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CHAPTER I 

INTRODUCTION 

 

This chapter consists of several sub-topics. They are research background, 

research problem, research significance, scope and limitation, and definition of 

key term. 

1.1. Research Background 

People communicate with others every day. In order to communicate well 

they need language. People from the same place have not trouble to communicate 

because they have the same language. However, there is a trouble if the people are 

from different place.  

People from different place should learn global language. Many people 

master English already. So, English language becomes important language today. 

Someone should be able to talk in English in order to connect with everyone 

globally. So, it is important to master English very well.  

In Indonesia, many people learn English language. They learn English 

language from elementary school. They take English language course also. They 

do it because they realize that English language is important used to communicate 

in global world.  

In order to be successful in communication, someone must master 

vocabulary. Cameron (2007, in Sari and Muniroh (2013), stated that word or 

vocabulary is the crucial unit in building skills and knowledge. Someone could 

not speak, listen, read, nor write well if their vocabulary is limited. They also 
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stated that vocabulary is the language resource, and the students should master it 

to produce sentences.  

Thornbury (2004), in Meipina (2014), stated that vocabulary is generally a 

matter of remembering. Unlike teaching grammar, which is based on rules, 

teaching vocabulary is vital to know how words are remembered and stored in 

long-term memory. Furthermore, vocabulary supports every skill in English 

language in order to have a successful communication. Consequently, the teacher 

should teach their students to master vocabulary.  

Even though vocabulary is not mentioned in Standard Competence and 

Basic Competence, vocabulary has an important role in English language. The 

K13 revision 2017 curriculum stated that the students should have a meaningful 

interpersonal, transactional, and functional communication about their self, 

family, and person. On the other hand, the students also are expected to 

comprehend the meaning of oral and written texts. As a result, vocabulary is 

important to achieve the students’ basic competence.  

Moeller, et. al. (2009) stated that vocabulary is important in learning 

English as a second language. Vocabulary helps the students to access or produce 

spoken and written form of communication and knowledge. Consequently, lack of 

vocabulary will result to useless teaching and learning process.  

Halimah (2012) found that the students in SMP have a difficulty in speaking 

when they have limited vocabulary. The students could not speak fluently and less 

motivated in English language class because of lack of vocabulary. Saputra (2016) 

found that vocabulary has an important role in reading. The students have 

difficulty in understanding the text because of limited vocabulary. Suryani and 
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Rosa (2014) stated that the students with low vocabulary will use Bahasa 

Indonesia rather than English language.  

The researcher also has an experience in the internship program. In the 

internship program, the students at the seventh grade Junior High School have a 

problem with vocabulary. They cannot speak fluently because of limited 

vocabulary. The students also prefer using Indonesia to speak English words they 

do not know. They also are not motivated to follow English class because they 

cannot speak properly. When the teacher explained in English language, the 

students were too passive and silent.  The teacher should find a way to teach 

vocabulary to the students to solve the problem.  

In improving vocabulary teacher could explain vocabulary to the class. 

However, Meipina (2014) found that when the teacher explains vocabulary to the 

students, the students become less interested. They are passive and bored. As a 

result, the students will not get the vocabulary lesson.  The teacher should use 

media to help students memorize vocabulary better.  

Pan and Xu (2011) also stated that the conventional English language 

teaching used the grammatical translation to teach new words. The teachers teach 

new words or phrases one by one on a list, give several sentences that far from the 

students’ comprehension. Both the teacher and the students make a great effort but 

the result is not satisfying.  

 The teacher should find a way to teach vocabulary in an interesting way 

(Sari and Muniroh, 2013). In this case, games are one of alternatives. Adenan 

(1997) (in Halimah, (2012)) stated that games are self-motivating tools because 

they provide a challenge that can be met successfully. Huyen and Nga (2003) (in 
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Halimah (2012) also stated that games are effective to improve vocabulary 

mastery. Since, it offers relaxation, offers friendly competition, and brings real 

world context.  

Meipina (2014) stated also that using games in teaching and learning 

process has several advantages. First, this is an effective ice breaking activity. 

Second, it motivates and challenges the students. Third, games encourage the 

students to communicate. Next, games provide a real-world language practice of 

various skills. Finally, it provides a proper language practice. In addition, games 

are appropriate media for young learner to learn vocabulary. Games provides 

interesting environment and makes the students more active in teaching and 

learning process.  

Snake and Board game can be chosen to improve the students’ vocabulary.  

Because, this game can lead the students to cooperate with another students. The 

students also familiar with this game because they used to play this in their 

childhood (Saputra, 2016). Halimah (2012) most junior high school students play 

Snake and Ladder Board. Last, Sari and Muniroh (2013) stated that Snake and 

Ladder Board game is a meaningful game, fun, and bring the target language to 

life.  

Snake and Board Ladder game is an ancient game (Umihani, 2013). This 

game requires a dice and a numbered-grid board. There are at least two players. 

One player rolls the dice and move up the ladder based on the dice. When the 

player meets a ladder in a box, he can move upstairs. But, when he meet snake in 

the box, he should move downstairs. The player who reaches the top of the board 

first wins the game.  
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Snake and Ladder game has proved to be a successful tool to improve the 

students speaking ability (Halimah, 2012). Snake and Ladder game has improved 

the students’ speaking ability in terms of their grammar, fluency, and 

pronunciation. She stated also that Snake and Ladder Board game improve the 

classroom situation. The students become more active, attentive, and braver. 

Suryani and Rosa (2014) found that Snake and Ladder Board game improve the 

students’ speaking fluency and motivation. Saputra (2016) also found that Snake 

and Ladder Board game improves the students’ reading ability.  

Based on the explanation above, the researcher wants to solve the problem 

faced by seventh grade students Junior High School by using Snake and Ladder 

Board game. Seventh grade students in Junior High School 5 Siliragung have 

problem with their lack of vocabulary. The researcher wants to solve the problem 

through using Ladder and Snake Board game. The previous research has shown 

that Ladder and Snake Board game as a successful media in improving students’ 

vocabulary. As a result, researcher wants to treat students’ problem in vocabulary 

trough Ladder and Snake Board game.  

1.2. Research Problem 

Based on the explanation above, researcher makes the research question. 

The research question is: “How can Ladder and Snake Board game improve 

students’ vocabulary mastery?” 

1.3. Research Objective 

Research objective is derived from the research problem. Thus, the research 

objective would be: “The study aims to improve the students’ vocabulary mastery 

using Snake and Ladder Board Game” 
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1.4. Scope and Limitation 

The researcher only limits the research on the effectiveness of Snake and 

Ladder Board game on Students vocabulary mastery. The researcher also limits 

her research on class VII A Junior High School 5 Muhammadiyah Siliragung that 

consists of 35 students.  

1.5. Research Significance 

Theoretically, the research can give larger literature review. The research 

can be seen as a literature review for future research. The research also can be 

seen as a proof of successful media in teaching vocabulary. As a result, teacher 

can use the game in teaching and learning.  

For English language teacher, this research can be an inspiration to teach 

vocabulary. Vocabulary mastery is important. Someone cannot communicate well 

if their vocabulary is limited. As a result, teacher can use Snake and Ladder Board 

game to promote vocabulary mastery. 

For student, this research can develop their mastery in vocabulary. 

Researcher hopes that the result of the research can develop students’ mastery in 

vocabulary. Also by using Snake and Ladder Board game students will develop 

their interest and motivation on the English language subject.  

For English Department, the research can be seen as a ground breaking 

research. The research can be as a basis of future research. The research also can 

be as a literature to shape a regulation.  
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1.5. Definition of Key Term 

Improving is making progress or making better from something bad to something 

good. In this term, it is making better students’ vocabulary mastery using strategic 

instruction or Snake and Ladder Board game.  

Snake and Ladder Board Game is a game played with board and dice. 

When a player goes up the ladder, the player will finish quickly. But, when a 

player stops on a snake, the player will go down the table.  

Vocabulary mastery is level of mastery in vocabulary by the students. the 

more vocabulary known by students, the higher the mastery level.  


