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ABSTRAK 

Fitri Dewi, Salma. 2013.Using the Supposemania Cards Game in the Pre-

writing Stage in Teaching Writing a Narrative 

Text to Junior High School. Paper. Jurusan 

Bahasa dan Sastra Inggris. Fakultas Bahasa dan 

Seni. Universitas Negeri Padang. 

 

Siswa Sekolah Menengah Pertama (SMP) kesulitan dalam membuat 

sebuah narrative text. Hal ini disebabkan karena siswa Sekolah Menengah 

Pertama (SMP) kesulitan mencari ide yang akan dikembangkan menjadi sebuah 

teks. Tidak adanya aktifitas yang menuntun siswa untuk menggunakan imajinasi 

dalam menemukan dan menyusun ide-ide tersebut juga menjadi penghalang dalam 

membuat teks naratif. Maka dari itu makalah ini mengusulkan menggunakan 

supposemania cards game untuk membantu siswa mengumpulkan ide-ide. 

Permainan ini akan membantu siswa dalam tahap prewriting yang merupakan 

tahap yang sangat penting dalam proses menulis. Dengan memperluas 

penggunaan permainan ini, guru akan memandu siswa untuk menemukan dan 

menciptakan elemen-elemen penting dalam sebuah teks yang nantinya akan 

dikembangkan menjadi sebuah narrative text. Keuntungan dari permainan ini 

adalah meningkatkan kemampuan penalaran dan imaginasi siswa dari masalah 

yang nantinya akan dihadirkan. Dan karena permainan ini dilakukan secara 

kelompok maka hal ini dapat mengajarkan siswa berbagai jenis keterampilan 

social seperti kerjasama, berkepemimpinan, saling penghormati dan menghargai, 

dan bersikap adil.   
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CHAPTER I 

INTRODUCTION 

1.1 Background of the Problem 

English is one of the most important languages in the world. It is often 

used in international communication.  Many books and other kinds of information 

media as the source of knowledge published in English. Considering the 

importance of English as an international language, Indonesian government has 

set the English language as one of the compulsory subjects in Junior High and 

High school. 

As one of the important skills, writing has an important role ofdelivering 

the message in communication between writers and readers. In writing, students 

learn how to express ideas and thoughts onto paper with the result that the ideas 

can be understood by the readers.Students also learn what a good and proper 

writing is, and then implement it to their own writing.  

According to Kurikulum tingkat satuan pendidikan (KTSP 2006), the 

focus of learning English in Junior High School is to make students able to 

communicate and to create written text.Students have to learn and master 5 types 

of monologue text. They are descriptive, procedure, recount, narrative, and report 

text.  

From those five types of text, narrative is considered as a difficult text 

type. The imagination and new ideas have to be generated by the students to make 

the narrative text. In creating a narrative text, students have to use their 

imagination in order to find new ideas to be put in the text. Meanwhile, 
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descriptive, procedure, recount, and report texts only need the ideas that 

studentshave already have to be put to the text.  

Since narrative text is included in the curriculum, students of Junior High 

School have to accomplish it well. However, students face some difficulties in 

achieving the target learning. One of the reasons of this condition is the students’ 

lack of ideas and imaginations. Narrative is often related to imagination. Students 

need to use their imagination to create a narrative text.  

Based on the writer’s experience during field teaching practice in SMPN 

31 Padang, the writer found some problems that made the students struggled in 

creating a good and varied narrative text. One of them is the students’ lack of 

motivation in writing narrative text. Another problem is the lack of activity that 

helps students to generateand organize ideas. Because of the tedious activities 

students got from teacher, they became uninterested in doing the activity. 

The common way used by the teacher of SMPN 31 in teaching writing is 

by doing the brainstorming and explaining the lesson.Brainstorming is a good 

start in teaching but it is pretty boring since after that the students only listen to 

the teacher’s explanation. After doing the explanation, teacher then asked the 

students to complete the text that had not been discussed before and not even 

after. Next, teacher came to another task by giving the students some themes then 

asked them to create their own narrative text. 

Therefore, it is not surprising to find the texts that were made by the 

students almost always almost the same since the teachers did not ask the students 

to use their imagination freely. Moreover, the idea and the way of writing used by 
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each of student mostly the same.Because the students got stuck in generating and 

organizing delivering their own ideas, they usedthe ideas from one of their 

classmates to create their own text. Thus, the content of the text seems to be 

boring andis not entertaining.    

The activities that are given to students to freely use their imagination 

need to be considered as one of the way to improvethe students’ writing.The 

activities that are used have to help students explore their imagination to make 

entertaining narrative text. Therefore, the purpose of narrative text itself is to 

entertain the reader can be achieved.  

Considering those problems, it is a must for a teacher to find activities that 

can help students to generate and organize their ideas. Teacher can use game as 

one of activities that will stimulate their imagination. This activity will make 

students feel excited and found that learning is fun. Gebhard (2006:218) says that 

fun activity is used by several EFL teachers in the writing class yet it does not 

eliminate the element of learning to write in it. Hence, teacher is allowed to use 

game in their teaching as long as it is still engaged to the lesson.  

Using game as an alternative in teaching English can make students 

motivated to follow the lesson. The motivation they have in learning will bring 

them into the effective learning where they are given the opportunity in using 

target language more often. Carrier (in Sánchez et al, 2007: 52) says that game 

can give students chance in practicing their target language without worrying 

about making errors while trying to win the game. 
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Since imagination is the important part of creating a narrative text, a game 

that involves imagination is considered suitable in generating ideas to be put in 

the text.The game that is chosen has to allow students to increase the use of their 

imagination. The imagination they use will lead them into new ideas that are 

useful in writing a narrative text.  

Therefore, the writer proposes to use supposemania cards game to teacha 

narrative text to Junior High School students. Applying games in the class will 

make students motivated and interested in following the study. Supposemania 

cards game required student to sharpen their reasoning skills and imagination. In 

this game, students are asked to see cards given by teacher, and discuss together in 

groups (1) what is happening in the picture, (2) why it is happening and (3) what 

might happen next.  

In implementing this game, teacher needs to expand the use of game by 

asking for more information such as where it is happen, who is in it, and how it 

will end. By extending the use of supposemania cards game, teacher helps 

students arrange their ideas into a good narrative text. The purpose of expanding 

the game is to relate the use of supposemania cards game with story mapping 

technique.At that time, students will unconsciously step forward to the next stage 

of arranging their story map. Story mapping is a technique that require the 

students to identify the main points of the story such as character, setting and plot. 

This techniquewill lead students to arrange their imagination and ideas which will 

be the basis for the making of their narrative text later. 
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1.2 Limitation of the Problem 

Based on the problem above, this paper is limited to the use of 

supposemania cards game in teaching writing narrative text at Junior High School. 

This game is especially used to help the students in pre-writing step of writing. 

1.3 Formulation of the Problem 

The problem of this paper can be formulated into the following question: 

“How does English teacher use supposemania card gamesin teaching a narrative 

text to Junior High School the students?” 

1.4 Purpose of the Paper 

 The purpose of this paper is to describe how the English teachers extend 

the use of supposemania cards game to teach Junior High School students 

arranging their ideas into a good narrative text. In this paper, the use of 

supposemania cards game will be related to story mapping technique. Therefore, it 

will be easier for English teachers to teach the students developing their ideas with 

a good arrangement of narrative text. Moreover, supposemania cards game is 

expected to be the answer for teachers to help their  students to find and organize 

ideas to create a good narrative text. 

1.5 Definition of Key Terms 

To avoid misunderstanding of terms used in this paper, the writer defines 

the key term as follow: 

1. Supposemania comes from the words supposition and mania. 

Supposition is interpreted as the assumptions that will be made by the 

players according to the cards given. Mania is doing the same thing 
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repeatedly, over and over. Players have to do the same thing to all 

cards provided.  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 


