CHAPTER I

INTRODUCTION

This chapter elaborates background, research questaims of study,
limitation of study, hypothesis, research methodglavhich presents four parts
namely research design, population and sample, cdlection, data analysis.
Moreover, clarification of the term and organizatif the study are in the end of

the chapter.

1.1 Background

Speaking is included in productive aspect as a conative
competence, in which means that there is a prdoessnceptualize data happen
in a brain then produce it as an orally informatiém line with the statement,
Harmer (2001) says that the ability to speak fllyemresupposes not only
knowledge of language features, but also the glttitprocess information and

language ‘on the spot'.

Learning speaking means learning an interactive cqesing of
constructing meaning that involves producing, réog, and processing
information, stated by Brown (1994) quoted by Frord999). Its form and
meaning are dependent on the context, participaeigeriences, physical

environment, and the purposes of speaking.



Like three other categories of language performsinkstening, reading
and writing, speaking is viewed as the significane. Speaking is a sort of
productive skill which is used in oral model. It ams that through speaking
people produce words, expressions, or utterancespi@ss our ideas and feelings

as well as to respond towards particular situations

It is in line with Kartimi (1986: 38) that speaking an instrument for
communicating thought, feeling, idea and intentitmn other people through

spoken language, in order that what we say camberstood by the listeners.

Speaking is a way of expressing ourselves in wieatanguage we use.
The most motivating language to learn therefordlkasaus to talk in a way that is
true to our personality. As described by Hendarggal03) cited in Mulgrave and
Tarigan (1987: 24), speaking is defined as a tookcbnveying (message) almost
directly to figure out whether or not it is undet by the listener and whether or

not the materials are comprehended by both thekepaad listener.

As one of language skills, speaking competence rnigligh subject is
taught in_ Vocational School (SMK) for the Englisheaching-Learning
requirement. In terms of level, Vocational Schoas lthe same grade with Senior
High School. This study observes the second gradérish are in Elementary
Level with Competence Standard that is to commuaiEaglish which is equal to
Elementary Level. Furthermore, Basic Competenceoiscomprehend daily

conversation in professional and personal context.



The language teaching success has something to itho teacher’s
involvement to improve students’ speaking abilitherefore, teacher needs some
efforts to attain that purpose, one of them is biynd the arrangement procedures

as Lynch and Anderson (1992) states:

All the speaking tasks involve three elements: grafon, performance,
and feedback. They have been designed to make hjok &s well as
speak and listen. Becoming a more effective comoatar is not simply.
It is a matter of practicing the spoken comes frplanning how to
approach a speaking task and evaluating how wallspoke.

One of alternative technique used in teaching Spgak guessing game
technique, in which students are expected to belwed actively in speaking
class activity. Guessing game which is adopted feotelevision and radio game
can create the teaching-learning situation basethenstudents’ excitement of

playing game. Thus, students are much couragenhitiy what they want to say.

Through guessing game, students are provided kBt afswell-arranged
activities as follows: an object’s picture is shotnthe chairperson; in addition
the chairperson tells a clue to the team that thecod is household tools, clothes,
vehicles or any other stuff. In finding the answémhat the object is, the team
should ask yes or no questions to the chairpefeoninstance “is it for helping
us?” Therefore, the chairperson is allowed onlgdg ‘yes’ or ‘no’. The team will

get point if they guess the answer by having twejigstions or more.

There are some tasks that teacher can instrudietstudents to do the

activities in guessing game. Byrne (1987: 21) seyfollows: name of the object,



spell the object, say something about the objege gne or more uses for the
object, say what they would do with the objecthey had it, and make up

sentence using the object.

In conducting this kind of game, teacher and sttglean work each other
to build a good atmosphere of teaching-learninggse in class. This technique
requires teacher to facilitate students with som® rthunks, it also gives a
chairperson an experience to process his/her pepesiking in front of class.
Meanwhile, for the rest, this game motivates thenmeke a question with loud
and clear voice and then explore some new chunidasmguage exposure in one

time.

This study is expected to have some contributiomsthie language
teaching-learning process, especially for teackimgpking in Vocational School.
Therefore, it serves as an alternative in teackpepking strategies in order to

improve students’ speaking ability.

1.2 Resear ch questions

This study is conducted to reveal the followinge&ch questions:

1. Is guessing game effective in improving studenigaking ability?
2. What are the advantages and disadvantages of @Bg&saime technique

from the students’ point of view?



3. What strategies do the students use to overcontaaés in learning

speaking by using Guessing Game?

1.3 Aimsof Study
This study is aimed at:

1. Finding out whether guessing game is effectivennproving students’
speaking ability.

2. Finding out the advantages and disadvantages ofsBuye Game
technique from the students’ point of view.

3. Finding out the strategies used to overcome theaoles in learning

speaking by using Guessing Game technique.

1.4 Limitation of Study

This study emphasizes on the effectiveness of seeofi Guessing Game
in teaching speaking. The study will be conductedSMKN 2 Bandung by
selecting two classes in same level of speakinga asontrol group and an
experimental group. Furthermore, this study is ape able to give an

alternative teaching model in teaching speaking.



1.5 Hypothesis

Two hypotheses are formulated in this study asvest

Ho = X1= X2

In null hypothesis, it is stated that “there is ddference in mean
adjustment level between the class using Guessange@echnique as treatment

and class without using Guessing Game technique.”

Ha=X1# X2

In alternative hypothesis, it is stated that “thexea difference in mean
adjustment level between the class using Guessarge@echnique as treatment

and class without using Guessing Game technique.”

1.6 Resear ch M ethodology

1.6.1 Research Design

This study is experimental study with quasi-expental design. There
are two groups taken as the investigated groupssrstudy. One group is for the
experimental group that will receive guessing gaméeaching speaking in its

treatment, while another group is for the controluyp that receives no treatment.

In this study, speaking test is conducted to find whether there are
significant changes in experimental group aftenfejiven guessing game or not.

The research design of this study can be illusirateéhe following table.



Tablel.1

Resear ch Design

Sample Pre-test Treatment Post-test
Experimental Group Se T Se
Control Group Sa 0 SG
Notes:

Se : Students’ speaking ability of experimental grampre-test
Sg  : Students’ speaking ability of control group ieiest

Se . Students’ speaking ability of experimental grampost-test
S¢  : Students’ speaking ability of control group msp-test

T : Treatments teaching speaking using guessingggam

1.6.2 Population and Sample

The population of this study is the second yeadestts of SMKN 2

Bandung.

The samples of this study are two classes. Thosel@osen due using

Cluster Random Sampling. The first class is XITPé&khik Permesinan-1) as the

experimental group and the second class is XITGEk(lk Gambar Mesin) as

control group.

Both of classes consist of 34 students. Howevergetls a possibility that

not all of the students of each class become timpleaof this study. It is due to



students’ comprehension in participating to thetpst, treatments, and post-test

given.

1.6.3 Data Collection

Pre-test is conducted to find out the initial differencestween the groups
of students who have similar level of speakiRgst-test is employed in the last
program of this study. After giving some treatmemisd exercises to the
experimental group in certain period of time, pstis carried out by giving the
students a certain situation. In this study, pette compared with the data of the

post-test for the analysis of Guessing Game effexntss.

After getting the data related to the teachingrle®y processinterview
will be administered to the samples of this stulhye interview consists of a set of
guestions asking students’ point of view about athges, disadvantages of
Guessing Game, and strategies to overcome thectéssia learning speaking by
using Guessing Game technique. By administeringnmgw, students’ feeling or

impressions after the instructional process wilbbserved.

1.6.4 Data Analysis

In accordance with the design used in this study ihquasi-experimental
design, the data will be analyzed by ustrtgst formula, which is to determine

whether there is significant difference between é#xperimental and control



groups’ means on the dependent variable beyond rokamce differences
(Coolidge: 2000). The significance of the test malgzed by using computer

program of Statistical Package of the Social S@er{8PSS) 16 for Windows.

In the last of the process of data analysis, it el determined how much
guessing game technique influences the studengsikapg ability by comparing
the score improvement of students’ speaking aliétwveen the experimental and

control group.

The data that are gained using interview instrumstotdents’ responses
for the questions about advantages, disadvantdges technique, and strategies
to overcome the obstacles in learning speaking bwgu Guessing Game
technique are categorized into some equal poingse® on the categories of
students’ responses, data then are labeled angzadalln describing data more
clearly, charts are needed to be made. After thetg are interpreted in order to
reveal the points which have been categorized. Whide process is conducted to

answer the second and third of research questions.

1.7 Clarification of the Term

In order to avoid unnecessary misinterpretatioomesterms are clarified

as follows.

1. Guessing Game is a game in which class divided fimio groups, one

chairperson is given a picture of the object, drahttells a group that the



object is household tools, clothes, vehicles or atmer stuff. The groups
are required to find the answer by asking yes oguestions, for at least
twenty questions. A group which has made twentystjoes and answered
correctly will be the winner.

2. Speaking is the ability of speaker to convey messagthe hearer in
intention to be understood by the hearer, as welthe capability of
expressing ideas, thoughts, feelings, emotions, readtions in spoken

language.

1.8 Organization of the Study

This study will begin with preface, abstract andl Wwe divided into five
chapters, namely (1) Introduction, (2) Theoreti€aundation, (3) Research

Methodology, (4) Findings and Discussion, (5) Casmn and Suggestion.

Chapter one will provide the background of the gfudsearch questions,
aims of the study, limitation of the study, reséamtethodology, research design,
population and sample, data collection, data arsglgtarification of terms, and

organization of the paper.

Chapter two will focus on the review of relateddhes and literatures

related to Speaking, Teaching Speaking in Classy@sme and Guessing Game.

Chapter three will contain further explanation abmethodology of the

study that has been briefly introduced in Chapter 1
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Chapter four will cover data collected, data analgmd the interpretation
of the findings from the study by using certairtistecal formula so that it would

be easier to discuss.

Chapter five will explore the conclusion of thedtuand also suggestion

for further study.
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