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CHAPTER I 

INTRODUCTION 

This chapter convey the research background,research problem,research  

objective,research significance,definition of terms, and scope and lmitation. 

1.1 Research Background 

In this era people have to learn second language in order to make them easier 

to communicate. English language is the one of international languages whichhave 

the most enthusiast(Howson et. al, 2013). It forces students to learn English since 

earlier because has entered global competition era.However, sometimes they are very 

difficult to understandwhat teachers teach due to lack of knowledge of vocabulary. 

Vocabulary is the crucial element in English language learning.Unknown 

vocabulary contrived students not comprehend and not be up to learn English. This 

statement is confirmed byEhri & Rosenthal (2007), who state that vocabulary 

learning is central to reading ability and academic achievement.In other words, 

vocabulary is a key to how students can understand and learn foreign language.  

Known in common, children will quickly get bored with a way of learning that 

fully of concentration. Children need more modern teaching learning rather than 

focusing on repetitions of words or dictionaries. Based on Bakhsh (2016), as much as 

any other kids, Saudis is easily recieve new foreign language but they get bored faster 

if the teacher using the old fashion conventional methods and techniques. Another 

opinion also said that students will feel bored if their learning is too easy and not 

challenging. This is supported by Sánchez, Cortés, Riekki & Oja (2011), who say that 
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learning should provide new challenges periodically, so the students do not get bored. 

Therefore, teachers are not only responsible but they must be smart in choosing the 

methods and media that will be used.  

The use of media is very influential on student’s learning interest. Students in 

seventh-grades are still children. They still love to play or learn through game. 

Learning while playing game make students more enjoyable and not feel bored 

quickly. Besides, games have some benefits if we use for learning. Based 

onYolageldili & Arikan (2011),the game has an important role for English students 

and teachers. It is because the game provides pleasure and relaxation, but encourages 

students to issue their own language in creative and communicative ways. In this case, 

students will participate more and pay attention because they enjoy the learning 

process.  

One of the games that usually be used in teaching learning is board game. 

Besides attracting and having many enthusiasts, board games also have a variety of 

benefits. The use of board games in language learning iseffective, low-anxiety, and 

funfor students to learn and practice communicating, as well as developing 

communication strategies that they will apply in the real world (Chang & Cogswell, 

2008). Board games can increase students' motivation and cultivate their curiosity. 

More interest students learn, more quickly they understand the material. Board game 

that often be used for language learning is Scrabble.   

Scrabble is a word game consisting of two to four people who put one letter onto 

a board divided into several boxes. The letters should form words that are in the 
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riddle. It may be based on standard dictionary or lexicon. Because this game is based 

on word play, scrabble is perfect for improving students' vocabulary. Based onCarrier 

(2011), traditional games (such as scrabble) can be adapted to help students 

experience the language of science. For advanced students, making their own games 

using science vocabulary promotes in-depth understanding of words and their 

meanings. Besides, scrabble can help students to increase memorize in vocabulary. 

By using scrabble, students will better understand the meaning of the vocabulary 

itself. 

1.2 Research Problem 

Based on the background of the study above, the researcher formulates the 

statement of problem as : 

1. Is scrabble effective to improve vocabulary of seventh-grades Laboratorium 

UM Junior High School students? 

1.3 Hypotheses 

1. Null hypothesis (H𝑜): Playing Scrabble is not effective to improve 7th grades 

student’s vocabulary. 

2. Alternative hypothesis (H𝑖 ): Playing Scrabble is effective to improve 7th 

grades student’s vocabulary. 

1.4 Research Significances 

This research is expected to contribute in theoretical and practical use as 

described below : 
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Theoritically, this research can be used for students to help them in 

memorize vocabulary. For teachers, it can be used as a instrumentitaly to 

teach. For future researcher can be used as an alternative references in order 

to conduct similliar research. 

Practically, this research can be used for students to play game while 

learning. For teachers they can try fun learning in class. Future researcher 

can use to forward this research or use common research on different topics. 

1.5 Scope and Limitation 

This scope of this study focuses on student’s vocabulary teaching and 

learning process using scrabble. In this study is conducted at seventh-grade 

students’s of Laboratorium UM Junior High School. 

1.6  Definition of Key Terms 

1. Media is a tool for help teachers in teaching learning(Rao, 2014). Media 

make teachers easier to teach something new to students.  

2. Scrabble is one of the favorite games that are often used by English and 

foreign language teachers (Kobzeva, 2014). This game is very useful for 

teaching students with authentic, interesting and stimulating learning 

opportunities. 

3. Vocabulary is the most important element in learning foreign language 

because it is the basic material for making overall grammar patterns. 

Without enough vocabulary, it can cause absence of sentences, absence 

of essays, and the absence of language learning (Pan & Xu, 2011). 

 


