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CHAPTER I 

INTRODUCTION 

 

 This chapter presents research background, research problem, hypothesis, 

research objective, research significance, scope and limitation and definition of the key 

terms. 

 

1.1 Research Background 

Vocabulary learning is a basic part in foreign language learning as the implications 

of new words are all the time empasized, regardless of whether in books or study halls 

(Alqahtani, 2015). On the other hand, lack of vocabulary could lead English learners 

to misunderstand in communication. To prevent such misunderstanding, it is a duty for 

the teacher to teach students in appropriate amount of each field of the language skills. 

For students, it is necessary not only to understand the meaning of the words, but also 

the context. It is also mentioned by Morgan & Rinvolucri (2004) , who argue that with 

vocabulary, students need to meet and use, and think about words in various settings, 

various individuals, and maybe in various frames of mind before they can be said to 

have genuinely learn a word of phrase. 

 Vocabulary represents one of the most important skills necessary for teaching and 

learning a foreign language. It is the basis for the development of all the other skills; 

reading, listening, speaking and writing. Vocabulary is one of crucial part of linguistic 

competence or language form which needs to be learned by students to practice in 
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English. In order to facilitate the students to master vocabulary, the teacher needs to 

make the students memorized the vocabulary and gain a lot of them, and even use them 

in a proper way. 

Before mastering English, students at least should know the vocabulary since it is 

the essential component which students should know before continuing to the other 

components. It is supported by  Wilkins in Thornbury (2007) who stated that only with 

vocabularry the meaning of communication can be conveyed even without grammar. 

 In order to make the students interested in learning vocabulary, there are various 

techniques that can be used by the teacher to teach vocabulary to the students.  

Games are exceptionally spurring in foreign language teaching since they are 

entertaining and intriguing, they can be utilized to give practices in all language 

abilities and can be utilized to practice all types of communication (Ersöz, 2000). One 

of the games which can encourage the students to learn English, especially vocabulary 

is Bingo game. It makes the vocabulary learning process become more fun. It is 

supported by the result of study conducted by (Wahyuni, Fauzia, & Syafei, 2016) which 

showed that Bingo game is fun and interesting, besides this game additionally makes 

the vocabularies last longer in the students’ mind. 

Bingo game has some benefits in terms of learning vocabulary. The previous study 

conducted by Noviyanti (2018) found out that using Bingo game to teach vocabulary 

is valuable for the students to comprehend the words, understand how to use the words, 

familiarize with the words and improve stundents’ certainty. The other benefit of Bingo 

game as stated by Jauhari (2015) is that Bingo game can be used to teach vocabulary 
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by helping students learn and memorize new vocabulary in fascinating way. Related to 

the previous statements, it can be conluded that Bingo game can be a good way to 

enrich students’ vocabulary. 

 Based on the previous study conducted by Puspita & Losari (2017) it was found 

out there is a significant positive influence in the experimental group compared to the 

control group. They used Bingo game as an activity to improve the students vocabulary 

in Junior High School. It means that Bingo game is one of good ways to help students 

increase their understanding of vocabulary.  

 Based on the previous study above, it shows that vocabulary have been used in 

some educational level. However, there is a gap where Bingo game is not used in 

Vocational High School. It has been reported that based to the result of test conducted 

by International Test Center in the last 10 years, Vocational High School students’ 

average English mastery is still low or does not fulfill the minimum requirement 

demanded by the working of world (Kementrian Pendidikan dan Kebudayaan, 2017). 

It means that the students of Vocational High School need to increase and gain higher 

numbers of vocabulary in order to fulfill the requirement of the working of world 

related to their own focuses. Thus, this study attemps at exploring whether Bingo game 

can significantly improve students’ vocabulary in the context of Vocational High 

School. 

The preliminary study also conducted by the researcher by interviewed the English 

teacher in SMK PGRI 1 Pasuruan. It was found out that there is a vocabulary problem 

which faced by the students in the tenth grade of SMK PGRI 1 Pasuruan, the problem 



 

4 
 

is they have a limited vocabulary, and this problem leads the students to hardly 

understand the text that is given by their teacher, because they do not understand the 

key words, so that understanding certain text is hard for them. Another problem which 

occurs is that they are struggle to communicate both in speaking and writing, because 

they want to express their ideas but the lack of vocubalry makes them difficult to 

express it. In addition, they also keep repeating the same words while speaking or even 

writing, and this condition is also happen because of the impact of the limited 

vocabulary that is faced by the students. 

The similar research has done by Jauhari (2015) which title is The Use of Bingo 

Game Technique to Improve Students’ Vocabulary Mastery (A Case Study of Eight 

Grade Students of SMPN 01 Batealit, Jepara in the Academic Year 2014/2015). The 

purpose of this research was to identify whether there is a significant effect in the use 

of Bingo Game in students’ vocabulary mastery. 

Another study entitled The Use of Action Bingo Game in Teaching Vocabulary to 

Elementary School Students was conducted by Wahyuni & Syafei (2016). The 

objectives of the study was to help the students of Elementary School Grade 6 in 

mastering vocabularies related to verbs in English. 

There is also a research entitled Improving Students’ Vocabulary Mastery through 

Bingo Game for Grade X of SMAN 4 Purworejo in the Academic Year of 2014/2015. 

This study aims to improve students’ vocabulary through Bingo Game in vocabulary 

learning and teaching process. This was an AR (Action Research) which was done by 

Febriansyah (2015). 
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Based on those previous studies above, some studies about Bingo Game in 

students’ vocabulary mastery has already done. However, there is no similar study 

which conducted in Vocational High School, so that the researcher attempts to conduct 

the similar study by using experimental design in students of tenth grade of SMK PGRI 

1 Pasuruan. 

1.2 Research Problem 

         Based on the research background above, the statement of problem is “Does 

bingo game improve the tenth grade students’ vocabulary mastery in SMK PGRI 1 

Pasuruan?” 

1.3 Hypothesis 

In order to give an answer of the research problem, the hyprotheses are 

formulated as follows: 

1.H0: Bingo game does not improve the tenth grade students’ vocabulary mastery at 

SMK PGRI 1 Pasuruan. 

2. H1: Bingo game improves the tenth grade students’ vocabulary mastery at SMK 

PGRI 1 Pasuruan. 

1.4 Research Objective 

Based on the research problem above it can be shown that the purpose of this 

study is to know whether or not Bingo game improves students’ vocabulary mastery in 

tenth grade of SMK PGRI 1 Pasuruan. The reason why this study is conducted in the 

tenth grade is because it is the available classes for the researcher to conduct the study. 

While the eleventh grade will conducted intership program, it is not effective to conduct 
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the research. Furthermore, the twelveth grade is prepared to face the final exam so that 

the teacher cosiders to choose the tenth grade. 

1.5 Research Significance 

It is expected that the result of this research contributes some significant 

progresses in the teaching of vocabulary. For teachers, it is expected that the teachers 

get more information about another teaching media in teaching vocabulary that can be 

used to improve students’ vocabulary mastery.  Then, for students, it is expected that 

the result of this study will increase students’ motivation to be better in learning 

vocabulary. Through Bingo game, students are expected to have a good achievement 

in vocabulary. In addition, for the next researchers, it is expected that this study will 

give a source or reference and information about the impact of Bingo game on the 

students’ vocabulary mastery. 

1.6 Scope and Limitation 

The scope of this study is students’ vocabulary mastery by using Bingo game as 

teaching media. In addition, this study is limited to the tenth grade students at SMK 

PGRI 1 Pasuruan. 

1.7 Definition of Key Terms 

To avoid misinterpretation, it is necessary to define the key terms, as follows: 

1. Vocabulary means the complete number of words that are needed to impart thoughts 

and express the speaker’s importance (Alqahtani, 2015). In this study, vocabulary 

means as the words which have a meaning and as a basic that is needed for students to 

learn a new language in order to communicate to each other. 
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2. Game to mean an action which is engaging and entertaining, often challenging, and 

an action wherein the students play and usually interact with others (Wright, Betteridge, 

& Buckby, 2006). In this study, game can be defined as an activity that can be played 

by the students in order to help the teaching process become more fun. 

3. Bingo is game which vadaptable, simple and fun. This game can be played in various 

version of Bingo and it is flexible enough for teacher to use in teaching and learning 

process (Satriyani, 2016). In this study, Bingo game is a game that will become a 

teaching media in order to help the teacher to deliver the material and help the students 

to memorize a new vocabulary in a fun way. 

 

 

 

 

 

 

 

 

 

 

 

 

 


