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CHAPTER I 

INTRODUCTION 

This chapter present general outline of this study. It covers the research 

background, research problem, research objective, scope and limitation, research 

significance, and definition of key terms. 

1.1 Research Background 

English is an international language and also has become the global language. 

English is a foreign language in Indonesia who learned at the school by the 

students. The students are required to master of the English language to a certain 

extent. As an international language, English is an important language. Almost all 

of the students learn English in the classroom. Students should show their natural 

appearance in mastering the English language as native speakers do in normal 

communication without feeling too shy to speak, fearing of losing face or making 

mistakes.  

On the other side, communication is the ways we learn how to speak in 

English. Most people, one of the most important aspects of learning a foreign or 

second language, and success are by mastering the art of speaking which is 

measured in terms of the ability to carry out the conversation in that language 

(Fauziati, 2008). A good performance in English is required at all levels, and 

students are expected to use English in a variety of situations, both in and out of 

their classrooms and in local and foreign communities. 

Moreover, using the card game makes students will feel enjoy to be in the 

classroom without fear or boring. Card game is game with using card. Rixon  
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(1979), said that visual prompt such as a small word or picture cards not only is 

attractive but also influence turn-talking in game. So, by using the card game, the 

students can talk more and also make students speak spontaneously to express 

what they feel and make them active in the classroom. Students will be more 

interested in learning the English language by way of game method. 

English is taught in every institution in the world. In Indonesia, English has 

been introduced by educational instructions from kindergarten until university. 

There are four language skills that one must process in learning English that is 

listening, speaking, reading, and writing skill. Speaking and writing are obviously 

skills and involve several kinds of products on the part of the language user. 

Reading and listening are receptive skills that the language user is receiving 

spoken or written language (Harmer, 1989). 

However, there are many activities to increase student’s speaking skill 

significantly. Those activities have many techniques, one of the techniques that 

can be used to improve student’s speaking skills are using card games. To make 

student able to use English for communication, one of the skills that have to be 

mastered by students is speaking skill.  

Based on the whole explanation above, the researcher is interested in this 

research. Furthermore, the researcher carries out the research the effectiveness of 

using card games to students’ speaking skill at SMP 8 Muhammadiyah Batu as 

well as to train the students to speak well. 
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1.2 Research Problems 

Based on the background of the research, the researcher would like to know 

whether the use of card games in teaching can improve student speaking skill. 

The problem can be formulated as follows: “Does using card games improve 

students’ speaking skill at SMP 8 Muhammadiyah Batu?” 

1.3 Hypothesis 

Based on the research problem, the hypotheses are stated as follow: 

H0 : Speaking skill by using card games cannot improve students’ speaking skill 

at SMP 8 Muhammadiyah Batu. 

H1 : Speaking by using card games can improve students’ speaking skill at SMP 8 

Muhammadiyah Batu. 

1.4 Research Objective  

Based on the research problem, the propose of this research is to know 

whether or not using card games improve students’ speaking skill at SMP 8 

Muhammadiyah Batu. 

1.5 Scope and Limitation 

This research focuses on using card games to improve students’ speaking skill 

include vocabulary, grammar and pronunciation. Besides, this is limited in the 

situation when card games are applied in speaking class at SMP 8 

Muhammadiyah Batu. The card was consisted of colours, picture, words, and also 

a combination of them. 

 

 



4 

1.6 Research Significance 

The result of this current study is expected to give significance to both 

theoretical and practical significance. In a theoretical aspect, this study is 

expected to provide insights and additional references to future researchers or 

teachers in the teaching research.  

In a practical aspect, this study is expected to make students more confident in 

speaking classroom, and also can improve their speaking skill. On the other side, 

the teacher is expected to give an alternative solution in teaching speaking skill, 

and also it will help the teacher to identify the students’ difficulties in speaking. 

1.7 Definition of Key Terms 

Avoiding some incorrect interpretation of this research title, the researcher 

wants to explain and clarify the term used: 

a Speaking Skill 

Speaking is a method of transcribing the sounds of language and also the art of 

communication and one of productive skill that must mastered by the student in 

English classroom to achieve the language goal of speaking subject. According to 

Harmer (2007), said that speaking as skill, where is a task to complete and 

speaking is the way to complete. 

b Card game 

The card game is game with using the card. According to Harmer (2001), 

games which are designed to create communication between students often 

depend on as information gap. 




