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Abstrak
Tujuan dari penelitian ini adalah untuk mengetahui penerapan Wholesome Scattering Game dalam
meningkatkan kemampuan siswa dalam menulis teks deskriptif. Populasi penelitian ini adalah seluruh
siswa kelas VIII SMP N 10 Pematangsiantar yang terdiri dari 312 siswa sebagai populasi dan 31 siswa
sebagai sampel. Penelitian ini dilakukan dengan metode Penelitian Tindakan Kelas dengan dua siklus.
Temuan dari penelitian ini adalah peneliti memperoleh hasil yang baik dari kegiatan pengajaran teks
deskriptif dengan menggunakan teknik Wholesome Scattering Game. Data kuantitatif diambil dari tes
yaitu pre-test dan post-test pada siklus | dan post-test Il pada siklus II. Peningkatan nilai rata-rata pre-
test pada siklus | adalah 57,61. Namun meningkat menjadi 74,19 pada post-test. Dan peneliti
menemukan bahwa nilai rata-rata siswa meningkat menjadi 80,67 pada post-test Il siklus II.
Perhitungan selisih mean pada siklus | adalah 16,58; dan deviasi standarnya adalah 5,2. Selain itu
kesalahan standar untuk selisih rata-rata adalah 0,95. Dan peneliti menemukan bahwa uji-t penelitian
ini adalah 17,45, dengan besaran pengaruh uji tersebut adalah 3,18. Dari penjelasan sebelumnya
terlihat bahwa dengan menerapkan teknik Wholesome Scattering Game dapat meningkatkan
kemampuan menulis mereka. Perhitungan selisih pada siklus Il (post-test | dan post-test Il), mean 6,48,
dan standar deviasi 2,33. Selain itu, kesalahan baku untuk perbedaan rata-rata adalah 0,42, dan uji-t
adalah 15,42. Untuk meningkatkan bahwa Permainan Menyebarkan Sehat sangat signifikan dalam
meningkatkan keterampilan menulis siswa khususnya dalam teks deskriptif, peneliti memberikan hasil
ukuran efek yaitu sebesar 2,78. Berdasarkan penjelasan di atas, peneliti menyimpulkan bahwa
permainan hamburan yang sehat efektif untuk digunakan dalam pengajaran menulis teks deskriptif
yang menarik dan berguna untuk meningkatkan kemampuan menulis siswa dan siswa tidak akan
bosan dan pasif di kelas karena mereka belajar sambil berinteraksi dengan siswa. permainan hamburan

yang sehat.

Kata Kunci: Sehat — Hamburan — Permainan, Menulis, Teks Deskriptif
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Abstract
The aim of this research is to find out the implementation of Wholesome Scattering Game in improving
the students’ ability in writing descriptive text. The population of this research was all of the eighth
grade students of SMP N 10 Pematangsiantar, which consisted 312 students as the population and 31
as the sample. This research was conducted by Classroom Action Research with two cycles. The finding
of this research is the researcher got good result from activities of teaching descriptive text using
Wholesome Scattering Game technique. The quantitative data was taken from the tests, which were
pre-test and post-test in first cycle and post-test Il in second cycle. The improvement is the mean of
the pre-test is 57,61 in first cycle. But it increase to be 74,19 in the post-test. And researcher found that
the mean score of students increased up to be 80.67 in post-test Il in second cycle. Difference
calculation of the mean in cycle I is 16.58; and the standard deviation is 5.2. Beside that the standard
error for the mean difference is 0.95. And researcher found that the t-test of this research was 17.45,
with the effect size of the test was 3.18. From the explanation previous shows that by applying
Wholesome Scattering Game technique can improve their writing ability. The difference calculation in
the second cycle (post-test | and post-test Il), the mean was 6.48, and standard deviation was 2.33.
Besides that, the standard error for the mean difference was 0.42, and t-test was 15.42. To improve
that the Wholesome Scattering Game was very significant to improve students’ writing skills especially
in descriptive text, researcher give the result of the effect size, namely was 2.78. Based on the
explanation above, the researcher concludes that wholesome scattering game is effective to be used
in teaching writing descriptive text which could interesting and useful to increase students' writing
ability and students will not bored and passive in the class because they learn while interact with

wholesome scattering game.
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INTRODUCTION

Does the Wholesome Scattering Game was effected to improve students’ ability in writing
descriptive text at the eighth grade students of SMP Negeri 10 Pematangsiantar? The objective
of research is to know the effect of wholesome scattering game to improve the students’ ability
in writing descriptive text at the SMP NEGERI 10 PEMATANG SIANTAR. Descriptive text stretch
out many information about certain people, things, and place clearly and detail.Writing
descriptive text is one of genres in writing text. It is taught by teacher in order to make students
know how to describe themselves and their surrounding although it is still in a simple way.
However, many students have difficulties in writing descriptive text because the teacher only
explains what the generic structure and the method how to write the descriptive text, the teacher
does not use any method or new ways to teach the students. When the researcher was PPL in
SMP NEGERI 10 PEMATANG SIANTAR, many students were not interested in writing especially

in descriptive text. They could not write their ideas in a good text, because they did not

Copyright @ Natanael Saragih



understand well about how to write especially in descriptive text. Students often find some
difficulties. They did not know how to write correctly, especially in choosing a word or vocabulary
to put in the sentences. They feel difficult to organize their ideas. Furthermore, many students
made some mistakes and faced difficulties to build and developed their imagination. In teaching
learning process, teacher has important roles. Teacher is a professional educator who has main
duty to educate, teach, guide, direct, train, and evaluate the learners on early children education

at formal education (elementary school, junior high school, and senior high school).

Literature Review

Writing is one of the four language skill that can be measurement of literacy development
in a country, it is also has not become entrenched yet, especially in Indonesia. According to the
Marianne Celce (2001:205), the ability to express an idea in second or foreign language especially
in writing skill is a major problem for many native speaker to write coherence of paragraph and
accuracy in choosing sentences.According to White (1986:10) writing is the process of expressing
the ideas, information, knowledge, or experience and understand the writing to acquire the
knowledge or some information to share and learn. Beside, Tarigan (1994:3) stated, writing is
activity to produce or draw graphic symbols which represent a language that is understood by
people, sothat other people can read the graphic symbols presented.

According to McCallum (1980:101), games provide language teachers with many
advantages are that learners are motivated to learn the language when they are in a game. For
many children between four and twelve years old, especially the youngest, language learning
will not be the key motivational factor. Games can provide this stimulus. Similarly, CrookalD
(2009:40, 290-296) says that games are advantageous at this point because they reduce anxiety,
increase positive feeling and improve self-confidence because learners do not afraid of
punishment or criticism while practicing the target language freely. And, ZuliatiRohmah in Mira
Sartika, AtniPrawati and Erni (2016:3), stated that game is easier for students to express their
ideas, though, enjoyable and feeling.According to Hadfield (1998:4), defines the game as an
activity governed by rules, a goal and an element of fun.Wright et al (2006:2) state that games
also help the teacher to create context in which the language is useful and meaningful. According
to Hami stated that the students should make sentences to create a good text from those key
words. Beside that Juvrianto CJ, stated that wholesome scattering game able to increase the
writing ability especially to write descriptive text in experimental class.Wholesome scattering
game is one technique that was put forward by Natalie Hess in one of his book that entitled

Headstarts (1991:39). In this activity students not only predict the content of the passage.A
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descriptive text is a text that describe the features of someone, something, animal, or certain
place.

Wardiman in Fitriyanti (2014:16) stated that descriptive text a kind of text which describes
particular thing, person, or other. Descriptive text is a kind of text with a purpose to give
information. The context of this kind of text is the description of particular thing, animal, person,
or others. (Linda Gerot in M Mursyid PW, 2005:4)Bachtiar and Bima M and CicikKurniawan
(2005:15) stated that descriptive text is a text, which says what a person or a thing is like. Its
purpose is to describe and reveal a particular person, place, or thing. According to the Harmer
(2004:31-33) there are some importance of writing. Those are :

a. Writing is not often time-bound in the way conversation.

b. Writing encourages students to focus on accurate language use because they think as
they write, it may provoke well development as they resolve problems which writing, puts
in their mind.

c. Writing is often used as a means of reinforcing language that has been thought.

d. Writing is frequently useful as preparation for some other activity.

e. Writing can be used as an integral part of a larger activity where the focus is on something
else such as language practice, acting out, or speaking.

f. Writing is also used in questionnaire-type of activities.

According to Harmer (2004:4-6) states that there are four main elements in writing process.
Those are planning, drafting, editing (editing and revising), and final version.

a) Planning

b) Drafting

c) Editing

d) Final version

METODE OF RESEARCH
The research was conducted by applying Classroom Action Research (CAR). Research design
have done with some steps as follow:
a) Collect data such as documentation includes the number of the students, students’ name
list, and pre-test.
b) Make a pre-test, to know the score of students writing in descriptive text before using
wholesome scattering game.
c) The researcher assesses the result of student’s writing in pre-test.
Before the sample was collected, the researcher had to determine the population.

Population is a set or collection of all elements processing one or more attributes of interest
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(Arikunto 2006:130). Population is geographic generalization there are: object/subject has
quality and certain of characteristic that set by researcher to learning then make the conclusion.

Based on definition above, the research was conducted at SMP Negeri 10
Pematangsiantar, that is located in Jl.Setia Negara No.1 Pematangsiantar. After researcher
getting an agreement of the school principal and then consult to an English teacher who teaches
at second year students of SMP Negeri 10 Pematangsiantar. The population of this research is
all of the second year students which consist of eleventh classes. They are 312 students as the
population.

According to Arikunto (2006:109,134), a sample must be representative to a population
and if the subject had less then 100, its better take all the subject. Based on Ary (2002:163) a
sample is a group of a population. Its mean that good sample must be representative of the
entire as possible. The researcher conclude that the sample is a small unit of individual that
exactly include in a research. Because of the sample of this research is more than 100 subjects,
is better the researcher take 10% from the population. In formula 312x10%=31,2. So the
researcher took 31 students as a sample.

This research used an instrument for obtaining the research data. Here, the writer used
writing test and will be implemented with pre-test and post-test.

To collect the data, the researcher goes with the following techniques:

1) Contributes pre-test, 2) Give the treatment of teaching writing descriptive text by using
Wholesome Scattering game, 3) Distributes post-test,4) giving more detail about the

treatment, 5) make post-test |l

And to know there is the improvement after the students being taught using wholesome
scattering game or no. In this research, the researcher took some formula to knowing how the
effectiveness of Wholesome Scattering Game in improving writing descriptive text by
HadiSutrisno (1981:246-258)in Ni'matulMaula (2018).

1. To knowing the mean score.
To find the difference between pre-test and post-test by looking for mean, as the following

formula:

Where :M = The mean score
Y x = The sum of the total scores

N = The number of students
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2. Difference Calculation of the mean
MD =£2
N
Where :MD = Different of mean
Y. D= Sum of difference between pre-test and post-test
N = Total number of students

3. Standard Deviation
<D = J3D2-(3D)2

NN
Where :SD = standard deviation

D = Difference between Post-test — Pre-test
N = The Number of Students
4. Standard Error for Mean Difference
SEwo= o
Where :SE,,;, = The standard error for the mean difference
SDy, = Standard Deviation

N = Total number of students

d.f = N-1
5. Calculation of t-test
MD
T-test or TO = SEW

Where: t = t-test for the difference between pre-test and post-test
SD = Standard deviation
D = Differences between pre-test and post-test

N = Total number of students

In knowing whether the students writing of descriptive text is improve or not, the
researcher used the steps which were done by the researcher in analyzing the result students’
writing in descriptive text. Furthermore, to analyze the data this research will use analyzing of
the five categories, namely: excellent, good, fair, poor, very poor. (Alice C. Omaggio, 7eaching

language in Context (Heinle&Heinle Publisher, Inc.: Boston, 1986), p. 266).

Scores Value
80-100 Excellent
60-79 Good
40-59 Fair

20-39 Poor

0-19 Very Poor
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Next, to categorize the number master of the students, the researcher continues it by applying
formula below:
P = 2x100%
Where P =The percentage of students who get good and enough
R = The number of the students who get good and enough

T = The total number of students

RESEARCH FINDINGS AND DISCUSSION
This research was conducted by using a classroom action research. And it will make in one cycle
with four steps namely; planning, acting, observing, and reflecting. The cycle contained of pre-
test and post-test.

Before conduct the pre-test, the researcher observed the students about their English in

writing skill especially in descriptive text. Actually in this research, the researcher not only gave
the treatment and games but also hold evaluation test to measure the degrees of ability students
in writing descriptive text.
The researcher analyzes the students’ improvement based on the result of analyzing in pre-test
and post-test. The improvement is the mean of the pre-test is 57,61 with only 3.22% students
who got the good criteria and 96.78% who got fair criteria. But it increase to be 74,19 in the
post-test with 63% students who got good criteria or 37% who got the fair criteria. And
researcher found that the mean score of students increased up to be 80.67 with 96.77% students
have got good criteria or only 3.23% students got the fair criteria. From the explanation previous
shows that by applying Wholesome Scattering Game technique can improve their writing ability,
because the researcher can found after calculated the statistical technique, as follows: Difference
calculation of the mean in cycle | is 16.58; and the standard deviation is 5.2. Beside that the
standard error for the mean difference is 0.95. And researcher found that the t-test of this
research was 17.45. It means that in first cycle the researcher can conclude that the Wholesome
Scattering Game can give the strong effect for the students. Because the researcher have found
that the effect size of the test was 3.18 or strong effect. The mean score of post-test is higher
than the score of pre-test in cycle | (74.19 > 57.61). And the mean score of post-test in cycle Il
higher than post-test in cycle | (80.67>74.19). Besides that, the students stimulated to produce
sentences based on the vocabularies which was written. Then they have an idea to arrange the
sentences to be a text.

The result of writing test after treatment is; the improvement of students’ mean score in
pre-test and post-test was significant. In pre test that 57,61 increased to 76,19 which 96%

students reached good category. It means that the indicator of success of this research was
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passed. It could be concluded that the result of the research showed that Wholesome Scattering
Game Strategy could improve the students’ ability in writing descriptive text. It can make the
students more excited in learning descriptive text. It also could be proven by the quantitative
data which showed the students’ score got more better from the pre-test to the post-test | of
cycle | and from the post-test | to the post-test Il in cycle Il. It also could be proven that the
researcher got better in controlling class and the students were more active and pay attention
in learning writing descriptive text.

In other hand, the researcher found that the effect of Wholesome Scattering Game in
Cycle two also give the strong effect. We can see from the statistical calculation below; The
difference calculation of the mean was 6.48, and standard deviation was 2.33. Besides that, the
standard error for the mean difference was 0.42, and t-test was 15.42. To improve that the
Wholesome Scattering Game was very significant to improve students’ writing skills especially in
descriptive text, researcher give the result of the effect size, namely was 2.78. It's mean that the
Wholesome Scattering Game give the strong effect to students to improve their writing skill on

descriptive text especially in second grade.

CONCLUSION AND SUGGESTION

After concluding the research of teaching writing in a descriptive text through

implementing wholesome scattering game, the researcher concludes of the result, as follows:
1) The implementation of wholesome scattering game can improve students’ writing skill
especially in descriptive text for the eighth grade students of SMP NEGERI 10 PEMATANG
SIANTAR in the academic year 2019/2020 that the researcher analyzes the students’
improvement based on the result of analyzing in pre-test and post-test. The improvement
is the mean of the pre-test is 57,61 with only 3.22% students who got the good criteria and
96.78% who got fair criteria. But it increase to be 74,19 in the post-test with 63% students
who got good criteria or 37% who got the fair criteria. And researcher found that the mean
score of students increased up to be 80.67 with 96.77% students have got good criteria or
only 3.23% students got the fair criteria. From the explanation previous shows that by
applying Wholesome Scattering Game technique can improve their writing ability, because
the researcher can found after calculated the statistical technique, as follows: Difference
calculation of the mean in cycle | is 16.58; and the standard deviation is 5.2. Beside that the
standard error for the mean difference is 0.95. And researcher found that the t-test of this
research was 17.45. It means that in first cycle the researcher can conclude that the
Wholesome Scattering Game can give the strong effect for the students. Because the

researcher have found that the effect size of the test was 3.18 or strong effect.
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2) In other hand, the researcher found that the effect of Wholesome Scattering Game in Cycle
two also give the strong effect. We can see from the statistical calculation below; The
difference calculation of the mean was 6.48, and standard deviation was 2.33. Besides that,
the standard error for the mean difference was 0.42, and t-test was 15.42. To improve that
the Wholesome Scattering Game was very significant to improve students’ writing skills
especially in descriptive text, researcher give the result of the effect size, namely was 2.78.
It's mean that the Wholesome Scattering Game give the strong effect to students to improve

their writing skill on descriptive text especially in second grade.
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