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MOTTO
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SUMMARY

The Effect of Using Taboo Game on Grade 8 Students’ VVocabulary Achievement
at SMP Negeri 1 Bangsalsari in the 2012/2013 Academic Year; Hidayati Agustina,
080210401070; 2013:52 pages; English Education Program of Language and Arts
Education Department, the Faculty of Teacher Training and Education, Jember
University.

Vocabulary is one of the important language components that should be
mastered by the students. Tarigan (1989:2) argues that the quality of someone’s
language skill depends on his/her quality and quantity of vocabulary they have.
Someone who has sufficient vocabulary, he/she will have better performance and
bigger chance to master language. If he/she has low vocabulary mastery, she/he
cannot express feeling, idea and opinion well. By having sufficient vocabulary, they
can express their idea, opinion and chat well with others. Therefore, the researcher
chose game to teach vocabulary. Moreover Wright et al. (1996:1) say that games not
only can encourage and help students sustain their interest and work but they can also
help the teacher to create context in which language can be meaningful and useful.
This means that games can be useful in language teaching learning process.

This research was done to know whether or not there is a significant effect of
using Taboo game on students’ vocabulary achievement at SMPN 1 Bangsalsari in
the 2012/2013 academic year. The research design was quasi experimental research.
The population of this research was grade eight students of SMPN 1 Bangsalsari in
the 2012/2013 academic year consisting of six classes. The previous students’ score
from the teacher were analyzed by using ANOVA. The result of analysis by using
ANOVA was not homogenous. So, the research respondents were determined by
choosing two classes who had the closest mean score. Then lottery was conducted to
determine the experimental and control group.

The research involved two classes, the experimental and the control group.

The experimental group consisted of students who were given treatment, teaching
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vocabulary by using Taboo game and the control group consisted of students who
were not given treatment but they were taught by using lecturing and question and
answer. The research respondents were VIII C and VIII D.

The primary data of this research were collected from the students’ post test,
while the supporting data were gained through interview and documentation and
observation. The primary data were collected then analyzed by using t-test formula.
The statistical value of t-test was - 0.072 , while the t-table with significance level of
5% and the degree of freedom (Ds) of 57 was 1.684 (- 0.072 <1.684). It indicated that
the result of t-test analysis was not significant. Therefore, the null hypothesis (H)
which was formulated: “There is no significant effect of using Taboo game on grade
eight students’ vocabulary achievement at SMP Negeri 1 Bangsalsari in the
2012/2013 academic year” was accepted. On the other hand, the alternative
hypothesis (Ha) which was formulated: “There is a significant effect of using Taboo
game on grade eight students’ vocabulary achievement at SMP Negeri 1 Bangsalsari
in the 2012/2013 academic year” was rejected.

The research results showed that there was no significant effect of using
Taboo game on grade eight students’ vocabulary achievement at SMP Negeri 1
Bangsalsari in the 2012/2013 academic year. Therefore, according to this research, it
is not suggested that the English teacher of grade eight use Taboo game as an
alternative teaching technique in teaching vocabulary. However, it is suggested to be

used at the students that have medium or high proficiency level.
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CHAPTERL. INTRODUCTION

This chapter presents background of the research, problem of the research,
operational definition of the terms, scope of the research, objectives of the research, and

significance of the research.

1.1  Background of the Research

English is an international language (Talebinezhad et al, 2001) that is often
used to communicate among different nations around the word. It is used in any field
of study such as in education, science, technology, economy, trade, etc. It plays a
very important role in many countries. Even in Indonesia, it is the first foreign
language which is important to transfer and gain knowledge, science and technology,
art and culture, and establish international relationship. English has become one of
the most important foreign languages learned by students at schools. It has been
taught from elementary school up to universities. It means that English is the most
widespread language in the world.

Language skills in English that must be mastered are speaking, listening,
reading and writing. In addition, there are some components that support those skills,
namely: vocabulary, structure and pronunciation. VVocabulary is one important aspect
in learning a foreign language. Without a proportional amount of vocabulary anyone
will get trouble in her speaking, reading, listening, and writing. It means that
vocabulary is one element that links the four skills together. It is relevant to
Tarigan’s statement (1989:2) that the quality of someone’s language skill depends on
the quality and quantity of vocabulary they have. It means that someone with richer
vocabulary will have better performance and bigger chance to master language,
because the performance of language depends on the vocabulary he/she has. Without

having sufficient vocabulary, someone will have difficulties in communication with

1
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