning Style Used by 

Digital Native Learners at SMP N 2 Sukapura, Probolinggo”. 

 

 

 



I.2 Statement of Problem 

Based on the background of the study above, the problems are: 

1. What is the learning style used by digital native learners in SMP N 2 Sukapura, 

Probolinggo? 

2. What are the dominant learning styles used by digital native learners in SMP N 2 

Sukapura, Probolinggo? 

 

I.3 Purpose of Study 

Based on the problems above, the purpose of the study are: 

1. To know what is the learning style used by digital native learners in SMP N 2 

Sukapura, Probolinggo. 

2. To know what are the dominant learning styles used by digital native learners SMP 

N 2 Sukapura, Probolinggo. 

 

I.4 Scope and Limitation 

The writer limits the research only English learning style that used by the digital 

native learners, because the researcher believe that it will be different by the other 

learners. In addition, the researcher limits this study only in SMP N 2 Sukapura, 

Probolinggo as an example. Furthermore, the scope of this research was the study of 

learning style used by digital native learners at SMP N 2 Sukapura, Probolinggo. 

 

 



I.5 Significance of Study 

After this study has ben completed, theorytically the researcher attemps to 

provide a real description about the kind of lerning styles. Practically, it helps the 

students to balance their learning style effectively. Only few learners know that 

learning style can  help them to learn everything easier and effectively. To clarify the 

significance of this study, the researcher stated as follows: 

1. For the students 

By recognizing the learning style it will help the students to balance their 

learning style, so that the student will learn better. 

2. For the teacher 

It will give the teacher a real description about the learning style of their 

students, so that the can find an effective approach for almost all their students 

just by serving information in different way (De Potter: 2001 in Karmi: 2005). 

 

1.6 Definition of Key Terms 

To avoid ambiguities and misinterpretation of some terms and content of this 

study, it is necessary to define the key term. 

 Learning  : The act, process, or experience of gaining knowledge or skill, 

is the permanent change in the ability to exhibit a behavior as a result of 

successful or unsuccessful experiences (Klein, 1997). 



 Learning style: how elements from basic stimuli in current and past 

environment affect an individual’s ability to absorb and retain information 

(Kenneth, 1997).  

 Learners  : a person formally engaged in learning. 

 Digital native: all “native speakers” of the digital language of computers, 

video games and the Internet (Prensky: 2001). 

 


