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CHAPTER I 

INTRODUCTION 

This chapter discusses some topics related to the background of study, 

research problems, purpose of study, significance of study, scope and limitation, 

and definition of key-terms. 

1.1 RESEARCH BACKGROUND 

English Language comprises four skills; reading, writing, listening and 

speaking. Referring to the title, the writer limits the explanation on the reading 

comprehension skill. According to Kruidenier (2002), reading comprehension is a 

process of extracting and constructing meaning from a text. In a process to 

comprehend a text, learners should be able to understand the meaning of the 

whole content of a text. Isyana (2006), states that learners faced difficulties during 

the comprehension of a text. Furthermore, it is not the learners’ native language so 

they need a strategy to ease them comprehending a text. In this case, teachers take 

the role as a facilitator and guide the students to develop their reading 

comprehension skill with an effective or a proper strategy. 

Teaching strategy has a purpose to help the students in learning process, 

engage learners in any activities in class, develop their critical thinking skills and 

keep learners on task. The design of teaching strategy is suggested being effective 

yet fun and less-traditional that perceived boring by many students. It is largely 

agreed that today’s school faced major problems around student motivation and 

engagement (Lee & Hammer, 2011). The use of educational games as teaching 

strategy is a promising approach due to the necessity of students’ motivation and 
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engagement in learning process. Games are amusing and interesting so it can be 

highly motivating (Ersoz, 2000). Games also have exceptional motivation power; 

it has an opportunity to bring playfulness to skill practice in a way that increases 

the fun quotient and fuels the desire to encourage in the game continuously 

(Ludewig & Swan, 2015).  

Based on the previous research about the use of a game as teaching 

strategy conducted by Talak-Kiryk (2010), it was found that the use of a game in 

learning process make teachers able to make observation on each student and see 

what areas the class or individuals are struggling with or excelling at as well as 

the social dynamics of the group. Then, it allows the students to explore their 

creativity, independence, and higher order thinking. Furthermore, games allow the 

students to work as a team and to work collaboratively towards a common goal. 

Another study was conducted by Schaffhauser (2014) about the use of a game 

offers the excitement of competition and a clear promise of rewards for 

accomplishments. It can also help prepare students to win in the real world.  

In addition, the English teacher from SMA Al-Izzah Batu is also inspired 

by a game called Monopoly. Monopoly is a board game that published in 1935 by 

Parker Brothers and named after the economic concept of monopoly (Wagner, 

2015). It is now owned and produced by Hasbro, the American game and toy 

company (Rivenburg, 2005). The game is about the fast-dealing property trading 

game that obliges the player to move around the game-board buying, trading or 

selling properties. To make the game more educational, the teacher redesigned 

and called it as English Monopoly game. Thus, the current phenomena above 
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inspire the writer to analyze more about this new teaching strategy. The study will 

concerned with the 10
th

 grade students at SMA Al-Izzah Batu. 

SMA Al-Izzah Batu is chosen because it is International school. Besides, 

the creator of the English monopoly game is the teacher of SMA AL-Izzah Batu, 

so this information is exactly based on its origin and attracts the writer to conduct 

a research about the new teaching strategy in reading. The writer entitled this 

research; English Monopoly Game Used by English Teacher as Teaching Strategy 

in Reading Class at SMA Al-Izzah Batu is a thesis as one of requirements to 

qualify for bachelor degree in English education. 

1.2 RESEARCH PROBLEMS 

1. How does the teacher implement English Monopoly Game in reading class of 

10
th

 grade students at SMA Al-Izzah Batu? 

2. What are the strengths and weaknesses of teaching by using English 

Monopoly Game as strategy in reading class of 10
th

 grade students at SMA 

Al-Izzah Batu? 

1.3 RESEARCH OBJECTIVE 

1. To discover the implementation of English Monopoly Game in reading class 

of 10
th

 grade students at SMA Al-Izzah Batu. 

2. To explain the strengths and weaknesses of teaching reading comprehension 

by using English Monopoly Game strategy in reading class of 10
th

 grade 

students at SMA Al-Izzah Batu. 
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1.4 SCOPE AND LIMITATION 

The writer scoped on the implementation of teacher’s strategy in teaching 

reading at 10
th

 grade students in order to review the students’ knowledge about 

reading materials through English Monopoly Game. The writer limits this 

research on 10
th

 grade students of SMA Al-Izzah Batu before final examination 

week. 

1.5 RESEARCH SIGNIFICANCE 

The results of this study are expected to have some benefits for several 

people who are related to this study. The writer divided this significant of study 

into two types: 

1. Theoretically, this study is insist on give contribution to develop the less 

monotone strategies in teaching reading for English instruction both teacher 

and students in teaching and learning process. Expectation from the result of 

this study is English teacher and other education enthusiast can get valuable 

information to take the benefit from English Monopoly game in teaching 

reading.  

2. Practically, the finding of this study is expected to English teachers as 

reference in teaching reading. It is also proposed the students’ comprehending 

ability in reading class more enjoyable and painless. 
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1.6 DEFINITION OF KEY TERMS 

1. Teaching Strategies, teaching strategies is a teacher’s way to provide the

material in education that includes the characteristic, scopes, and events to

give an experience in education (Gerlach and Elly in Fuadatull 2011:6).

2. Reading Comprehension, comprehension as the heart of what it means in

a text with deeply read by thinking and understanding. The goal is getting

know the meaning behind a text (Serravallo, 2010).

3. Monopoly, monopoly is a board game invented by Elizabeth Magie to

demonstrate the economic concept on the board through purchase, sale and

exchange of property in the simplified economic system (Wagner, 2015).


