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CHAPTER II 

REVIEW OF RELATED LITERATURE 

     This chapter contains related topics which support the research. It includes 

teaching strategy, the definition of reading, teaching reading and monopoly game.  

2.1 Teaching Strategy 

     In the learning process, a teacher guides and helps the students to achieve 

their goals through teaching. Teaching is a process of guiding and assisting the 

students to learn (Brown, 2007:7). It can be accomplished by showing pictures, 

demonstrating, directing learner’s efforts, or by a combination of those actions 

(Harmer, 2007:36). Based on the mentioned statements, it is clear that teaching is 

more than to teach the students to learn something.  

     Furthermore, a teacher needs a certain trick as the set of procedures in 

teaching and learning process that is used to ease them to achieve a certain goal. 

Thus trick can also be defined as the strategy in teaching (Richards, 2012). A 

word strategy is a specific method of approaching a problem or task, modes of 

operation for achieving a particular end, planned design for controlling and 

manipulating certain information (Brown, 2000:260). It is possible if every 

teacher has different strategies in teaching, because every teacher has his/her own 

way to provide the material in the classroom (Philipot, 2009:105).   

2.2 Reading 

     Reading is a conscious and unconscious process of getting meaning from a 

written text or symbol. Reading is also useful for language acquisition (Harmer 
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2007:99). The more students read, the better they get at it. Students’ 

comprehension in reading can be influenced by their ability in vocabulary, 

spelling and their writing ability. Reading text also provides good models for 

English writing. At different times, the teacher can encourage students to focus on 

vocabulary, grammar or punctuation. 

     According to Patel and Jain (2008:113), reading is the most essential and 

useful skill in learning a language. As one of the four basic skills in English, 

Indonesian students are encouraged to have a good mastery in reading because 

most of the scientific and technological textbooks are written in English. There is 

also many great information is available in English. Harmer (2001:200) agreed 

that reading is important for getting information. This skill is more important than 

speaking, listening and writing that makes it not only a source of information but 

also extending one’s knowledge of the language. 

2.3 Teaching Reading 

Teaching is not just to teach, but to help someone to learn to do something 

(Kimbly and Garmezy, in Brown 2000:7). There are many ways to teach reading 

skill in a classroom. Before a teacher start to teach in the class, they need to 

consider who are their students and in what level they are. The following set of 

principle in teaching reading can help teaching and learning process more 

effective and efficient.  

According to Harmer (2007:70), there are six principles behind the 

teaching of reading: 
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1. Reading is an active skill. 

To be successful in reading, both students and teacher have to 

understand what the words mean, see the pictures the words painting, 

understand the arguments, and work out if they agree with them. If teacher 

or students do not do these things, then they just scratch the surface of the 

text and quickly forget it. 

2. Students need to be engaged with what they are reading. 

Students are less likely to benefit from reading text if they are not 

engaged with it, because they do not actively interest in what they are 

doing. When students are really fired up by the topic or task of the lesson, 

they will get much more from what is in front of them. 

3. Students should be encouraged to respond the content of a reading text, 

not just the language. 

The content of reading text such as; the number of paragraphs, 

relative clauses, meaning and the message of the text. Teacher must 

provoking the students’ personal engagement by give students a chance to 

respond to that – for example – message of text in some way. Of course it 

is especially important that they should be allowed to express their 

feelings about the topic of the text. 

4. Prediction is a major factor in reading. 

The book covers, the headlines, the word processed page are the 

hints of what we are going to read. Our brain will automatically start 

predicting at the moment we get one of those hint. Expectations are set up 

and the active process of reading is ready to begin. To make students 
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better and be more engaged readers, teacher should give students ‘hints’ so 

students can predict what they read.  

5. Match the task to the topic. 

It is less possible to ask the students about the question out of the 

topic of what they read. Teacher needs to choose good reading tasks –the 

right kind of questions, engaging and useful puzzles etc. For example: 

teacher give students Hamlet’s famous soliloquy ‘To be or not to be’ and 

ask them what Hamlet means, or give the students a restaurant menu and 

ask them what the menu foods actually are. 

6. Good teachers exploit reading texts to the full. 

Teacher cannot ask the student to read a text which is full of 

sentences, words, ideas, descriptions etc. till the end then drop it to move 

on to something else. Good teacher will integrate the reading texts into 

interesting class sequences, using topic for discussion and further tasks.  

2.3.1 Strategies in Teaching Reading 

 Primary aim of reading is to encourage the students to develop the way of 

their thinking from a text in appropriate way. In this case, the teacher focus is not 

only for teaching with a good strategy to enhance the students’ reading skill, but 

also perceive the students’ learning process to acquire a meaning behind a text. 

In addition, the teacher may have a good strategy to involve the students in 

a process of reading activities. However, the students also possibly have their own 

way of thinking to comprehend texts that are may be different from one another. 

Hence, the following two strategies bellow are probably can help the teacher to 
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propose his/her teaching strategy with students’ learning process in reading 

activity: 

1. Cooperative Learning Strategies 

Cooperative learning is a kind of teaching strategy that commonly used in 

the classroom. According to Brown (2001:47) cooperative learning is one strategy 

that involved students to work together in pairs or group and they share 

information. Cooperative learning also can be defined as approach in teaching that 

maximizes the students to work as a team in which each learner is given 

responsibility for his/her own learning and is motivated to increase the learning of 

others (Richard and Rogers, 2001:192). 

Cooperative learning can be used in any subject at any level, such as 

listening, speaking, reading, and writing (Stone, 2000:1). She also stated that the 

reading activities can be done with fun activity in a group. 

2. Collaborative Learning Strategies 

According to Claire (2015), collaborative learning is commonly used when 

groups of students work together to search for understanding, meaning, or 

solutions or to create an artifact or product of their learning. Further, collaborative 

learning redefines traditional student-teacher relationship in the classroom 

because activities can include collaborative writing, group projects, joint problem 

solving, debates, study teams, and other activities in which students team together 

to explore a significant question or create a meaningful project. 
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2.3.2 Using Game in Teaching Reading 

  To teach reading is a kind of challenge in Indonesia. There is only one out 

of 1.000 people in Indonesia who have serious interest in reading (UNESCO, in 

Hanvitra: 2015). Sularso (2001) said that Indonesian people’s interest in reading is 

very low. Meanwhile, reading is the most essential skill for success in all 

educational contexts (Brown: 2006). Thus, we can conclude that Indonesian 

teacher needs another kind of strategy in teaching reading rather than constantly 

using a traditional strategy to guide their students in reading. 

  Since many students are lack of interest in reading, teacher has to think 

how to engage and stimulate them in learning process with less monotones 

activity. The learning process should be interesting, easy, and it should be fun to 

learn (Pivec & Dziabenko, 2010: 1). For that reason, an English teacher from SMA 

Al-Izzah Batu had been developing a game as a strategy in teaching reading to 

improve his students’ ability in reading activity. 

Games are fun activities that promote interaction, thinking, learning, and 

problem solving strategies (Talak-Kiryk: 2010). Games provide the students and 

their learning are central. It also allows the students to express their creativity, 

independence and higher order thinking. The teacher chose Monopoly game as the 

media for the teaching reading strategy. From here on, the writer wants to focus 

this research on the use of Monopoly game in teaching reading activity of 10
th

 

grade students at SMA Al-Izzah Batu. 
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2.4 Monopoly Game 

Monopoly is a board game that originated in the United States in 1903 as a 

way to demonstrate that an economy which rewards wealth creation is better than 

one in which monopolists work under few constraints and to promote the economic 

theories of Henry George and in particular his ideas about taxation. The current 

version was first published by Parker Brothers in 1935. Subtitled "The Fast-

Dealing Property Trading Game", the game is named after the economic concept 

of monopoly—the domination of a market by a single entity. It is now owned and 

produced by the American game and toy company Hasbro. 

Players move around the game-board buying, trading, or selling properties, 

developing their properties with houses and hotels, and collecting rent from their 

opponents, with the goal being to drive them all into bankruptcy, leaving one 

monopolist in control of the economy. Since the board game was first 

commercially sold in the 1930s, it has become a part of popular world culture, 

having been locally licensed in more than 103 countries and printed in more than 

thirty-seven languages. 

2.4.1 Teacher Apply Monopoly Game in Teaching Reading 

  There are five properties in the original Monopoly game; cards, deeds, 

dice, house and hotels, money. The writer simply figures that the teacher perhaps 

replace the function of each property with something educational. For instance, 

cards. Teacher change the function into English-based question that is in 

accordance with learning material while the rules still the same as original rules of 

Monopoly Game. Otherwise, some property may be erased, like house and hotels 

https://en.wikipedia.org/wiki/Board_game
https://en.wikipedia.org/wiki/Henry_George
https://en.wikipedia.org/wiki/Parker_Brothers
https://en.wikipedia.org/wiki/Monopoly
https://en.wikipedia.org/wiki/Hasbro
https://en.wikipedia.org/wiki/Bankruptcy
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perhaps because it is less necessary. In this English monopoly game, the teacher 

change the each square on the monopoly board with several English materials for 

ten grade students and erased some unimportant properties such as: deeds and 

moneys. 

  First of all, to apply this game, the teacher prepare the media; monopoly 

board, with its properties. Next, the teacher divided the class into several groups. 

Each group can come forward to the class to practice the game by turns. There are 

a six-sided dice for student as the first way to play the game. If the one of the 

student of the group shuffle then drop the dice and they got three, then they need to 

run their pawn to the third square on the monopoly board and see what they got. 

For example, they got functional text. Then they need to explain about functional 

text. 

2.4.2 The Equipment of Monopoly Game 

The equipment or properties of Monopoly game such as; deeds, houses, 

and hotels are controlled by the bank until bought by the players. According to 

Hasbro.com, standard set of Monopoly pieces includes: 

1. Cards 

A deck of thirty-two Chance and Community Chest cards (sixteen Chance 

and sixteen Community Chest) which players draw when they land on the 

corresponding squares of the track, and follow the instructions printed on them. 

2. Deeds 

https://en.wikipedia.org/wiki/Chance_and_Community_Chest_cards
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A title deed for each property is given to a player to signify ownership, and 

specifies purchase price, mortgage value, the cost of building houses and hotels on 

that property, and the various rent prices depending on how developed the 

property is. Properties include: 

 Twenty-two streets, divided into eight color groups of two or three streets; a 

player must own all of a color group in order to build houses or hotels. Once 

achieved, color group properties must be improved or "broken down" evenly. 

See the section on Rules. 

 Four railroads, players collect $25 rent if they own one station; $50 for two; 

$100 for three; $200 for all four. These are usually replaced by railroad 

stations in non-U.S. editions of Monopoly. 

 Two utilities, rent is four times the dice value if one utility is owned, but ten 

times if both are owned. Hotels and houses cannot be built on utilities or 

stations. Some country editions have a fixed rent for utilities; for example, the 

Italian editions has a L. 2,000 ($20) rent if one utility is owned, or L. 10,000 

($100) if both are owned. 

The purchase prices for the various properties vary from $60 to $400 on a U.S. 

Standard Edition set. 

3. Dice 

A pair of six-sided dice. (In 2007, a third "Speed Die" was added for 

variation.) The 1999 Millennium Edition featured two jewel-like dice which were 

the subject of a lawsuit from Michael Bowling, owner of dice maker Crystal 

https://en.wikipedia.org/wiki/Deed
https://en.wikipedia.org/wiki/Mortgage_law
https://en.wikipedia.org/wiki/Renting
https://en.wikipedia.org/wiki/Public_utility
https://en.wikipedia.org/wiki/Dice
https://en.wikipedia.org/wiki/Monopoly_(game)#Speed_Die
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Caste. Hasbro lost the suit in 2008 and had to pay $446,182 in royalties.

Subsequent printings of the game reverted to normal six-sided dice. 

4. Houses and hotels

32 houses and 12 hotels made of wood or plastic (the original and 

current Deluxe Edition have wooden houses and hotels; the current "base set" uses 

plastic buildings). Unlike money, houses and hotels have a finite supply. If no 

more are available, no substitute is allowed. In most editions, houses are green 

and hotels red. 

5. Money

Newer U.S. standard editions (September 2008 and later) of the game 

provide a total of $20,580 in the following denominations: 

 30 $500 bills (orange)

 30 $100 bills (beige)

 30 $50 bills (purple)

 30 $20 bills (green)

 30 $10 bills (blue)

 30 $5 bills (pink)

 30 $1 bills (white)


