CHAPTER 2

REVIEW OF LITERATURE

2.1 Learning Vocabulary

2.1.1 TheReason of Learning Vocabulary

In learning language, vocabulary becomes the basjwect. Richards (
2001:4) defines that vocabulary of the obvious congmts of language and one
of the things applied in linguistic. Another resdsr, Allen and Valette
(1997:149) say that students who are involved ant@w linguistic setting tend to
pick vocabulary first and gradually develop a maceurate structural framework
to use words. It means that vocabulary as thetfirsy should be mastered by the
pupils who are learning a new language. As a neunér, neither younger or
older students usually have a problem in learnimgpbulary. It is a teachers’ duty
to fix it. As a good teacher, he or she has to esaotvusing a creative way.
Theacher should explore his or her knowledge to time techniques on how teach
vocabulary. Therefore the learning process becase.e

A good mastery of vocabulary helps the studentseexpress their idea
precisely. By having many stocks of vocabulariég $tudents will get ease in
learning language skills. It means that the stuslenl minimize the difficulties
in learning those language skills.

2.1.2 ThePrinciplesof Teaching Vocabulary

A teachers should know the principles of teachiogabulary when he or she
begins to teach vocabulary. According to Nunan 8085-141) there are four

principles in teaching vocabulary, the first isdsan the most useful vocabulary



first, the second is focus on the vocabulary inriwst appropriate way, the third
is give attention to the high frequency words asrthge stranda, and the last is
encourage learners to reflect on an take respdihgitor learning. This statement
tells that there are many things that have to bedehen teaching vocabulary in
oreder to make the students understand about twnagre learning.
2.1.3 Strategiesin Teaching Vocabulary
In order to ensure students anxiety during theniegr language certain
techniques could be applied. One of the techniguearning language through
fun activities. Among fun activities songs, rhymasd games are the most
effective one to be used.
According to Shaheen (2009:168) there are somenigabs in teaching
language as follows:
1. Music
Music can be alternative ways when teaching langukgvill help the teacher
to attract the students’ attention. Moreover ibdiglp the teacher to reinforce
the core of daily learning that taught at that daxch as teaching parts of body
vocabularies. Cakir, 1999 as cited in Shaheen (2689 stated that every
student has a natural taste for music and becausizab English language
teacher around the world use such enjoyable angbostiyye means for
children to improve language learning and acquoisiti
2. Rhymes
Action rhymes can cvaptivate the students and ttedpteachers deliver the
meaningful language learning. Action rhymes alsdp heven beginners

associate words and phrases with meaning. Repetiiwing rhymes is the



most important core. Students do nor realize thay tare learning English.

They just feel happy. They do not find diffucultisen they try to memorize

it. They remember the whole rhymes with ease.
3. Games

Just like songs and rhymes, games also providevtimelerful atmosphere in

the learning English class. It has proved by massearch. According to

Shaheen (2009:168) there are some reasons why gsimg in learning

English is effective as follows below.

1. Game creates the fun class atmosphere. Studentwiling to join in
game. They do not just present at class, sit atdnliwhat the teachers
say. They enjoy themselves by joining in game.

2. Every game has purpose and outcome. In orederaig ghme has more
specific purpose. Students have to communicate thighr team if they
want to win. Another purposes, they have to lisdeout the instruction.
So they have to pay attention. If they do not pégndion, they will lose.
Furthermore they have to able to listen the atbenand work in team.
Addition games creates a good group working betvetatents.

From all those strategies, the researcher takedu=ian that felling anxiety,
worry, or another bad felling can influenze thedstuts’ willing in learning
language. To avoid it, the teacher needs a goodtavaglve this problem. One of
the ways is teaching creatively, especially by gsigame.

2.2 Spelling
Based on cambridge dictionary spelling is formingrads with the correct

letters in the correct order. Or it can be callegraup of letters representing a



word. But words in English are not spelled as they pronounced. It becomes a
problem. Children progress through certain stagesspelling development.
Knowing this progression allows teachers to congmielopment through their
instruction.

Some strategies were used in teaching spellingted rom New South

Wales Department of Education And Training.

a. Encourage students to tak® active role in the selection of spelling
words,particularly by tracking words misspelt dgrirwritten language
activities. It means that the teacher can use daslik to help the students in
learning process. For example, giving the studémtese or four words a day
that they are really needed. Give them opportunitce practice it and give
them feedback. Or the teacher can ask them t@setction about their task.
So the students have a wide opportunities, leanwimie practicing.

According to Fulk & Stormont-Spurgin (1995) as ditat New South
Wales Department of Education And Training, theerenseven Independent
strategies for self-correction and practice, aevad below:
1. The purpose of the strategy needs to be explafoe@xample, to improve
your learning and memory of spelling words.
2. The strategy should be modelled, including thinkahgud to explain each
strategy step.
3. The importance of effort combined with strategy siseuld be stressed.
4. Students should be required to practise namingsthetegy steps until

automaticity is reached.
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5. The teacher should observe students as they usstriitegy, providing
relevant feedback, as needed.

6. The teacher should instruct students to monitdr Hteategy use, using
checkmarks and a list of steps, if needed.

7. The teacher should emphasise the usefulness atrdtegy not only in the
classroom but also in other appropriate settingsgkample, at home, after
school care) to facilitate generalisation.

b. Give the students additional support. It can beaoipd as a written
homework. This is intended that students will gdtiaonal support and
explicit teaching to gain the knowledge, skill estchtegies needed in order to
become effective spellers.

c. Include dictionary training and explicit teachingpoait the use of other
authoritative sources for identifying correct spgjs and locating the correct
definition of words when several are provided.

2.3 Games
2.3.1 TheAdventages of Game
Learning vocabulary is hard work that required tmlerstand, produce and

manipulated the target words. Games help and eageuhe students to learn the

taregt language easily. Games also help the temtbeareate contexts in which
the target words are useful and meaningful, sor thieidents learn in fun and
enjoy the contexts. In addition it can help thedstis to learn and retain new
words more quickly.This condition, games can creat@eaningful contexts in

learning process (game based learning). UbermaBjlfated that after learning
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and practicing new vocabulary through games, stigdeave opportunity to use

language in non-streesful way.

Games are effective and advantageous in learnimgbudary. A friendly
competition and cooperative learning can motivagestudents and also create an
opportunity to the students to work together. Itpioves the students
communicative skill and give a chance to use aetailgnguage directly.
Therefore, gamesbring a flexible way for studentc@mmunicate use English.
The role games can be denied in English learninggss.

2.3.2 Scrabble Game

2.3.2.1 Procedure of Scrabble Game

Based on the Scrabble game play book, the procedere
a. The first players combines two or more of his or letters to form a word,

and place the word on the board to read eithersaaso down with one letter

on the centeksquare. Diagonal words are not allowed.

b. Complete your by counting and announcing the stmréhat turn. Then draw
as many new letters as you played , always keegaagn letters on your rack,
as long as tgere are enough left in the pouch.

c. Play passes to the left. The second player, and ¢laeh in turn, adds one
more letters to those already played to form an@rdwAll letters played on
turn must be placed in one row across or down tdadto form at least one
complete word. If, at the same time, they touclepthtters in adjecent rows,
they must form complete words, crossword fashioith @all sach letters. The

player gets fall credit far all words formed or nif@tl on his or her turn.
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. New words may be formed by:

1. Adding by one or more letters to a wors or letddrsady on the board.

2. Placing a word at right angels to a word alreadytten board. The new
word must use one of the letters already on thedboamust add a letter
to it.

3. Placing a complete word parallel to a word alrepldyed so the adjacent
letters also from complete words.

. No tile may be shifted or replaced after it hasbglayed and scored.
Blanks: The two blanks tiles may be use as any letters.n\\feeying a blank,
you must state which letter it represents. It rerdhat letter for the rest of
the game.
. You may use a turn to exchange all, some, or ndryewr letters To do this,
place your discarded letter(s) facedown. Draw timaes number letter of the
pool, then mix your discarded letter(s) into thelpdhis end your turn.
. Before the game begins, players shoud agree onhwdhationary they will
use, in case of a challenge. All words labeled asra of speech (including
those listed of foreign origin, and as archei, ¢dte0 colloquial, slang, etc) are
permitted with the exception of the following: werdlways capitalized,
abbreviations, prefixes, and suffixes standing @lamords requiring hyphien
or an apostrophe.

Any play may be challenged before the next playerts a turn. If the play

challenged is unacceptable, the challenged plagkes back his or her tiles

and lose that turn. All words (not just one) madeone play are challenged

simultaneously. If any word is unacceptable, therermlay is unacceptable.
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Only one turn is lost on any challenge. Consultdieionary for chalenges
only.

Ending the game: the games ends when all letters have been drawmmad
player uses his or her last letter, or when alkfiide plays have been made.
2.3.2.2 The Strategy of Playing Scrabble Game

Based on the scrabble player handbook, they aree sskills needed in

scrabble game. They are :

a.

Luck Letter

The letters drawn from the bag and their compatiyilith scoring places on
the board.

Skill Vocabulary

The knowledge of valid words, the ammunition witlhieh you can arm
yourself against the opponent. A player may havasa word knowledge but
little strategic skill to benefit from it. Convelgea player with a smaller but
relevant vocabulary coupled with strategic skifislikely to be a better all-
round player. Whatever the case may be, it ceptagnot a luck factor.
Anagram Skill

Ability to see words/anagrams from jumbled letters.

Board Awareness

A ready awareness of the opportunities and thiwats board at any point.
Probabilities

The ability to assess the likelihood of pickingteer tiles from the bag to

maintain a balanced rack and/or achieve bonus planc.
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Numeracy

The ability to quickly calculate scores for diffateplays in order to evaluate
the best plays (which isn’t always the highestiscpplay).

Strategy

The ability to make creative plays, take timelksisthink ahead, know when
to play many tiles or few tiles, and calculate sigame plays.

In this case, the researcher modified all the diteatules. He did not use
the rule of scrabble. That purposed in order toerihle students could play
freely. Here the modified rule by the researcher:

1. Firstly about the players number, the researches asgroup player in
one board consist of 6-10 students each group.

2. The words are formed from the picture given byrésearcher.

3. The players place the word on the board to redteeicross or down
with one letter on the centersquare.

4. The points of the word are not counted.

5. New words may be formed by:

a. Adding by one or more letters to a wors or lettaieady on the

board.

b. Placing a word at right angels to a word alreadytlen board. The

new word must use one of the letters already omtlaed or must add
a letter to it.
c. Placing a complete word parallel to a word alrepthyed so the

adjacent letters also from complete words.
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6. Tile may be shifted or replaced after it has betaygd maximum 5
changes.

7. Oxford Dictionaries is agreed to be a standardatery in this game.

8. End the Game: the players are given 45 minutes to play thisgam
2.4 Previous study

Before the researcher did this research, the researchecked other

research to find whether there is same or simiéaearch with his research or not.
The researcher found the similiar research. Itrdgdao Pisut Tunchalearnpanih
entitled “Using Game on P6 Students’ Vocabularyrhaw”. The objective of the
research was to study the effect of using vocapugames for improving
vocabulary knowledge of Prathom 6 students of IRra®@aKanjanapisek school,
Thailand. The sample of the study was the 40 stsdeom a room of five rooms
which were chosen by simple random sampling. Tloegmures began with the
class orientation followed by taking pre-test exaation, writing self reflection
form by 3 most developed, medium developed, anst ldéaveloped students and
finally analysing data. The experimental periodéhef study is 6 weeks, 3 periods
a week, of the second semester of 2012 academig tgéaling 18 periods. The
finding were the post test score of most studertewigher the pre-test score and
self reflection formfrom the 9 students reflectedthe same way. The game
helped them to remember more words. Therefore theests’ vocabulary
knowledge was improved after they studied througings. The awareness came
from students and teachers’ experiences such asretan management, clear

instruction and motivation could be mentioned a&sttols of succesful lessons.
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The second is “The Effectiveness of Using Combaratof Modified
Game Tic Tac Toe And Jumble Word to Teach Englishabulary of Descriptive
Text to The Seventh Graders of SMP Negeri 1 Cermesi&’ by Nur Hamidah.
In conducting her reserach, the writer used an tifatiie experimental research
by collecting the data through giving pre-test gubt test. The writer used
random sampling to choose which is the experimadtthe control class of the
seventh graders of SMP Negeri 1 Cerme. The datalesd by using t-test to
find out the significant difference in vocabularyastery between the seventh
graders who are taught using combination of madlifi)|gme Tic Tac Toe and
Jumble Word and those who are not. The writer foilnad t-value was 3,76 with
t-table 2,00. It meant that there was significafitecent in vocabulary mastery
between the seventh graders who are taught usmdgination of modified game
Tic Tac Toe and Jumble Word and those who are nah wther words the
students’ vocabulary mastery was increased. Baséleothe result, the use of the
combination of modified game Tic Tac Toe and JunWlerd is appropriate
technique to be used to teach English vocabularndesicriptive text to the
students.

Both previous studies above are focused on theawgonent or increase
of the students’ vocabulary. The first previousdgtis not specifically mention
what kinds of game are used in the research. Itiaddthe researcher give self
reflection to the 3 highest, 3 medium and 3 lovgstents. The second previous
study uses the combination of modified game ticdéacand jumble word to teach
english vocabulary. In this case the researches tise scrabble game in his

research and only focused on the students’ speattiastery.



