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ABSTRACT

Ulfah. Fika Mardhiyah. 2020. The Effectiveness of Online Playing Storytelling
Card on Student’s Vocabulary Mastery. Padang: Jurusan Bahasa dan
Sastra Inggris. Fakultas Bahasa dan Seni. Universitas Negeri Padang.

Online playing storytelling card is the instructional tool that can be used in
language learning. The purpose of the research is to find out whether or not online
playing storytelling card is effective on student’s vocabulary mastery at SMAN 2
Bengkulu. This research was pre-experimental research with one group pretest-
posttest design. The instrument used in this research was test and to collect the
data, the researcher used rubric as modified from Marek & Wu (2014). In order to
determine the successful of the research, the researcher did the one group multiple
testing design in this research. Thus, in this research, there are three posttest that
are already administered. Based on the data analysis, there is a significant effect of
using online playing storytelling card on student’s vocabulary mastery. It was
proved that the mean of student’s pretest and student’s total posttest was very
significantly different. The mean of student’s pretest was 19.60, Then, the first
posttest was 21.7667. The second posttest was 23.50 and the third posttest was
25.9333. Then, the three of Sig. (2-tailed) scores were 0,000 which lower than the
determined significance value 0.025.

Keywords: online learning, storytelling card, vocabulary mastery



ABSTRAK

Ulfah. Fika Mardhiyah. 2020. The Effectiveness of Online Playing Storytelling
Card on Student’s Vocabulary Mastery. Padang: Jurusan Bahasa dan
Sastra Inggris. Fakultas Bahasa dan Seni. Universitas Negeri Padang.

Bermain kartu bercerita secara online adalah alat instruksional yang dapat
digunakan dalam pembelajaran bahasa. Tujuan dari penelitian ini adalah untuk
mengetahui apakah bermain kartu bercerita secara online efektif pada penguasaan
kosakata pada siswa di SMAN 2 Bengkulu. Penelitian ini adalah penelitian pra-
eksperimental dengan satu kelompok pretest dan posttest. Instrumen yang
digunakan dalam penelitian ini adalah tes dan untuk mengumpulkan data, peneliti
menggunakan rubrik yang dimodifikasi dari Marek & Wu (2014). Dalam rangka
untuk menentukan keberhasilan penelitian, peneliti melakukan one group multiple
testing design dalam penelitian ini. Dengan demikian, ada tiga posttest yang sudah
diberikan. Berdasarkan analisis data, ada efek signifikan dalam menggunakan
kartu bercerita secara online pada penguasaan kosakata siswa. Hal ini
membuktikan bahwa mean dari pretest dan total posttest siswa sangat berbeda
secara signifikan. Mean dari pretest siswa adalah 19,60, kemudian, tes pertama
adalah 21,7667. Tes kedua adalah 23,50 dan posttest ketiga adalah 25,9333.
Kemudian, tiga nilai posttest dari Sig. (2-tailed) adalah 0,000 yang lebih rendah
dari nilai signifikansi ditentukan 0,025.

Keywords: pembelajaran online, kartu bercerita, penguasaan kosakata
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CHAPTER |

INTRODUCTION

A. Background of the Problem

Learning a foreign language means someone have to master the language
skills. Of all the four skills (listening, speaking, reading and writing), speaking
seems intuitively the most important skill (Ur, 1996). In speaking skill, there are
five components; pronounciation, grammar, vocabulary, fluency and
comprehension (Harris, 1974). One of the important subskills among them is
vocabulary. Mastering vocabulary has an important role for all language skills. As
cited from Richards and Rodgers (2001), vocabulary is one of the most essential
components of foreign language learning. Therefore, learners expected to be able
to master the vocabulary to achieve language acquisition.

However, students often face the problems in mastering the vocabulary in
the classroom. Based on the prelimiary research that researcher did in SMAN 2
Bengkulu, the researcher found some problems related to the vocabulary teaching
and learning process. First, the students had a low sense of self-efficacy in
English. They were afraid of making mistakes in speaking English due to the
mindset of the students that English is a foreign language and it is a difficult
subject. Second, the teacher and the students were not using English as the main
language in the classroom. They prefered to use Bahasa Indonesia or Bengkulu
language to communicate each others in the classroom. Hence, the students were

lack of vocabulary in English. Third, the teacher taught English only by using



Power Point and the subject book. The teacher asked the students to answer the
questions that already given. Due to the fact, it makes the students became passive
in learning English and the impact was on their motivation to learn it. They did
not interested and they were lazy in learning English. Thus, the teacher needs to
create the fun learning process to enrich the student’s vocabulary in English.

The fun learning process could be as the best learning strategy for students
to enrich student’s vocabulary mastery. The technique could be learning through
stories and games. Learning through stories or usually known as storytelling is
regarded as a new way of teaching speaking (Bailey and Savage, 1994).
Storytelling can encourage students to explore their unique expressiveness and
heighten a learner’s ability to express thoughts and feelings (Mokhtar et al, 2011).
In addition, storytelling is one of the techniques in teaching speaking that students
can briefly summarize a tale or story they heard from somebody beforehand or
they may create their own stories to tell their classmates (Harmer, 2007). In
conclusion, storytelling is a technique in teaching speaking that can encourage
students to explore their creativity and express their thoughts and feelings.
Besides, another technique that can be used to empower speaking skill is game.

It has been highlighted by some researchers (Lewis, 1999; Hadfield,
1990) that game can create a meaningful context in the language use and using the
game as a technique to reach a particular goal. Huyen and Thu Nga (2003)
outlined that game usually involve friendly competition and they keep learners
interested and participate actively in the learning activities. They stated that it

brings real world context into the classrooms and enhance student’s use of English



in a flexible communicative way. Using game becomes undeniably important for
English language learners and teachers not only because it is a source of
enjoyment and relaxation, but also it encourages students to use their language in
a creative and communicative manner (Anggraeni, 2018). In this context, game is
a fun and friendly technique to enhance the speaking skill. It is important in
teaching speaking skill because it encourages students to use language in a
creative way.

Collier (1998) outlined that a game is a ‘for fun’ contest among
competing players operating under rules for an objective such as winning or some
sort of pay-off. One of the variety of intellectual contest are card games, chess and
backgammon. The card game provides a means of delivering basic information
for learning in a fun setting while offering the excitement of competition
(Dillhoff, 2003). The goal of card game in learning a language is to help the
students gain confidence in speaking English and to feel successful as language
learner. Then, the dialogue and card games worked best when played in small
ongoing groups of from three to five students. The small groups gave students a
lot of practice speaking and listening to English (Willoughby, 1993). Therefore,
the card game that can be used in this study is the storytelling card.

According to Lambert et al (1999), playing storytelling card is a
technique that can be used in teaching speaking which the students create stories
using cards. This technique is a great exercise to hone student’s storytelling and
improvisational skill. In addition, it is a fun learning technique for mastering the

vocabulary due to the students’ need to speak up without pressure and they will



get the amusement while playing the cards. Thus, this technique is going to be an
effective way for learning communicative skill.

Nevertheless, playing storytelling card can be done manually and online.
In responding to the outbreak of Covid-19 (Coronavirus Disease 2019), schools
and universities applied online learning for the students. With the spread of
COVID-19 across the world, as of March 13, 61 countries in Africa, Asia, Europe,
the Middle East, North America, and South America have announced or
implemented school and university closures and most of universities have
enforced localized closures (Bao, 2020). It distrupted learning activity resulting in
students having to do online learning at home.

Bartley in Nguyen (2015) defined that online learning is a form of distance
learning or distance education, which has long been a part of the American
education system, and it has become the largest sector of distance learning in
recent years. Along the learning itself, the technique of online playing storytelling
card can be accessed by the teacher and students via online platform. By using the
online platform, the online playing storytelling card can be played by the students
and the teacher can monitor the students in distance. Thus, this technique can be
applied in online learning process mostly in mastering the vocabulary.

Numerous studies of card games and vocabulary mastery have been done
in the last decades. The study about student’s vocabulary improvement with card
games conducted by Sholeha (2017). She investigated the improvement of
student’s vocabulary by using card game in SMPN 3 Sungai Raya. This study
concluded that using card game can increase their vocabulary mastery in meaning

aspect, spelling aspect and the use of word.



A similar study was examined by Fiantina (2017) that use the card games
to improve student’s vocabulary achievement in SMPN 5 Tapung. In this study,
she discovered that there was a significant effect of using card games on
vocabulary learning achievement. Then, most of the students gave a positive
response to this technique. Based on her research, card game stimulates the
students to memorize the vocabulary easily, the students enjoy the class activities,
and increase student’s achievement in their English skills. In addition, Fatmawaty
(2016) find out that the the effect of Flashcard game was successful in improving
the student’s vocabulary mastery. She concluded that using flashcard can be an
attractive media for teaching and learning especially in vocabulary mastery. The
improvement of student’s vocabulary mastery also improve and better than the
student’s who did not use Flashcard.

Furthermore, Muafi (2018) conducted a study about the effect of using
card sort toward student’s vocabulary mastery. It shows that by implementing the
card sort, the students were easier to memorize the new words and they was
encouraged to produce as much language as possible. Depari (2018) examined the
effect of picture card games to student’s vocabulary mastery. This study showed
the comparison between the student’s score of pretest and posttest show the
significant result that student’s vocabulary is improved by using the picture card
game.

By and large, the previous studies mostly examined the use of card games
on student’s vocabulary mastery. There are so many types of educational card

games that can be used in learning a foreign language skill especially mastering



the vocabulary. Despite, only a small number of studies that focusing vocabulary
in speaking skill. Almost of the research focus developing the vocabulary mastery
in reading and writing skill. Then, the previous research did not examine the
students to speak more so that the students gain more vocabulary in fun process
and increase their self-efficacy in communication skill. In addition, the previous
research also did not do the playing card game online. Almost all the card game
research play in face to face or in the classroom.

Furthermore, the online playing storytelling card is a fun technique since
this technique can make the students play in groups and they can play it online.
The learners can motivate and support each others while playing this game. Then,
they feel interested in speaking English. All in all, the previous research found
that the educational card games such as flashcards, sort card, picture card were
proved to be effective to enhance the student’s vocabulary mastery. Then, based
on these considerations, this present study is expected to bridge the gap and be a
new breakthrough for developing language skills. From several previous research
findings above, the researcher is interested to do the research entitled: The
Effectiveness of Online Playing Storytelling Card on Students’ Vocabulary
Mastery. The study dealing with this topic seems scarcely conducted by the

researchers.

B. ldentification of the Problem
Concerning the background of the problem above, online playing
storytelling card as a technique in English language teaching can be studied in the

field of reading, writing, listening and speaking. First, in the basic reading, young



learner just learn how to read by a simple word and image illustrating card so that
it is visually encourage them to associate to find the meaning. Second, online
playing storytelling card can be studied as a technique to improve creative writing
skill by using brainstorming strategy. Third, by listening people speaking with
storytelling card technique can enhance their listening ability. Last, in the context
of speaking, online playing storytelling card can be used as an effective technique

to improve student’s speaking ability.

C. Limitation of the Problem
Based on the identification of the problem stated above, this research only
focus to know the effectiveness of online playing storytelling card to enhance the

student’s vocabulary mastery at SMAN 2 Bengkulu.

D. Formulation of the Problem
In line with the limitation stated above, the problem can be formulated as
follow “Do online playing storytelling card have better effect on student’s

vocabulary mastery at SMAN 2 Bengkulu?”

E. Purpose of the Research
The purpose of the research is to find out whether or not online playing
storytelling card is effective on students’ vocabulary mastery at SMAN 2

Bengkulu.

F. Significance of the Study
The finding of this research is expected to give theoretical and practical

significance. Theoretically, it is expected that the result of this research can enrich



the language teaching strategy especially for teaching speaking skill. This theory
can be as the sources of information and references for further research on online
playing storytelling card as a technique. Practically, it is expected to give the
contribution for English teachers to improve their teaching quality. Then it can be
the information to help students to enrich their vocabulary mastery and develop
their speaking ability. Then, they can also involve actively in the learning and

teaching activity in the way of the process of the communication activity.

G. Definition of the Key Terms

1. Online learning
Online learning is a learning form that utilize an Internet for distance
learning.

2. Storytelling Card
Storytelling card is an instructional tool that can be used in language
learning.

3. Vocabulary Mastery
Vocabulary mastery is someone who has competence to know words and

meanings.



CHAPTER V
CONCLUSION AND SUGGESTION

A. Conclusion

The research conducted in grade X majoring IPA at SMAN 2 Bengkulu in
academic year 2019/2020. This research began on April 2020 up to June 2020.
The research design was a pre-experimental research with one group pretest-
posttest. Based on the research conducted, there was an effect of using online
playing storytelling card on student’s vocabulary mastery. It was proved by the
students’ score of the posttests was always higher than the students’ score in the
pretest after the treatment was already given. The mean of student’s pretest was
19.60. Then, in the student’s posttest, the student’s first posttest was 21.7667, the
second posttest was 23.50 and the last posttest was 25.9333.

Based on the data of the research finding, the collected data was analyzed
by paired samples t-test to answer the problem formulation of this research
whether there is a significant difference between student’s pretest and student’s
posttests by using online playing storytelling card or not. The hypothesis testing
was conducted by using SPSS 26. Furthermore, the significance value or alpha (o)
is 5% or 0.05.

The paired samples test shows the statistical hypotheses of this research.
Based on the result, it was obtained that the three of Sig. (2-tailed) scores were
0,000 which lower than the determined significance value 0.05. As the result, it
can be seen that p < a; (0.000 < 0.05) which means null hypothesis (Hp) was

rejected and the alternative hypothesis (H;) was accepted. The result shows that
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the student’s pretest score and the student’s posttests score was consistence. In
conclusion, this research proved that the online playing storytelling card was

effective on student’s vocabulary mastery.

B. Suggestion

After conducting this study, there were some suggestions related to the
online playing storytelling card on student’s vocabulary mastery for the students,
English teachers, and the other researchers. They are as follows:
1. For the Students

English is a global language which used by people around the world.
Learning English is important for student’s exchange, using technology, looking
for job and so on. Hence, the students need to have motivation in learning
English. Students could start from enhancing their vocabulary by using the
storytelling card. If the students master the vocabulary, then it would be easy to
them to hear, speak, read and write in English. The students can play the
storytelling card without worries of making mistakes. However, the students can
play this storytelling card online. So, they can play it wherever and whenever with
their friends.
2. For the English Teachers

As the English teachers, it is important to always be updated about
learning and using instructional tool in the classroom. Since English is an foreign
language to the students, English teachers have to make the learning itself is
interesting. The English teachers could use some various activities and media to

make students be more active and motivated in learning English. It is
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recommended for the English teachers to use storytelling card to enrich the
student’s vocabulary mastery and hone their improvisational skill in speaking. It is
a fun educational game and the English teachers could use it online with the
students due to the development of the age.

During the research, the researcher realized that students sometimes find it
difficult to start his/her story. Then, it could waste the time if the English teachers
do not creative to stimulate the students. Thus, the English teacher needs to pay
attention to the students. The English teachers could also introduce a new
vocabulary to the students in the evaluations session so that the students can
always increase their vocabulary.

3. For the Other Researchers

For other researchers who are interested in the same field as the researcher
did, the result of this study is expected to give an insight of conducting the similar
study. It is also suggested to continue and develop this study in order to find out
new breakthrough in using storytelling card. This research can be develop in other

language skills such as listening, reading or writing skills.
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