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Abstract 

This study is aimed at finding out the effectiveness of using domino card in 

teaching recount text writing. This study focused on whether the domino card game 

was effectively used in teaching recount text writing. This Quasi-experimental study 

was conducted in SMPN 5 Mataram with 327 students of second grade as the 

population. By using the cluster random sampling technique, there were 76 students 

involved as the samples. The samples were divided into two groups, the control group 

and the experimental group in which each group consisted of the same number of 

students, 38 students. Domino card game was applied as the treatment to the 

experimental group and the common treatment was applied in the control group. 

Furthermore, both groups were given the same pre-test and post-test in which the 

students wrote an essay about their last experience. After being given the treatment, it 

was found that the domino cards game gave significant effect on the students’ 

writing. It could be seen through the result of the t-test gained was 1.736.  With the 

degree of freedom (df) 74, it was found that obtained t-test (1.736) was higher than 

value of t-table in .05 (95%) level with significant level 1.665. t-test is higher than t-

table. Therefore, the null hypothesis (Ho) that says” there is no significant effect of 

domino cards game in students’ recount text writing” is rejected. In other words, 

domino cards game gave significant impact on students’ recount text writing.  
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Abstrak 

Penelitian yang berjudul “ penggunaan permainan kartu domino dalam 

mengajarkan menulis teks recount” ini bertujuan untuk menemukan pengaruh dari 

penggunaan permainan kartu domino dterhadap kemampuan menulis recount teks. 

Penelitian ini bertujuan untuk menemukan apakah permainan kartu domino secara 

efektif bisa digunakan untuk meningkatkan kemampuan para siswa dalam menulis 

teks recount. Penelitian Quasi-experimental ini dilakukan di SMPN 5 Mataram 

dengan 327 siswa kelas VIII sebagai populasi. Dengan menggunakan teknik 

pengambilan sampel cluster random sampling, 76 siswa terlibat sebagai sampel. 

Sampel tersebut terbagi menjadi dua grup, grup kontrol dan grup eksperimental 

dimana setiap grup memiliki jumlah yang sama yaitu 38 siswa. Permainan kartu 

domino diterapkan sebagai metode baru untuk grup eksperimental dan metode biasa 

diterapkan pada grup kontrol. Selanjutnya, kedua kelompok diberikan pre-test dan 

post-test yang sama dimana para siswa harus menuliskan sebuah karangan tentang 

pengalaman mereka. Setelah metode baru diterapkan, terlihat bahwa permainan  kartu 

domino memberikan pengaruh yang signifikan pada kemampuan menulis siswa. Hal 

ini bisa dilihat dari hasil nilai t-test yang dihasilkan yaitu 1.736. Dengan derajat 

kebebasan (df) 74, nilai t-test dibandingkan dengan nilai t-table pada level .05(95%) 

dengan level signifikan 1.665. Nilai t-test lebih tinggi danpada nilai t-table. Karena 

itulah null hypothesis (H o) yang mengatakan “ tidak ada pengaruh yang signifikan 

dari permainan kartu domino pada kemampuan menulis teks recount siswa” ditolak. 

Dengan kata lain, permainan kartu domino memberikan pengaruh yang signifikan 

pada kemampuan menulis teks recount siswa. 

Kata kunci : Menulis, Teks Recount, Permainan Kartu Domino  

     

 

 

 

 

 

 

 

 

 



3 
 

A. Background of Study  

In our educational system, the students are required to master the four 

skills. They are listening, speaking, reading, and writing. Listening and reading 

are regarded as receptive skills, in which they are used to receive information, 

while speaking and writing are used to convey information. Also, the four skills 

need sufficient vocabulary and understandable structure since they are integrated 

each other to build a fluent English. For instance people cannot listen very well if 

sufficient vocabulary is not mastered. Also, bad grammar sometimes makes the 

utterance not understandable.  

Related to writing, a productive skill, is one of skills used to convey 

information. Writing as one of the four skills that need to be mastered in English 

learning has been regarded as one of the most important as well as the most 

diffficult skill since it involves not only the need of sufficient vocabulary but also 

a good comprehension in structure or grammar,without disobeying the 

knowledge of logical idea’s organization. A well-built writing needs some 

integrated knowledge such as vocabulary, grammar and writing organization. 

Heaton (1989) in Javed (2013) states that “Writing skills are complex and 

sometimes difficult to teach, requiring mastery not only of grammatical and 

rhetorical devices but also of conceptual and judgmental elements”. It is also 

supported by Elbow (1981) in Helmi (2012) says “there is no hiding the fact that 

writing well is a complex, difficult, and time consuming.” 

The need of mastering writing skill also has been inserted in English 

lesson curriculum in Indonesia. In Junior high school, for instance, the students 

are not only required to be able to tell their experience orally bt also in written 

form called recount text. Recount text is a kind of text that tells about past event 

or experience.  According to Hyland (2004:29) in Helmi (2012), recount is a kind 

of genre that has social function to retell event for the purpose of informing or 

entertaining. In order to have a good writing, it automatically needs the 

knowledge of vocabulary used to express a past event as well as a tense used to 

indicate past event. 

However, in teaching tenses, some teachers often find that most students 

face a lot of difficulties in writing recount text, especially in vocabulary choices 

since it is closely related to the tense. According to  Maloho (2009) “ Students’ 

problems in writing due to some factors; lack of vocabulary, lack of english 

grammar understanding, and lack of practice”. On the other hand, asking the 

students to memorize verb 2 and teaching them the rule of simple past tense 

explicitly are not effective enough to improve their writing quality.  

Therefore, an innovative and fun method is needed in teaching recount 

text writing. Games is said to be effective in improving positive attitudes towards 

learning English (Lee, 2012) in Mubaslat (2012). Read (2007) in Mubaslat 

(2012) states that games improve interest and motivation for learners. Games add 

interest to things that students find it uninteresting, and increasing interest mean 

increasing effort (Wright et al., 2005: 11). A game as a media is useful in helping 
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the students both in mastering simple past tense and enriching their verb 2 

vocabulary.  

In this case, domino card game was presented. According Baker and 

Westrup (2000) in Aulia (2013), Domino cards here means matching words and 

picture, or matching word to their meaning. Students can play different matching 

games with modified domino cards, for example, they can match words and 

picture, or match the words in their first language to the words in English, or 

match words to their definition.  

Domino card game is designed to help students acquire vocabulary of 

verb 2 in fun way. It is played the same as the real domino game. Domino card can 

be played both alone and group. In playing it alone, shuffle the dominoes and 

place them face upon the table so the player can see them all clearly. Select 

one domino and place it in the middle of the table. This is the target of 

domino. Try to find the matching spelling on another domino and place it 

next to the correct picture on the target domino. Then, find the matching 

picture on another domino and place it next to the spelling on the target 

domino. Now the player can match two more dominoes to the new image 

and spelling at the end of the line of dominoes. Continue until the player has 

matched all the dominoes. 

While the game is played in group, shuffle the dominoes and place 

them face down on the tables so the player can't see what is on them. Share 

the dominoes out equally among the players. One person selects a domino 

and places it in the middle of the table. This is the target domino. The first 

player tries to find either a matching spelling or picture on one of their 

dominoes and place it next to the picture spelling on the target domino if 

they do not have a matching spelling or image, they tap on the table and 

miss a turn. Then it is the next player's turn. Each time a new domino is 

added, a new word or picture becomes available or match. Continue 

playing until one player has used all their dominoes. They are the winner. If 

the player don't use all the dominoes in the game, the person with the 

fewest dominoes left when no one else can go, is the winner. 

In this study, domino card game is played by matching the word in verb 

1 with irreguler verb 2 form. This game is played in group. The students who 

finished the card first is the winner. Therefore, this study was conducted to find 

out the effectiveness of domino card game in students’ recount text writing. 

 

B. Research Method 

This study entailed experimental research. The impact of using domino 

card game in improving students’ recount text writing was based on the 

quantitative analyses. The study was conducted in SMPN 5 Mataram in 

Academic year 2015/2016. The population of this study was the students of grade 
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VIII with total number of students 300. Grade VIII consists of 9 classes from 

class A to class I.   

In taking sample, cluster random sampling was used. By using this 

technique, two classes were taken as sample with total number of students 76 and 

they were divided into two groups, experimental group and control group with 

the same number of students for each group, 38 students. 

This study used between group design. Before doing the research, the 

instrument needed for the study was prepared for both experimental and control 

group. The two groups were given pre-test in the first meeting by using the same 

tests. This was followed by giving the two groups a treatment. Experimental 

group was treated by using domino card game while control group were taught 

by using the common method. After the treatment, both groups will be given 

post-test by using the similar tests.  

The result of pre-test and post test from both groups were used to 

compare the result of experimental and control group achievement. This was the 

main data used to analyze and gain the significant result of this study.  

In analyzing the data, some steps were applied in order to gain a tentative 

answer. First, the students’ score were tabulated. Second, it was inserted into the 

table of data. Furthermore, the mean deviation score was calculated from the 

result of pre-test and post-test of each group. The formula used as follow: 

 

The formula for experimental group: 

𝑀𝑥 =  
 𝑑𝑥

𝑁
 

 

The formula for control group: 

𝑀𝑦 =  
 𝑑𝑦

𝑁
 

 

Where; 

Mx: the mean score of experimental group 

My: the mean score of control group 

𝑑𝑥: the sum of deviation score of pre test and post test of experimental   group 

𝑑𝑦: the sum of deviation score of pre test and post test of control group 
N : number of sample  

  The next step is calculating the square deviation by using the 

following formula: 

 The square deviation of experimental group: 

 𝑋2 =  𝑑𝑥2 −
  𝑑𝑥 2

𝑁
 

 

 The square deviation of control group:  
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 𝑌2 =   𝑑𝑦2 −
  𝑑𝑦 2

𝑁
 

 

 Furthermore, calculating the correlation coefficients of the two mean 

scores whether they are categorized as significant or not, the formula is: 

 

𝑡𝑡𝑒𝑠𝑡 =
𝑀𝑥 −𝑀𝑦

  
𝑥2 +  𝑦2

𝑁𝑥 + 𝑁𝑦 − 2
  

1
𝑁𝑥 +

1
𝑁𝑦 

 

  

 Where; 

ttest : the degree of differences 

Mx : the mean score of experimental group 

My : the mean score of control group 

Nx : the number of sample of experimental group 

Ny : the number of sample of control group 

 Arikunto (2010:354-355) 

 

 

The next step is calculating the degree of freedom (df):  

Df = Nx + Ny − 2  

 

  Finally, Obtaining the tentative answer by proposing the following 

hypothesis:  

 If t-test  t-table at the confidence level of .05 (95%), it indicates that Ho 

(null hypothesis) in which there is no significant effect of using domino 

card game in improving students’ recount text writing is rejected. Thus, it 

should be altered to Alternative hypothesis (Ha) 

 While, if t-test ≤ t-table at the confidence level of .05 (95%), it indicates 

that Ho (null hypothesis) in which there is no significance effect of using 

domino card game in improving students’ recount text writing is fail to be 

rejected. Thus, the Null hypothesis is accepted. 

 

C. Finding and Discussion 

The most important part in doing research is gaining analyzing data and 

drawing a conclusion. In this study, the result of pre-test and post-test of each 

group were tabulated and inserted into a table of data. The students’ score was 

presented in the following table: 
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 Experimental 

group 

Control group 

Pre-

test 

Post-

test 

Pre-test Post-

test 

Max score 90 92 82 90 

Min score 30 42 30 36 

Total 2162 2712 2184 2606 

Average 56,8 71.36 57.47 68.57 

  

From the table above, it can be found general result of  treatments using 

domino card game was shown in the result of pre-test and post-test given. In pre-

test, it is clear that the highest score of experimental was 90 and 82 in control 

group. The lowest score of both experimental and control group were 30. 

Moreover, the post-test result shows that the highest score for both experimental 

and control groups were 92, and the lowest score for experimental group was 42, 

while the lowest score for control group was 36.  

The tabulations result of pre-test score of experimental and control group 

in table above shows that students’ writing score of both groups almost equal. It 

can be seen through the unsignificant difference in both groups’ average score. 

Thus, it can be concluded that the two groups had the same background of writing 

ability. On the other hand, the result of the treatment can be seen through the post 

test score achieved by the students. The data provided above also presented the 

improvement from pre test to post test in both groups. The average score shows 

that experimental group got 2.79 score higher than control group. This comparison 

of both groups’ average score is not significant. 

Moreover, the sum of deviation score and the sum of square deviation 

score also must be calculated. It is presented in the following table: 
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 Experimental 

group (x) 

Control 

group (y) 

Sum of 

deviation score 

550 11026 

Sum of square 

deviation score 

422 6072 

 

The tabulation above showed the result of pre-test and post-test score 

with the sum deviation score and the sum of square deviation of experimental 

group and control group. It can be seen that the total of deviation score (dx) in 

experimental group is 550 while the square deviation score is 11026. In control 

group, total of deviation score (dy) in control group is 422 while the square 

deviation score is 6072. 

   The score got from these two tables will be calculated by using the 

following formula in order to get the result of treatment. 

  

The mean deviation score of the experimental group 

 

The table above shows that ∑dx = 550 and Nx = 38 

 

𝑀𝑥 =   
𝑑𝑥

𝑁
 =

550

38
 = 14.47368 

 

The mean deviation score of the control group 

 

The table above shows that ∑y = 422 and Ny = 38 

 

𝑀𝑦 =   
𝑑𝑦

𝑁
 =  

422

38
 = 11.10526 
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 Square Deviation 

 𝑋2 =   𝑑𝑥2 −
  𝑑𝑥 

𝑁

2

= 11026 −
 550 

38

2

= 11026 −  
302500

38
= 11026 − 7960.526
= 3065.579  

 𝑦2 =  𝑑𝑦2 −
  𝑑𝑦 2

𝑁

= 6072 −
 422 2

38

= 6072 −
17804

38
= 6072 − 4686.421
= 1385.579 

 

 

 

 

As illustrated above, Mx = 14.47368, My = 11.10526, ∑x
2
 = 3065.579  

∑y
2
 =   1385.579, and Nx = 38, Ny = 38 

 

The value of t-test calculated as follow: 
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                  𝑡𝑡𝑒𝑠𝑡

=
𝑀𝑥 − 𝑀𝑦

  
𝑥2 +  𝑦2

𝑁𝑥 + 𝑁𝑦 − 2
  

1
𝑁𝑥 +

1
𝑁𝑦 

                         

=
14.47368 − 11.10526

  
3065.474 + 1385.579

38 + 38 − 2   
1

38 +
1

38 

=
3.368421

  
4451.053

74   
2

38 

                               

=
3.368421

 8902.105
2812

                                                         

=
3.368421

 3.165756
                                                                    

=
3.368421

1.940555
   = 1.736 

                                                      

  

 Degree of freedom (df) 

Df = Nx + Ny – 2 

 = 38 + 38 – 2 

 = 76 – 2 

 = 74  

 

 Based on the computation above, it is clear that t-test score obtained after 

divided total number of the mean score of both groups and result of the square 

deviation. The t-test score was1.736. Next step is consulted t-test value with t-

table critical value to check whether statistically significant or not. If t-test value 

is higher than t-table critical value, it means that the students who treated with 

domino card game were getting better improvement than students in control 

group. In contrast, if t-test value is lower than t-table critical value, it means that 

the experiment was failed. 

t-test 
t-table 

Df .05 

1.736 74 1.665 
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  In table above, it is shown that the critical value of t-table at significant 

level of .05 (95%) was 1.665. The table indicates that t-test value was higher than 

the t-table value in the level of .05(95%). Thus, it can be concluded that domino 

card game gives positive effect in students’ recount text writing. Therefore, the 

null hypothesis (Ho) which stated that “There is no significant effect in of 

domino card game in students’ recount text writing” is rejected and alternative 

hypothesis (Ha) which stated that “There is significant effect of domino card 

game in students’ recount text writing” failed to be rejected. From all of the data 

above, it is concluded that domino card game is effective for students’ recount 

text writing.   

 

D. Conclusion and Suggestion 

Based on the analysis of the data gathered during this study, it can be 

inferred that there was a significant difference between the students’ progress in 

the experimental group and the control group. It can be seen in the result of t-test 

is higher than t-table in degree .05(95%). From the data analysis, the result of the 

calculation of the t-test formula was 1.736, and t-table for degree .05 (95%) is 

1.665. in degree .05, t-test was higher than t-table. It can be concluded that the 

null hypothesis (Ha) that said there is a significant impact of domino card game 

in students’ recount text writing failed to be rejected. In other word, domino card 

game is effectively used in teaching recount text writing.  

 

Considering the results obtained in this study and interpretation in the 

previous chapter, it is suggested to use another effective and attractive method as 

well as media in teaching writing since first, teacher has an important role to help 

the students to improve their writing skill. Second, writing is regarded as the 

most difficult skill in English learning. It is also suggested to prepare the media 

as good as possible by considering some important aspects such as amount of 

time provided and the students’ need. The last, it is expected to this study can be 

used as a reference in conducting further research on teaching writing 
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