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IMPROVING ENGLISH VOCABULARY MASTERY OF THE SEVENTH GRADE 

STUDENTS OF SMP NEGERI 50 PALEMBANG BY USING SHOPAHOLIC GAME

 

 ABSTRACT  

The objective of this study was to find out whether or not there was a significant 

difference on the vocabulary mastery between the students who were taught through 

Shopaholic Game. An experimental method was used in this study. The population of 

this study was all the Seventh grade students of SMP Negeri 50 Palembang in the 

academic year 2014/2015 with the total number of 400 students. The sample were 40 

students which was taken by using purposive sampling. Twenty students from class 

VII.10 belonged to the experimental group and twenty students from class VII.9 

became the control group. In this study, the experimental group was taught through 

Shopaholic Game while the control group was not any treatment at all. The data were 

collected by means of vocabulary test which was administered as the pretest and 

posttest for both groups. The data obtained from the test were analyzed by using t-test 

(paired sample t-test and independent sample t-test) statistically. The finding showed 

that Shopaholic Game was more effective to improve student’s vocabulary 

achievement.  
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CHAPTER I 

 

INTRODUCTION 

 

 This chapter discusses, (1) background, (2) the problem of the study, (3) the 

objective of the study, and (4) the significance of the study. 

 

1.1 Background 

 English holds a key as an international language that is useful as lingua 

franca among people around the world to connect international relationships such as 

trading, socio-cultural, science and, technology. In Indonesia, English is a foreign 

language. In learning English as a foreign language, vocabulary plays an important 

role. It is one of the elements that links the four language skills all together. 

 

 Like any other languages, English consists of four skills, namely as 

reading, listening, speaking, and writing. To be able to master those for skills, 

students must enrich and improve their vocabulary. The mastery of vocabulary is the 

first thing to be mastered by the students. Since, it is almost impossible for students to 

read, write, speak, and listen English without possessing adequate 

vocabulary.Vocabulary is a vital aspect in language, because it appears in every skill 

of language including listening, speaking, reading, and writing skills. Many people 

realize that their vocabulary is limited so that they have difficulties in expressing their 

idea.   

 

 In order to communicate well in English, students should acquire an 

adequate number of words and should know how to use them accurately. Rivers 

(1991) argues that the acquisition of an adequate vocabulary is essential for 

successful second language use because without an extensive vocabulary we will be 

unable to use the structures and functions we may have learned for comprehensible 

communication (p. 117). 
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 In vocabulary lessons, the teacher merely write words on the white board 

then explain the meaning. However, according to Douglash (1987), this routine 

activities can make the students feel bored and as the result their motivation and 

participation decrease. In other word, that teaching technique is not interesting for the 

students.   

Based on the Douglash’s statement above, teachers must have 

experienced certain problem during class activities. Inappropriate method, class 

mismanagement, and the lack of opportunity and time for the students to adapt to 

learning atmosphere became obstacles during learning process. Therefore, it is 

important for a teacher to create an interesting atmosphere in delivering lessons.  

 

In vocabulary lessons, by using games, teachers can create various 

contexts in which students have to use the language to communicate, exchange 

information and express their own ideas.Newton (2001) states that this approach can 

enable students to manage their vocabulary meaning and develop their 

communicative skill at the same time. Many experts of language teaching 

methodology also agree that playing a game is a good way to learn vocabulary.  

 

The writer had asked an English teacher and some students at SMP 

Negeri 50 Palembang. Based on the interview with the English teacher, she said that 

students’ interest in learning English was low especially in the seventh grade. That 

was because of students experience difficulties to get the meaning of word due to the 

lack of vocabulary. According to the teacher, the conventional method in which 

teachers asked the students to look up the words in the dictionary and memorize them 

was still used in this school. The English teacher also said that it was very hard for 

her to speak English all the time because of that problem. Beside that, based on the 

interview with some students, it was found out that they searched the meaning of new 
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words in dictionary but they would forget easily afterwards. They could not 

remember the meaning of a new words they just obtained. 

Based on the explanation of the students and the teacher above, it is 

suggested that students need more explanation when they learn English because they 

lack of vocabulary. In addition, the students felt bored, lazy, and lack of motivation 

because there was  no variation of teaching methods used by the teachers and this 

made the students prefer playing, chatting, and making noise rather than studying. 

 

 Vocabulary class will be more interesting if wrapped in the form of 

games. Shopaholic is a person who enjoys shopping very much and does it a lot. In 

other word, Shopaholic is shopping activity or selling and buying transaction. In this 

research, shopaholic was applied in the form of guessing game which was part of a 

purchasing activity namely Shopaholic game. This Shopaholic game was created by 

the writer. Some factors inspire him in creating it. The writer observed that students 

often found it difficult to memorize new vocabulary because they rarely used those 

new vocabularies in daily life. Therefore, the writer, if there is a teaching strategy that 

integrates daily activity into the learning process itself, students can be easier to learn 

new vocabulary. This is a simple game and it is suitable to be applied in young 

learners especially for the seventh grade students. When the writer conducted 

teaching practice (Program PPL) at SMP Negeri 1 Palembang, this game was once 

used to introduce and improve students’ vocabulary mastery. Beside that, this game 

has been applied during his private teaching. In addition, this game has similarities 

and differences compared to another game about vocabulary. A game namely “Mr. 

Dumb” (Andriani, 2012) is related and compared to the Shopaholic game.  

The similarities are as follows, 

1. Both games aim to improve students’ vocabulary 

2. Both games are classified as guessing game, which require the students to 

guess certain word. 
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Despite of its similarities, the Shopaholic game has some differences compared to 

Mr. Dumb game. They are as follows, 

1. Shopaholic game requires the students to guess certain word through 

description but Mr. Dumb game is guessing through gestures without any 

voice at all. 

2. Both games have different victory condition. In Shopaholic game, the winner 

is determined through their possession after purchasing but in Mr. Dumb 

game the winner is the group which holds most victory cards. 

 

The steps of Shopaholic game are students in the classroom are divided 

into four groups. They play as seller and other students play as buyer. Every group is 

given the same amount of money. It is used to buy things that are successfully 

guessed. One group comes to front of the class as seller. This group tries to describe 

something that they want to sell and the other three groups as  buyers, their group 

hear explanation from the seller and try to guess what the seller trying to sell. Any 

group that is successfully guess will have a right to buy that thing. These games focus 

on student’s idea. The students have to improve their idea in order to express the 

meaning of the vocabularies. Therefore, they do not only remember the words, but 

also understand the meaning of the words itself. Hadley (2001) asserts that effective 

strategies to employ in communication are guessing and using gestures. In this game, 

students have to guess and making gesture in order to express their idea. 

 

The result of this game is to make a class atmosphere be more 

competitive since there is a passion to be the winner in this game. Students will 

definitely feel interested to guess the for sale item. Beside that, this game will make 

students laugh in a happy situation when each group commits mistake in the process 

of guessing. 
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Shopaholic game is a game that the writer created. Therefore, there is no 

single research about the game. However, there is study that has been done 

previously and used games as the teaching strategy. For example, the previous study 

done by Andriani (2012) used word chain games as atechnique. This study showed 

that the word chain the game helped the students memorize vocabulary and the game 

was also effective to improve student’s vocabulary ability. It showed that there was a 

significant difference of vocabulary achievement between the pupils who were taught 

through word chain game and those who were not. Basically, these studyshowed that 

a game is very helpful to improve students’ vocabulary achievement and a game is 

also effective method to teach vocabulary.As a result, students became enthusiastic to 

learn English.  

  

Based on the explanation above, the writer would like to conduct a 

research entitled “Improving English Vocabulary Mastery of the Seventh grade 

Students of SMP Negeri 50 Palembang by Using Shopaholic Game”. In this research, 

the writer would find out whether or not Shopaholic Game gave contribution to 

students achievement in vocabulary mastery. 

 

1.2 The Problem of the Study 

The Problem of the study is formulated in the following question: 

Is it effective to teach vocabulary using Shopaholic game to improve the vocabulary 

mastery of the seventh grade students of SMP Negeri 50 Palembang? 

 

1.3 The Objective of the Study 

Based on the problem above, the objective of this study is: 

To find out whether or not teaching vocabulary using Shopaholic game is effective to 

improve vocabulary mastery of the seventh grade students of SMP Negeri 50 

Palembang. 
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1.4 The Significance of the Study 

The result of the study is hopefully able to give paradigm of the teaching 

vocabulary. By doing this study, the writer expects that the teacher of English at SMP 

Negeri 50 Palembang and the English teachers in general can find that Shopaholic 

games can be used as a teaching technique in teaching students vocabulary. For the 

students, the use of Shopaholic game can motivate them in studying English, 

especially vocabulary. It is also hoped that this study will give a useful contribution 

to the teachers of SMP Negeri 50 Palembang as an alternative teaching strategy in 

developing students’ vocabulary and guiding them to have better achievement in 

developing their vocabulary. The last, hopefully this study will be useful to anybody 

who needs information related to the topic of the research in the future. 
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