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ABSTRAK 

 

 

Herlianisyah L, (2021):  Pengaruh bermain kosa kata secara online dan 

motivasi terhadap penguasaan kosa kata siswa 

Sekolah Menegah Pertama Insan Utama 

Pekanbaru. 

 

 

Penelitian ini bertujuan untuk (1) untuk mengetahui apakah dengan 

bermain kosa kata secara online memberikan pengaruh yang significant terhadap 

penguasaan kosa kata siswa, (2) Untuk mengetahui perbedaan pada penguasaan  

kosa kata siswa antara siswa yang memiliki motivasi yang tinggi di kelas 

eksperimen dan kelas kontrol, (3). Untuk mengetahui perbedaan pada penguasaan 

kosa kata siswa antara siswa yang memiliki motivasi yang rendah di kelas 

eksperimen dan kelas control, (4) Untuk mengetahui apakah ada interaksi antara 



 

ix 
 

bermain kosa kata secara online dan motivasi terhadap penguasaan kosa kata 

siswa di sekolah islam menegah pertama Insan utama Pekanbaru. Penelitian ini 

dilakukan dengan menerapkan penelitian eksperimental dan desain yang 

digunakan adalah desain faktorial 2x2. Penelitian ini menggunakan random 

sampling dengan melibatkan 70 orang siswa. Motivasi siswa diukur dengan 

menggunakan tes motivasi dalam bentuk questioner. Test penguasaan kosa kata 

diberi soal berupa pilihan ganda. Data dihitung dengan menggunakan SPSS 20. 

Dari hasil analisa data menunjukkan adanya (1) pengaruh positif/ significant yang 

jelas dari penggunaan permainan kosa kata secara online.sig 0.03 < 0.05 %. 

Kemudian (2) terdapat pengaruh yang significant terhadap kosa kata siswa yang 

memiliki motivasi tinggi yang di ajarkan dengan bermain kosa kata online, (3) 

terdapat perbedaan pengaruh yang significant terhadap kosa kata siswa yang 

memiliki motivasi rendah di kelas eksperimen dan kontrol, (4) terapat interaksi 

antara bermain kosa kata secara online dan motivasi terhadap penguasaan kosa 

kata siswa  

 

 

Kata Kunci: Permainan kosa kata online, Motivasi, Penguasaan kosa kata siswa. 

 

 

 ملخص

 عبر الإنترنيت والدوافع على مهارة المفردة لدى(: أثر لعب المفردة 0202هرليانيشه ل، )
 بكنبارو   Insan Utamaالطلبة بمدرسة الثانوية        

 
( لمعرفة هل لعب المفردة له أثر على ترقية مهارة المفردة 1أهداف هذا البحث هي: ) 

( لمعرفة فرق بين الطلبة في الفصل التجريبي والفصل الضابط التي لها الدوافع الكبيرة 2لدى الطلبة، )
( لمعرفة فرق بين الطلبة في الفصل التجريبي والفصل الضابط التي لها الدوافع 3في مهارة المفردة، )

مهارة المفردة ( لمعرفة وجود تعامل بين لعب المفردة له أثر على ترقية 4الصغيرة في مهارة المفردة، )
. هذا البحث هو البحث التجريبي باستخدام بكنبارو Insan Utamaبمدرسة الثانوية  لدى الطلبة

design factoral 2x2 طلبا باستخدام أسلوب أخذ العينات  07. عدد مجتمع البحث هو
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خدمت الباحثة العشوائية. لمعرفة دوافع الطلبة استخدمت الباحثة الاستبيان. لمعرفة مهارة المفردة است
. مؤسسا على النتيجة التحليلية تدل SPSS 27التقويم. تحليل البيانات استخدمت الباحثة البرنامج 

( الدوافع الكبيرة 2. ثم )% sig 0.03 < 0.05( وجود أثر لعب المفردة عبر الإنترنيت 1على أنّ: )
( وجود الفرق الهام 3الإنترنيت، )تؤثر هاما على مهارة المفردة التي تعلم باستخدام لعب المفردة عبر 

( وجود تعامل بين لعب المفردة له أثر على 4بين الطلبة التي لها الدوافع الصغيرة في مهارة المفردة، )
 ترقية مهارة المفردة لدى الطلبة.

            
 لعب المفردة عبر الإنترنيت، الدوافع، مهارة المفردة لدى الطلبة. الكلمة الرئيسية:

 

 

 

 

 

 

 

ABSTRACT 

 

 

Herlianisyah L, (2021): The Effect of Playing Online Vocabulary Games and  

Motivation on Students’ Vocabulary Mastery In 

Insan Utama Islamic Junior High School 

Pekanbaru. 

 

 

This research was aimed to (1) find out students‘ who were taught by 

online vocabulary games, and who were taught without treatment. (2) to find out 

the difference students' vocabulary mastery who have high motivation in 

experiment and control class. (3) to find out the difference students' vocabulary 

mastery who have low motivation in experiment and control class. (4) find out 

there is an interaction between playing online vocabulary games and motivation 

on students‘ vocabulary mastery. This study used the 2 x 2 factorial design. 

Population of this study was 70 students Insan utama Pekanbaru. To analyze the 
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data, the writer adopted independent sample t-test formula by using SPSS 20.  

Analyzing the data, the writer found that (1) there was a significant difference 

between students‘ playing online vocabulary games in experimental class and 

control class in which the sig (2 tailed) had 0.03>0.05. Thus, null hypothesis (Ho) 

was rejected, and alternative hypothesis (Ha) was accepted. (2) there were 

significant differences of studetns' vocabulary mastery who had high motivation 

in experiment class and control class. (3) there were significant differences of 

studetns' vocabulary mastery who had low motivation in experiment class and 

control class (4) there was significant interaction effect of playing online 

vocabulary games and motivation on Students‘ Vocabulary Mastery in Insan 

Utama Islamic Junior High School Pekanbaru. 

 

 

Key Word : Online Vocabulary Games, Motivation and Vocabulary Mastery.  
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CHAPTER I 

INTRODUCTION 

This chapter presents an overview of the study. It starts with background of 

the study, followed by the statement of problem, limitation of problem, purpose 

and objective of the research, research question of the research and rationale of 

the research. Definitions of the key terms used in last section of this chapter. 

1.1 Background of the Study 

Vocabulary is one of the elements that English learners must be mastered 

(Fadlan,2015:5). It is crucial for students or learners since they are unable to 

develop and convey the language if they do not have vocabulary knowledge 

(Thornbury,2002:13). By learning vocabulary, students know the language 

elements either pronouncation, grammar, speling, and language skill 

automatically in listening, speaking, writing and reading skills. 

Language skill or language elements mostly depend on the mastery of 

vocabulary. Vocabulary is mastered by learners to know words, usage, 

combination, formation of word and grammar. It is supported by Nunan 

(1983:125), he states that the acquisition of an adequate vocabulary is essential for 

successful language and students are more active in English subject.  

English subject is taught in Indonesia, the one of levels is junior high 

schools. It is compulsory subject and  has design K-13 curriculum. Based on 

Dinas Pendidikan Nasional, English for junior high school the topics are closely 

related to the students‘ life at school, home and society and the students learn 
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English by activities, real texts, and using the language. As stated in the 

curriculum the school–based curriculum is needed in all school for competitions 

in a globalization and for absorbing the information in 21
th 

century especially 

English 

In junior high school, there are three sub competence areas: language/ 

linguistic competence which involve language skill, social function and text 

structure. Vocabulary is a part of the whole competences which was used to 

support the language skill. It has an important role for students to acquire 

information and well communicate in spoken or written text although vocabulary 

does not mention in K-13 curriculum. 

In addition, the students should understand the meaning of the words to 

convey the meaning while reading and listening and use appropriate vocabulary to 

complete the written and spoken skill in learning language.  Vocabulary becomes 

complex problems since it is difficult task to do with students who do not have 

vocabulary knowledge (Jayanti, 2016:2). Appropriate media is also needed for 

both teachers and students to reduce difficulties that appear in the process of 

teaching vocabulary. 

There are several factors that affect students vocabulary related to media 

used in classroom. Some problems were found through preliminary study. The 

researcher did the survey and observation, the researcher found the problems in 

teaching and learning vocabulary in Insan Utama Islamic Junior High School 

Pekanbaru. Student lack of vocabulary and background knowledge of vocabulary. 

Students ask teachers to provide the meaning of unfamiliar words found in a text 
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and teacher usually introduce students to new word the might find in the text then 

give the meaning of the word in white board as media.  

Media has important role in vocabulary in which determine the successful 

of teaching and learning process. In fact, the teacher used conventional media in 

teaching vocabulary that used whiteboard as media. It is good to do but the 

problems emerged in which they are not interested in learning vocabulary and 

hard for them to understand the meaning of the words sometimes students feel 

bored learning this way because they often forget the word as soon as they write 

them. 

 Sometimes this condition might lead them to the conclusion that they have 

bad memorizations and this condition is concern to lead them to lose motivation. 

Allen (1999:2) commented that teaching vocabulary in the traditional way which 

is often assumed as assign, define and test do not increase students‘ speaking, 

reading and writing. The students also had difficulties to use appropriate choice of 

the words, cannot use grammatically meaning and finding out the unfamiliar 

words when they are reading and some of students not interesting in English 

Subject.  

Based on several factors, it gave impact into student‘s achievement and 

students did not focus while teaching and learning vocabulary. Realizing the facts, 

it is necessary for English teacher to find appropriate media to attract students‘ 

attention in teaching learning vocabulary. These days, media learning should be 

based-technology in learning that relates with 4.0 era. It will be useful for teachers 
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and students in the current technological era and application of technology can 

assist teachers in creating a conductive and motivating learning environment. 

The theories read from many sources, online vocabulary is believed to be 

good media for teaching vocabulary. Games as one of the computer applications 

are informally considered as the entertaining media for leisure time activities. But 

games can also be used for educative purposes and the media to promote students‘ 

knowledge. In language teaching, games have often been used to stimulate 

students‘ motivation and interest as games are fun challenging. It is in line with 

Shaffer (2006:6) who stated that games help create and support children‘s 

interests. 

Online vocabulary games help the students in learning vocabulary. 

Schmids (2005) states that an online vocabulary game is able to stimuli students 

that helps them in vocabulary learning difficulties. It also has visual elements like 

pictures that can help students remember and recall the words that they have seen. 

It is expected to increase students‘ motivations that have an impact on students‘ 

vocabulary mastery. 

Based on Guthrie and Wigfield (2005) interest in subject has an internal 

desire have purpose for technical skill and comprehend a text. It is very important 

to have these qualities that are related to motivational process for learning Rosana 

(2016:8). In the case above, the researcher rise up computer game to   help 

students‘ vocabulary mastery and motivation of the students to learning English 

subject deeply.  
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The junior high school students more interested in playing games who 

have improve their motivation in learning vocabulary. They have different 

characteristics and different motivations (Ratih, 2017: 2). Pursuing motivation in 

learning vocabulary can enrich student‘s vocabulary knowledge. Motivation is 

one of the most significant factors in learning languages. It is also related to 

students‘ mastery and Dornyei (1994) states that motivation is one of the main 

determinants of second or foreign language learning. Students who have high 

motivation will have better mastery and learn faster if compared with those who 

have low motivation. Students with high motivation will do strategic actions and 

are willing to spend more time to do the necessary efforts to achieve their goals.  

Based on the explanation above, the researcher interests to conduct a 

research entitled The effect of playing online vocabulary games and motivation 

on students’ vocabulary mastery in Insan Utama Islamic Junior high school 

Pekanbaru. 

 

1.2 Statement of the Problem 

The importance of vocabulary mastery makes communication well 

between students and teacher in the classroom. The students face some difficulties 

while learning vocabulary. Since vocabulary is an important part in English 

language as communication Burton (1982:98). By having vocabulary knowledge 

is making up the language, master the fundamental grammatical pattern of 

language Hornby (1994:959). 
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It means that students who do not learn  and master vocabulary cannot 

communicative well and master English. Students Insan Utama islamic junior 

high school got some problems in vocabulary. First, students were hard to 

understand the meaning of the text/word, sometimes students skip the word / text 

when students found unknown meaning, lack of vocabulary and background 

knowledge of vocabulary.  

Secondly, the students also had difficulties to use appropriate choice of the 

words, cannot use grammatically, did not know about word information ( noun, 

adverb, adjective, and verb) some of students confused, part of speech, synonym, 

antonym, confused word meaning and finding out the unfamiliar words when they 

are reading and some of students not interesting in English Subject.Based on the 

background problems also come from students self.  

And the third is motivation, it is related to the students‘ interest in 

learning. Students who were highly motivated to learn something are more likely 

to be active than others to consciously plan their learning motivated students 

usually want to understand the content of the text fully and process learning 

(Slavin,2009:302) and motivation one of factor given place as well as cognitive 

process in learning process Warg and Guthrie (2004). 

Based on the table below students might lack of vocabulary / unknown 

meaning of the word.  Researcher found students‘ score on answer sheet of 

several question in basic competence of sub topic. 
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Table 1. The English vocabulary score at seven grade of Insan Utama 

No  Class Students‘ Score Total 

  

>75 <75 

 1 VII.1 15 20 35 

2 VII.2 8 27 35 

Total 2 classess 23 47 70 

 

Due to those phenomena employed by the students Insan Utama islamic 

junior high school pekanbaru, some questions are needed to be addressed? What 

are the students‘ difficulties in vocabulary? Why do the students get difficulties in 

language competence and sub competence? Why are the students not able to 

master vocabulary knowledge? Why are the students not able to master 

background knowledge? Why student low motivation ? Are motivation and 

vocabulary mastery able to solve students‘ problem in English subject ? Is there 

any significant diffrence between playing online on vocabulary mastery ? Is there 

any significant diffrence between playing online game on motivation ? Is there 

significant effect of playing online vocabulary games on students‘ vocabulary 

mastery? Is there motivation on students‘ vocabulary mastery? 

Pullido & Hambrick (2008) found that vocabulary knowledge to be an 

indicators of the quality of a person's vocabulary. In relation to the theoretical 

ideas, vocabulary is the key factor to ensure that production (receptive vocabulary 

and productive vocabulary) to get vocabulary as the key factor need a motivation 

in proces learning. By having vocabulary online game, it is expected that students 

have a motivation in learning foreign language especially English subject. 
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1.3. Limitation of the Problem 

Based on the background and statements of the problems above, the 

researcher focused on investigating the effect of playing online vocabulary games 

and motivation on students‘ vocabulary mastery in Insan Utama Islamic Junior 

High school pekanbaru academic year 2019/2020 to see whether this media give 

influence to students‘ vocabulary. The subject of this research was limited at the 

seven grade in the School. This research focused on the effect of playing online 

game and students‘ motivation toward students‘ vocabulary mastery. In this 

research vocabulary mastery was given written test.  

Vocabulary mastery (Hornby, 200:144) know the word, meaning, 

formation, and grammar use in particular language and subject. It might online 

vocabulary games can improve students‘ word, grammar and meaning in 

particular language in the school, in their house and everywhere. On the other 

hand, online vocabulary games are easy, fun, interesting to improve students‘ 

vocabulary. It is supported by computer/ laptop / gadget / mobile phone and most 

importantly internet connection. In this case, the researcher also limits either 

vocabulary or topic which is related to the school material. Thus, vocabulary / 

common word is used in students‘ daily life, around house, class and school. 
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1.4 Research Questions 

The research questions of some of this study are formulated as in the 

following questions: 

1. Is there any significant differences of vocabulary mastery taught by online 

vocabulary games who were taught without online vocabulary game in 

Insan Utama Islamic junior high school Pekanbaru.  

2. Is there any significant difference of students‘ vocabulary mastery with 

high motivation who are taught by playing online vocabulary games and 

without using vocabulary games toward students‘ vocabulary mastery? 

3. Is there any significant difference of students‘ vocabulary mastery with low 

motivation who are taught by playing online vocabulary games and without 

using vocabulary games toward students‘ vocabulary mastery? 

4. Is there any interaction effect between playing online vocabulary games 

and motivation on students‘ vocabulary mastery in Insan Utama Islamic 

junior high school Pekanbaru? 

 

1.5 Significance of the Study 

 This study is significance  for several reasons which increase the 

researcher‘s motivation and students, researcher‘s knowledge of game online, 

vocabulary mastery and then shares the knowledge to others. This research is 

expected to this study has some significance: theoretically, pedagogically, and 

practically.  Theoretically, it is able to make students realize toward motivation 

and vocabulary mastery which is very important in learning process. 

Pedagogically, it is able to motivate students in learning vocabulary by playing 
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online vocabulary games. And practically, the finding of this research can give 

contribution for other researcher who will take some topic on future research. 

 

1.6 Purpose of the Study  

The purpose of the research is to find out the effect of playing online game 

on students‘ motivation and vocabulary mastery. Based on Motlagh (2014:290) 

online game is one of a possible media for teacher to creating, explore or develop 

further as researcher, effective facilitation a knowledge and skill. By playing 

online vocabulary games, it gives benefit for learners in learning English for 

vocabulary enrichment.  

Based on background this study aims to obtain the descripton on the effect 

certain online vocabulary games and motivation on the students‘ vocabulary 

mastery. while, the purpose of this study are: 

1. To find out a significant difference  vocabulary mastery who were taught 

by online vocabulary and those who were without online vocabulary 

game at Insan Utama Islamic junior high school Pekanbaru. 

2. To find out a significant differences of students‘ vocabulary mastery with 

high motivation who are taught by playing online vocabulary games and 

without using online vocabulary games at Insan Utama Islamic junior 

high school Pekanbaru. 

3. To find out a significant differences of students‘ vocabulary mastery with 

low motivation who are taught by playing online vocabulary games and 

without using online vocabulary games at Insan Utama Islamic junior 

high school Pekanbaru. 
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4. To find out interaction effect between online vocabulary games and 

motivation on students‘ vocabulary mastery in Insan Utama Islamic 

junior high school Pekanbaru 

 

1.7 Definitions of Terms 

In order to avoid the reader misunderstanding in reading this research, the 

definitions of the terms will be defined in the following: 

Effect 

Effect can be either verb or noun and means ―bring about, cause, or 

result‖. Enquest & Currie (2013:167) and Ricard (1999:175) state that is 

measure of the strength of one variable‘s effect on another or the relationship 

between two or more variable or defined as the result of the teaching compare 

and contra.  

Playing Online Game 

Based on (Kayaalti,2018:313) online game are helpful for language, for 

learning vocabulary in classroom and increase motivating of students in 

learning and (Wright, 2011:217) an electronic or computerized game played 

by manipulating images in a video display. And playing online game is 

someone play a video game and playing video game either primarily or 

partially played through the computer network or internet available. 

Motivation 

(Dorney,2008:273) motivation is one of the main determinants of second/ 

foreign language (Üḉgül,2006:5) motivation students‘ interest to the content 

of the lesson, willingness to make of material used in the study  and students 

has desire interest to join the class. 
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Vocabulary Mastery  

Lestari (2017: 5) Vocabulary mastery refers to the number of the words 

someone knows a word and able to recognize the meaning, form, grammar, 

collocation, meaning and word format. And researcher concludes that it can 

be said vocabulary mastery competency if someone gets information to 

understanding the whole knowledge.  
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CHAPTER II 

REVIEW OF RELATED LITERATURE 

 

The second chapter reviews theories, concept and previous studies that are 

relevant in the investigation of the effect of playing online vocabulary games on 

students‘ vocabulary mastery. Therefore, this chapter includes discussion about 

online vocabulary games, motivation, vocabulary mastery and the terms are as 

follow: 

2.1  Vocabulary Mastery  

Vocabulary mastery is ability to understanding and using the words and 

meaning or acquisition.The comprehensibility depends on the ability to recognize 

the meaning of the key elements in the utterence. More details about vocabulary 

mastery it present below and this section is divided into:  

2.1.1 Understanding Vocabulary Mastery 

According Hornby (in Nur Aeni,2012) that vocabulary is 1). All the words 

that a person know or uses. 2). All the words in a particular language. 3). The 

words that people use when they are talking. 4). A list of words with meaning. 

Beside that Vocabulary can be defined, roughly, as the words we teach in the 

foreign language (Penny, 1991: 60). Butler, et all (2010:1) Vocabulary is 

generically defined as the knowledge of words and word meanings.  

According to Duffi (2009:14) vocabulary is fundamentally important for 

understanding the message. Similarly, Nation (2008:66) says that vocabulary is 

central to language. Cambridge (2007:784) vocabulary is all the words that exist 
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in a language.  Tankersley (2003:52) Vocabulary is the meaning and 

pronounciation of word that we use in communication.  

Furthermore, Lado and Harts (1969:164) stated that vocabulary is the lexical 

unit or lexicon of written language that is called words. It means that vocabulary 

is the totals number of words that someone own in expressing a language in 

communication. And the last Richard and Schmidt (2002:580) state that 

vocabulary is a set of lexemes, including words, compoun words, and idioms. 

Finally, based on the description above, the writer concludes that 

vocabulary is set of words in a languange ussualy arranged in alphabetical order, 

with the explanation of their meanings, used in particular kind of work. It is clear 

that vocabulary is basic component in language skill. 

Vocabulary can enhance the ability of the learners in learning foreign 

language. Students can acquire language well when they acquire vocabulary, and 

they can communicate language smoothly if they are supported by adequate 

vocabulary. But if the learners do not have adequate vocabulary, they cannot 

communicate with others. So, it means that the students who are successfully in 

using language if students know the meaning of words and be able to use the 

words correctly. 

According to Read (2000: 16) said that vocabulary knowledge involves 

knowing the meanings of words and therefore the purpose of a vocabulary test is 

to find out whether the learners can match each word with a synonym, a 

dictionary-type definition or an equivalent word in their own language.  
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Carter (1998:239) that knowing a word (vocabulary) in a second or foreign 

language might  main characteristics: 

1. It means knowing how to use it productively and having the ability to 

recall it for active use, although for some purposes only passive 

knowledge is necessary and some words for some users are only ever 

known passively. 

2.  It means knowing the likelihood of encountering the word in either 

spoken or written contexts or in both. 

3.  It means knowing the syntactic frames into which the word can be 

slotted and the underlying forms and derivations which can be made 

from it. 

4.  It means knowing the relations it contracts with other words in the 

language and with related words in an L1 as well. 

5.  It means perceiving the relative coreness of the word as well as its 

more marked pragmatic and discoursal functions and its style-levels. 

6.  It means knowing the different meanings associated with it and, often 

in a connected way, the range of its collocational patterns. 

7.  It means knowing words as part of or wholly as fixed expressions 

conveniently memorized to repeat—and adapt—as the occasion 

arises.In addition Richards (1976) states in Read (2000: 25) 
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That there are eight assumptions cover various aspects of what is meant by 

knowing a word: 

a. Knowing about grammatical competence. 

b. Knowing a word means knowing the degree of probability of 

encountering that word in speech or print. For many words we also 

know the sort of words most likely to be found associated with the 

word. 

c. Knowing a word implies knowing the limitations on the use of the 

word according to variations of function and situation. 

d. Knowing a word means knowing the syntatic behaviour associated 

with the word. 

e. Knowing a word entails knowledge of underlying form of a word and 

the derivations that can be made from it. 

f. Knowing a word entails knowledge of the network of associations 

between that word and other word in the language. 

g. Knowing a word means knowing the semantic value of word. 

h. Knowing a word means knowing many of the different meaning 

associated with a word. 

Thus, concluded from the explanation above, the writer takes conclusion 

that knowing vocabulary or word has many aspects which have to be mastered. As 

we know that, vocabulary is crucial thing which to be mastered because without 

mastering vocabulary we cannot run all of language skills well.  

 



17 
 

 
 

2.1.2 The Nature of Vocabulary Mastery. 

Vocabulary is basic component of language skill. It means that without 

vocabulary language will not be formed, all of language skills need vocabulary 

mastery to be learned .  mastery is expert or knowledge about something. And 

according to Webster dictionary mastery means knowledge and skill that allows 

you to do, use, or understand something very well; complete control of something. 

Vocabulary has great function in language. People use vocabulary/word to 

construct sentences. Vocabulary is a like as the bone of your body, without bone, 

our body will not be able to be as perfect as possible. Nobody can express his/her 

felling to others without vocabulary. A teacher will confuse to explain the lesson 

to the students without vocabulary and so do the members of community can 

share their ideas for the social using vocabulary. So, the vocabulary is supposed as 

the bone of languange, without vocabulary, language cannot be develop. 

Statement above was supported by  

Flippo (2000:43) vocabulary is daily demonstrated in schools and out 

because of the verbal nature of most classroom activities, knowledge of words and 

ability to use language are essential in these activities. 

In addtion, Hughes (1989:146) said that knowledge of vocabulary is 

essential to the development and demonstration of linguistics skill. Similarly, 

Duffi (2009:14) stated that vocabulary is findamentally important for 

understanding message, it means that without vocabulary we cannot understand 

about the message that we hear or read and we cannot deliver the message when 

we speak n write. 
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So, it is clear that vocabulary is essential element in language. Vocabulary 

involves all of particular things in languange. Also, vocabulary is essential for 

successful second language use because without extensive vocabulary we will be 

unable to use the structures and functions that we have learn for comprehensible 

communication.   

2.1.3 The Types of Vocabulary 

 According Hiebert and Kamil (2005:3) that the knowledge of word 

(vocabulary) can be classified into two forms (kinds), are receptive—that which 

we can understand or recognize—and productive—the vocabulary we use when 

we write or speak. 

1. Receptive Vocabulary 

Receptive, or recognition, vocabulary is that set of words for which an 

individual can assign meanings when listening or reading. These are words 

that are often less well known to students and less frequent in use. Individuals 

may be able assign some sort of meaning to them, even though they may not 

know the full subtleties of the distinction. Typically, these are also words that 

individuals do not use spontaneously. However, when individuals encounter 

these words, they recognize them, even if imperfectly. 

2. Productive Vocabulary 

Productive vocabulary is the set of words that an individual can use 

when writing or speaking. They are words that are well-known, familiar, and 

used frequently. 
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Learning English subject in the class need comprehend for the skill 

(listening, reading, speaking, writing) but for a basic language need 

vocabulary knowledge. Vocabulary is words collection that is owned by 

someone and also fundamental requirement that influence students‘ 

achievement in studying English. By mastering vocabulary, the students can 

communicate with those skills in English and the students can conveyed the 

meaning as well.  

It takes crucial role in language competence, because the language 

consists of construction of vocabulary. Beside that vocabulary is also 

linguistic component which has prominent role in learning English language 

as a foreign language. The students should have enough vocabulary 

knowledge to communicate with English since the communication component 

is words. As follow is the definition of vocabulary by some experts. 

According to Nur Aeni (2012), vocabulary is the words that person know or 

uses language and that people use when they are talking. Thus, it is important 

to know and master the vocabulary knowledge. 

Moreover, Butler (2010:1) states that vocabulary is generically defined 

as the knowledge of words and word meanings. According to Duffi (2009:14) 

vocabulary is fundamentally important for understanding the message. 

Similarly, Nation (2008:66) says that vocabulary is central to language. 

Cambridge (2007:784) states that vocabulary is all the words that exist in a 

language. In line with a Tankersley (2003:52), he states that vocabulary is the 

meaning and pronounces of word that we use in communication. Thus, 

vocabulary is a core in English language as used for communication. 
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Furthermore, Lado and Harts (1969:164) state that vocabulary is the 

lexical unit or lexicon of written language that is called words. It means that 

vocabulary is the totals number of words that someone own in expressing a 

language in communication. Finally, based on the description above, the 

writer concludes that vocabulary is set of words in language arranged in 

alphabetical order, with the explanation of their meanings, used in particular 

kind of work.  

On the other hand, vocabulary mastery is someone‘s ability, skill and 

knowledge about words or lexemes. Mastery is the great knowledge that is 

about understanding of a particular thing. Read (2000: 16) said that 

vocabulary knowledge involves knowing the meanings of words and therefore 

the purpose of a vocabulary test is to find out whether the learners can match 

each word with a synonym, a dictionary-type definition or an equivalent word 

in their own language. According to Carter (1998:239), by knowing words 

(vocabulary) in a second or foreign language, it might be said to have the 

following main characteristic such as knowing how to use vocabulary, 

likelihood of encountering the word in either spoken or written contexts; 

relating with other words in the language and with related words in an L1 as 

well, perceiving the relative as its pragmatic functions, differentiating 

meanings associated with connected pattern and fixing expressions 

conveniently memorized to repeat the occasion arises. 

In addition Richards (1976) in Read (2000: 25) states that there are 

eight assumptions cover various aspects of what is meant by knowing a word 
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which are grammatical competence, degree of probability of encountering that 

word in speech, variations of function and situation, syntactic,  behavior 

associated with the word, underlying form of a word and the derivations that 

can be made from, word entails knowledge of the network of associations 

between that word and other word in the language and semantic value of 

word. 

It can be concluded that by knowing vocabulary or word they can 

communicate language smoothly if they are supported by adequate 

vocabulary. Since vocabulary is crucial thing which to be mastered because 

without mastering vocabulary we cannot run all of language skills well. 

Language skill will not build without vocabulary and before it we have to 

know what vocabulary it is. Vocabulary has great function in language. People 

use vocabulary/word to construct sentences. Vocabulary is a like as the bone 

of your body, without bone, our body will not be able to be as perfect as 

possible. So, vocabulary is essential thing for successful English language 

used. 

Vocabulary is words collection that is owned by someone and also 

fundamental requirement that influence students‘ achievement in studying 

english. Without vocabulary there is no communicate, read and write can be 

conveyed. It takes crucial role in language competence, because the language 

consists of construction of vocabulary. Beside that Vocabulary is also 

linguistic component which has prominent role in learning english language as 

a foreign language. The students should have enough vocabulary in order to 
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able to communicate in the foreign language. There is no language exist 

without words. So that, it is important to know what the vocabulary is. As 

follow is the defenition of vocabulary by some experts. 

According Hornby (in Nur Aeni,2012) that vocabulary is 1). All the 

words that a person know or uses. 2). All the words in a particular language. 

3). The words that people use when they are talking. 4). A list of words with 

meaning. Beside that Vocabulary can be defined, roughly, as the words we 

teach in the foreign language (Penny, 1991: 60). Butler, et all (2010:1) 

Vocabulary is generically defined as the knowledge of words and word 

meanings. According to Duffi (2009:14) vocabulary is fundamentally 

important for understanding the message. Similarly, Nation (2008:66) says 

that vocabulary is central to language. Cambridge (2007:784) vocabulary is all 

the words that exist in a language.  Tankersley (2003:52) Vocabulary is the 

meaning and pronounciation of word that we use in communication. 

Furthermore, Lado and Harts (1969:164) stated that vocabulary is the lexical 

unit or lexicon of written language that is called words. It means that 

vocabulary is the totals number of words that someone own in expressing a 

language in communication. And the last Richard and Schmidt (2002:580) 

state that vocabulary is a set of lexemes, including words, compoun words, 

and idioms. 

Finally, based on the description above, the writer concludes that 

vocabulary is set of words in a languange ussualy arranged in alphabetical 

order, with the explanation of their meanings, used in particular kind of work. 
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It is clear that vocabulary is basic component in language skill but if the 

learners do not have adequate vocabulary, they cannot communicate with 

others. So, it means that the students who are successfully in using language if 

students know the meaning of words and be able to use the words correctly. 

2.1.1 Teaching and Learning Vocabulary. 

The learning from meaning-focused input strands involves learning from 

listening and reading. In vocabulary learning, learners need to know 98 percent of 

the running words already. For example, in the text, there should be only one 

unknown word in every fifty running word. This one unknown word in fifty is 

something that can be learned through guessing from context and which does not 

stop comprehension of the text. 

Learners see vocabulary as being a very important part of language 

learning and one of the difficulties in planning the vocabulary component of a 

course is making sure that it does not overwhelm other essential parts of the 

course. Some words can be used in a wide variety of circumstances. Others have 

much more limited use. For example, the word help can be used to ask for help, to 

describe how people work with others, to describe how knowledge, tools, and 

materials can make people‘s work easier and so on.  

The most useful vocabulary that every English language learner needs 

whether they use the language for listening, speaking, reading, or writing, or 

whether they use the language in formal and informal situations, is the most 

frequent 1000 word families of English. For understanding and mastering the four 

skills in English, students must know the vocabulary. Howard Jackson says 
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―Vocabulary is a representative collection of the words that exist in and the 

grammar of words. So that vocabulary may discuss about the extent of words, 

how combine words based on grammar to get the right meaning in a text. 

Then, Hornby says ―Mastery is great knowledge about understanding of a 

particular thing. High frequency vocabulary needs to occur in all four strands of a 

course. It should get deliberate attention through teaching and study and should be 

met and used in communicating.Vocabulary is one of language components that 

should be studied to master the four language skills; listening, speaking, reading 

and writing. 

 It means that all of the language skills are concerned with the words. By 

having words in language skills, the students should have vocabulary knowledge. 

It is important for English teacher to teach vocabulary in the classroom.  

According to Penny (1991:60-62 ), there are six aspects that must be taught in 

teaching vocabulary such as: (a) correct pronunciation including stress (form--

spoken); (b) write it with correct spelling (form--written); (c) use the word 

correctly in an original sentence (use--grammatical functions); (d) produce words 

that commonly occur with it (use-- collocations); (e) produce synonyms, antonym, 

co-hyponym, superordinates and translation  (meaning—relations; (f) translate the 

meaning from prefixes and suffixes (word information). 

In addition, Bogaards and Laufer (2004: 217) state that vocabulary 

mastery can be achieved if students consider about form: pronunciation, spelling, 

word parts; meaning: form-meaning relationship, concept and referents, 

associations; grammatical functions, collocations, constraints on use (register, 
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frequency). It is supported by Grabe (2009:267), the components of word 

knowledge: Orthography (spelling), Morphology (word family relations), Part of 

speech, Pronunciation, Meaning (referential range, variant, meaning, 

homophones), Collocations or synonym, antonym, hyponym), Specific uses 

(technical, common), Register (power, politeness, disciplinary, formality, slang, 

dialect form). 

On receptive side, the obvious situation in which learners need to apply 

metacognitive strategies is when they encounter in their reading words that they 

have never seen before. They have various options: (a) Read on without trying to 

understand the word; (b) Look it up in a dictionary or a glossary; (c)Ask the 

teacher or some other proficient person what it means;or (d) Try to guess the 

meaning using contextual clues.  

Thus, it can be concluded that teaching and learning vocabulary have some 

important things that teacher and students should pay attention while learning 

vocabulary. Since vocabulary is a complex thing that the students should be 

achieved in learning English. So, the English teacher should find more strategies, 

technique and media to support teaching and learning vocabulary. 

Vocabulary is one of language components that should be studied to master the 

four language skills; listening, speaking, reading and writing. It means that all of 

the language skills are concerned with the words. According to Penny (1991:60-

62 ) states that there are six aspect that must be taught in teaching vocabulary. 

a. Students are able to say it with correct pronunciation including stress 

(form--spoken).  
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b. Students are able to write it with correct spelling (form--written).  

c. Students are able to use the word correctly in an original sentence (use--

grammatical functions). 

d. Students are able to produce words that commonly occur with it (use-- 

collocations).  

e. Students are able to produce synonyms, antonym, co-hyponym, 

superordinates and translation (meaning-- relationships).  

f. Students are able to translete the meaning from prefixes and suffixes 

(word information). 

Bogaards and Laufer (2004: 217) state that things of vocabulary mastery 

are: 

1. Form: pronunciation, spelling, word parts 

2. Meaning: form-meaning relationship, concept and referents, 

associations 

3. Use: grammatical functions, collocations, constraints on use 

      (register, frequency ) 

In addition Grabe (2009:267) states that the component word knowledge: 

1. Orthography (spelling) 

2. Morphology (word family relations) 

3. Part of speech 

4. Pronunciation 

5. Meaning (referential range, variant, meaning, homophones) 

6. Collocations (what word very commonly go with a word) 
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7. Meaning associations (topical link, synonym, antonym, hyponym) 

8. Specific uses (technical, common) 

9. Register (power, politeness, disciplinary, demain, formality, slang, 

dialect form) 

According to Chapele (1994: 163) in Read (2000: 28) said there are three 

components  of vocabulary  as follows: 

a. The contex of vocabulary use 

Traditionally in vocabulary testing, the term context has referred to the 

sentence or utterance in which the target word occurs. For instance, in a 

multiple-choice vocabulary item, it is normally recommended that the stem 

should consist of a sentence containing the word to be tested.  

b. Vocabulary knowledge and fundamental processes 

The second component in Chapelle‘s (1994) framework of vocabulary 

ability is the one that has received the most attention from applied linguists 

and second language teachers. Chapelle‘s outlines four dimensions of this 

component: 

1) Vocabulary size: this refers to the number of words that a person 

knows. In work with native speakers scholars have attempted to 

measure the total size of their vocabulary by taking a sample of words 

from a large unabridged dictionary.  

2) Knowledge of word characteristics: as Laufer (1990) points out, 

learners are likely to be confused about some of the words that they 

have learned, because the words share certain common features, e.g. 
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affect, effect; quite, quiet; simulate, stimulate. And again, as with 

vocabulary size, the extent to which a learner knows a word varies 

according to the context in which it is used. 

3) Lexicon organization: this concerns the way in which words and other 

lexical items are stored in the brain. There is a research role here for 

vocabulary tests to explore the developing lexicon of second language 

learners and the ways in which their lexical storage differs from that of 

native speakers. 

4) Fundamental vocabulary processes: language users apply these 

processes to gain access to their knowledge  of vocabulary, both for 

understanding and for their own speaking and writing.  

c. Metocognitive strategies for vocabulary use. 

This is the third component of Chapelle‘s definition of vocabulary 

ability, and is what Bachman (1990) refers to as ―strategic competence‖. The 

strategies are employed by all language users to manage the ways that they 

use their vocabulary knowledge in communication.  

As language teachers we become skilled at modifying the vocabulary 

that we use so that our learners can readily understands us. Learners have a 

particular need for metacognitive strategies in communication situations 

because they have to overcome their lack of vocabulary knowledge in order to 

function effectively. 

On receptive side, the obvious situation in which learners need to 

apply metacognitive strategies is when they encounter in their reading words 
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that they have never seen before. General vocabulary is words that generally 

used or words that can be used by everyone, for example: book, food, car, 

tree, cat etc. Whereas, special vocabulary is words that have special use such 

as in job profession, or science. We learn vocabulary in chemistry, physic, 

engineering, economics, political, and science. We learn vocabulary in 

chemistry, physic, engineering, economics, political science, sociology that 

active vocabulary occurs in speech production. It refers to word which the 

students can understand, pronounce correctly, and use correctly in speaking 

and writing. While, passive vocabulary is vocabulary recognized and 

understood by the students when it is in context, but the students cannot 

produce it correctly. It can find passive vocabulary in the reading text. 

Moreover, there are two types of vocabulary that have stated by 

Bonomo They are function word and contents word. Function words are the 

word which cannot be added with preposition, auxiliary, modals, or any form 

of structure, example: air plane, water fall, elementary school, and, etc 

 

2.1.2 Components of Vocabulary  

Vocabulary learn the words with deep meaning, including morphology 

which analyzes the form, structure and parts of words, such as stems, root 

words, prefixes, and suffixes, part of speech which a word is assigned in 

accordance with its syntactic functions, pronunciation which a word or 

a language is spoken, meaning which the words convey with language, spelling, 

frequency, sound structure, syntax and collocation which sequence of words 

or terms that co-occur more often than would be expected by chance according to 

https://en.wikipedia.org/wiki/Stem_(linguistics)
https://en.wikipedia.org/wiki/Root_(linguistics)
https://en.wikipedia.org/wiki/Root_(linguistics)
https://en.wikipedia.org/wiki/Prefix
https://en.wikipedia.org/wiki/Suffix
https://en.wikipedia.org/wiki/Language
https://en.wikipedia.org/wiki/Terminology
https://en.wikipedia.org/wiki/Co-occurrence
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context (Qian, 2002). Thus, vocabulary has many components inside which 

teacher and students should pay attention since the components cannot see 

consciously.  

On the other hand, Chapele (1994: 163) in Read (2000: 28) argue that 

there are three components of vocabulary as follows :(a) the context of vocabulary 

use; traditionally in vocabulary testing, the term context has referred to the 

sentence or utterance in which the target word occurs. For instance, in a multiple-

choice vocabulary item, it is normally recommended that the stem should consist 

of a sentence containing the word to be tested; (b) vocabulary knowledge and 

fundamental processes; (c) metacognitive strategies for vocabulary use. In 

addition, Chapele also states that the other component in vocabulary ability is the 

one that has received the most attention from applied linguists and second 

language teachers. There are four components which are vocabulary size, 

knowledge of word, lexicon organization and fundamental vocabulary processes. 

It can be concluded that the components of vocabulary involve many processes 

that are used to make the students have vocabulary knowledge. So, the teachers 

should pay attention when they teach their students in vocabulary.  

2.1.3 Assesing Vocabulary Mastery 

Assessing vocabulary is important parts in teaching vocabulary. It is used 

to see whether how the students progress in learning vocabulary. Nation (1990) 

states that there are three groups in assessing vocabulary which are a small 

number of high frequency word, very large number of low frequency, specialized 

vocabulary which is interest of treasure. Test or assessment is a good instrument 
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for measure the students develop in learning process and detecting students‘ level. 

A comprehensive of vocabulary have to accessed and tested for teacher or 

researcher information to check students‘ knowledge and students‘ ability in 

learning. 

Table 2.1 Measure Vocabulary 

 

Discrete Embedded                                   

Use as a                                                        A measure of         

Indepemdent construct                          vocabulary which  

                                                                   form part assesment of  

    large construct  

Selective  Comprehensive  

A measure specific  A measure of vocabulary  

Vocabulary, focus of assesment  (listening,speaking) and 

 Test taker‘s response 

 (writing and speaking) 

 

Context independent                                   Context –Dependent 

A vocabulary measure.                                  A vocabulary measure 

on which test taker                                        which assesses the test 

can produce the expected                               ability to take account 

response without referring                             of contextual information 

to any context   

(Read, J. Assesing Vocabulary 

Hiebert & Kamil clasify assesment of vocabulary based in the years and 

history. It can seen on the table 2.2  the history of sample item within era bellow:   
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Tabel 2.2  The history of sample item within era 

Time Period Type of Vocabulary Assessment 

1915-1920 Decontextualized vocabulary assessment 

1970 Early effort to contextualize vocabulary  

1980 Step toward contextualization  

1995 Embedded vocabulary assessment  

2000 Computerized format 

 

 Based on Harold (1983:179), measuring the comprehension and 

production of words are used in speaking or writing. There are four general kinds 

of vocabulary tests. They are: a) limited respond, is for beginners. These test items 

require either a simple physical action like pointing at something or a very simple 

verbal answer such as ―yes‖ or ―no‖; b) multiple choice complete, is a test in 

which a sentence with a missing word is presented; students choose one of four 

vocabulary items given to complete the sentence; c) next measuring of the text 

used multiple choice paraphrases is a test in which a sentence with one words 

underlined is given. The students choose four words in the closest in meaning to 

the underlined item; d) Simple completion (words), the students write in the 

missing part of words that appear in sentences.  

Thus, in this research the researcher chose multiple choices as measuring of 

the test students‘ vocabulary and measure (a) The students ability to spell the 

spelling of words correctly in English language; (b) The students ability to know 

about word formation (noun, verb, adjective, adverb); (c) The students ability to 

use words grammatically; (d) The students are able to know the opposite and 

similar meaning of words. 
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2.2. The Nature of Motivation  

Learning outcomes are the result of an interaction of learning and teaching 

actions (Dimyati and Mudjiono, 2005). Learning outcomes cannot be separated 

from the learning process undertaken by students in teaching and learning 

activities. From the teacher's side the teaching action ends with the process of 

evaluating learning outcomes while from the student's side the learning outcomes 

are the results achieved by students. Learning outcomes are influenced by several 

factors, namely internal factors and external factors. Internal factors are factors 

that originate from within students such as physiological conditions, intelligence, 

talents, interests, motivation and cognitive abilities. External factors are factors 

that originate from outside the student's self, such as; environmental factors and 

instrumental factors. 

Motivation is a factor that has a significant influence on learning outcomes 

(Slameto, 2010). According to Nashar (2004) learning motivation is the tendency 

of students to carry out learning activities that are driven by a desire to achieve the 

best possible learning outcomes. Learning motivation will encourage students' 

enthusiasm for learning and conversely the lack of learning motivation will 

weaken the spirit of learning which will also affect student learning outcomes. A 

student who learns without motivation will not get maximum results, seen from 

the learning activities of students in the class while attending a lesson. Hawley 

(Joseph 1993: 14) states that students who have high motivation learn better than 

students who have low motivation to learn. Student learning activities are very 

important in determining success in learning. 
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In learning activities students are required to actively participate in the 

learning process can be seen from the seriousness of paying attention to the 

teacher's explanation, asking questions about things that are less understood or 

perseverance in doing the tasks given by the teacher. Active learning activities 

will have a positive influence on students. According to Ainurrahman (2012) 

student learning activities that are driven by learning motivation is a sign that 

students already have an inner awareness to study hard. One of the real things that 

can be seen is that children who have high motivation to learn and learning 

activities will get good results. 

In ―Understanding Psychology‖, Feldman (1987:244) defines motivation as 

the factors that direct and energize behavior. It is supported by David G. Myers 

(1986: 367), he also states that motivation is the forces that energizes and 10 

direct behavior. Motivation can be viewed as competency motivation, curiosity, 

autonomy, and internalized motivation. Competency motivation assumes “that 

individuals engage in tasks, in part, for the purpose of developing competence and 

experiencing the positive feeling of efficacy associated with successful mastery 

attempts‖.  

In addition, Brown (1980: 112) states that motivation is commonly thought 

of as an inner, impulse, emotion, or desires that move one to a particular action.  It 

means that motivation consists of various aspects, such as: inner drive is a 

pressure to do something from inside, impulse is a sudden desire to act, emotion is 

excitement of the feeling and desire is a strong wish. Each aspect can arouse one‘s 

motivation in doing something. 
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On the other hand, motivation has strong relationship with learning. 

Morgan (1961:191) states that motivation is very important in learning, and it is 

also an aid for learning because it produces variable behavior, and certain aspects 

of this can become associated with the situation in which the behavior take place. 

In line with Williams (2011), he states that there are five key ingredients in 

impacting student motivation are: student, teacher, content, method/process, and 

environment. Furthermore, Smith (1976) as quoted by Evagustenry (1999) said 

that beside the students‘ motivation and activities personality also influence 

learning achievement. Thus, motivation is one of aspects that gives influence in 

learning which are able to improve students‘ achievement in learning processes. 

The motivation that brings students to the task of learning English can be 

affected and influenced by the attitude of a number of people. Commonly, 

students‘ motivation in learning can be affected by the following factors 

(Darini:2020) ; The society we live it means Students‘ attitude is affected by their 

view about how important English is learned in society or at school. Significant 

others it means the students‘ learning motivation is also affected by the people 

who are close to them 

Another factors, the teacher it is obvious that the teacher has the most 

important role in language teaching and learning. So, students‘ attitude in learning 

is so much affected by the teacher. The method also the factor of affected. It is 

vital that both students and teacher have some confidence in the way of teaching 

and learning. If they lose the confidence, it can disastrously affect motivation 

(Harmer, 2002). 
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Specifically, there are some factors influencing the students writing 

motivation. They can be seen as follows: The teacher‘ role in classroom are 

motivating the students to write, creating the right condition for the generation of 

the ideas, persuading them of usefulness of the activity and encouraging them to 

make as much effort as possible for maximum benefit. The interestingness of the 

learning themes or topics can influence students‘ comprehension and students‘ 

production in writing text. It is because of the level of students‘ knowledge which 

fits the content of what they should write. These activities can be various, such as 

the possibility of using writing in an unusual and enjoyable way 

Interest is an intrinsic factor of motivation. It is important part of writing 

motivation because interest affects so much in students‘ willingness. Not only 

interest, self-efficacy students have to coordinate cognitive, metacognitive and 

linguistic processes. They have to select sources to gain information, make 

choices about ideas to be included, adopt strategies about the use of time (Hidi & 

Boscolo 2007) 

Motivation is considered as an integral part in the achievement of any 

goal. It is an important factor that has a positive influence in any educational 

learning process especially in learning second language. Woolfolk (1998) defines 

―Motivation as an internal state that arouses directs and maintains behavior‖. 

Salvin (2001) defines, ―Motivation as an internal process that activates, guides 

and maintains behavior over time‖.  

In the light of these definitions motivation can be considered a process that 

influences the success of learning second language. Mower (1950) was the 
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pioneer who focused on first language acquisition. He was of the view that a child 

learns his first language in order to fulfill his desire to interact with his family and 

society at large. Gardner (1982) was largely influenced by Mower‘s idea. Gardner 

presented Mower‘s idea as the basis for his research. 

  Gardner‘s model tends to reflect four basic features of learning second 

language. These features are:   

a. Social and cultural environment 

b. Learner‘s individual differences.  

c. The setting in which learning takes place. 

d. Linguistics out comes.   

 In the light of this model, it can be seen that motivation works on three 

levels.  

a. Efforts: refers to the drive of learner. 

b. Desire: refers to the want of learner. 

c. Affect: refers to learner‘s emotional reaction. 

 On the basis of these elements, the learner can be categorized into two 

levels of motivations that are; 

a. Integrative Motivation.  

Integrative motivated learners want to learn the target language so that 

they can better understand   and get to know the people who speak the 

language and mix up in their culture.  

Integrative motivation refers to Gardner and Lambert (1982) ―an 

openness to identify at least in part with another language community‖. Ellis 
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(1997) explains that learners learn target language in order to fulfill the desire 

to mix up in the people and culture of the target language.   

b. Instrumental Motivation.  

Learners with an instrumental motivation want to learn a language 

because of a practical reason such as getting a salary/ bonus or getting into 

college. Gardner and Lambert (1982) considered instrumental motivation as a 

means to get social and economic reward through learning second language. 

According to Gardner and Lambert (1972), learners are motivated  to 

learn when they think of themselves as competent persons, deal with 

materials arranged to their level, see goal in their activities, see their studies 

as significant, are given difficult work, live in a safe environment, have the 

chance to express psychological needs for success, recognition, and 

acceptance, think that the learning is for them and not for their teachers, work 

with interesting materials, have opportunity to make decisions and feel 

responsibility for participating, and experience more success than failure. 

There are three key factors of motivation. They are positive attitude 

towards second language community, the enjoyment of learning, and external 

pressures. These factors are explained in the following section; 

1. Positive Attitude towards Second Language  Community 

Attitude towards the second learning language community is very 

important in learning of the second language. Gardner and lambert (1980 

as cited in Pae, 2008) expressed that to learn second language; one must 

have an attitude towards that community. 
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According to Gardner and lambert (1959), motivation to learn 

second language depends on the attitude toward the second language 

community and the desire to become a member of that community. These 

opinions suggest that motivation to learn second language depends on the 

attitudes towards such community.   

2. The enjoyment of learning 

If learners wish to be motivated they should enjoy learning the 

second language. Intrinsically motivated learners are more likely to 

continue their studies than extrinsically motivated learners and simply 

participate in an activity for the pleasure of learning the second language. 

Correspondingly, integratively motivated students enjoy learning the 

second language and the culture of that community. There should be some 

sort of enjoyment while learning in order to be motivated to continue 

studying the second language (wu, 2003).   

3. External pressures 

There are external pressures that motivate learners to learn an 

second language. Whether it is to please parents, receive a reward, or 

fulfill some pragmatic aims, learners are motivated to satisfy some 

external pressures. Noels et al. Connect extrinsic and instrumental 

motivation by stating that they both refer to the desire to learn a 

second/foreign language because of some pressures or rewards from the 

social environment, internalized reasons for learning an second language , 

and/or personal decisions to do so and their value for the selected goals.  
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1. Internal factors 

a. Physiological conditions Physiological conditions are generally 

associated with learning a person, if someone learns in a fresh 

physical state will be different from someone who learns in a state of 

illness. 

b. Some psychological factors as follows: 

1) Intelligence (intelligence) 

Large intelligence is influence on improving student learning 

seen from students who have low intelligence on learning. The 

level of intelligence of each individual will determine the success 

or failure of students in taking learning activities. 

2) Talent 

In addition to intelligence, talent also has a great influence on 

student learning processes and outcomes. Talent is an innate 

potential that needs to be developed or drilled. Talent usually 

does not determine whether someone is in one field, more 

determines height, but someone in a field. 

3) Interests 

Big interest influence on learning and learning outcomes, because 

if needed the material learned is not in accordance with the 

interests of students, student learning outcomes will not be 

obtained optimally. 
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4) Motivation 

Motivation encourages a child or someone to do something, and 

then encourages motivation to encourage someone to learn. 

5) Ability Cognitive  

Cognitive ability is the ability used to enter, store, and bring back 

a thought with three basic abilities namely perception, 

remembering, and thinking. 

6) Concentration 

Weak concentration can be the cause of low quality and student 

learning outcomes, while strong concentration will be able to 

improve the quality and learning outcomes. Concentrations are 

made and completed as a study habit. 

2. External factors 

 External factors are factors that encourage student learning to 

influence student learning outcomes. Some external factors are 

Environmental factors and instrument factors: 

a. Environmental Factors Are factors that influence the environment, 

school environment, community environment. 

b. Instrument Factors are the factors that exist and their use in 

accordance with the expected learning outcomes. These factors are 

the curriculum, programs, facilities and facilities, and teachers and 

teaching staff. 
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2.2.1. Students’ Motivation in Vocabulary Learning 

Motivation in learning activity can help developing students motivation 

and to encourage students to do the activities during learning process. In teaching 

and learning process motivation has great toward learning activity, because if the 

students have no motivation, because no motivation to attract them, of course 

teaching and learning process cannot run well. (Darison, 2007:10) states that 

someone can be categorized have motivation in an activity if: (a) Encourage 

knowing something interesting deeply, doing that activity or involve in that 

activity; (b) Doing activity with pleasure and will prepared much time for that 

activity ; (c) Feel luck in doing activity. Motivation should be aroused. By 

arousing motivation lesson can be mastered.  Thus, motivation is closely related to 

the arousing in learning, and it is development is a basic of learning activity. 

Teacher should encourage the students so that stimulate can bring satisfaction and 

pleasure. 

 In addition, Sardiman (1996: 39) states that one will be successful in 

learning when his or her self has desire and support to learn. These desire and 

support are called motivation. Everybody has motivation, but it is not all of the 

people can use their motivation. Since motivation need stimulus to appear or 

work. Children or students also need stimulates to appear their motivation in 

learning. In appearing students‘ motivation it can be done by teachers, parents and 

others. Sadirman (1996:39) also say that motivation contains two forms; someone 

known what he or she will learn and understand, and why something is important 
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to be learned. So, without desire and support one will not have learning 

motivation. 

From the statements above, the criteria of students who have high 

motivation are as follows: (a) Student prefers to work on moderately challenging 

task, which promises success. He does not work on very easy tasks; (b) Students 

responsible for their own action in learning teaching process; (c) Students like in 

which their performance can be compared with that of others and they like 

feedback on how they doing the task; (d) Students have knowledge on the result 

of their decisions; (e) Students anticipate the future events; (f) Students have 

organizational skill study before 

2.2.2. Measure of Motivation  

There are many definitions from experts or authors for the term and 

theories of motivation such as Crookes and Schmidt, Gardner and Lambert, 

Dorney, Spolsky and Elliot all of them approve of motivation is desire, needs, and 

action people as the atribute that moves us to do or not to do something. In this 

part the researcher give information more about motivation  and measure of 

motivation. 

Based on Gardner and Lambert (1959) motivation divided into basic types 

of motivation integrative and instrumental motivation. Integrative motivation 

refers to language learning for personal growth and cultural enrichment into the 

target language society and integrative Gardner (2001) three elements of 

integrative: effort, desire, possitive affect.Instrumental motivation aims like 

earning a reward, it refers to acquiring a language as a means for obtaining 
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instrumental objectives such as furthering a career, reading technical materials, 

translation, reason, such as getting a better job or higher salary and soon. 

Dorney(1998) motivation divided into: intrinsic and extrinsic. Intrinsic 

refers to the motivation to engage in an activity and extrinsic motivation refers to 

the action that are performed to get some reward on stoping pinishman  Alizadah 

(2016:12)and Brown ( 2000) indicates the relationship between these two kinds of 

motivation extrinsic and intrinsic may turn out to be integrative and extrinsic may 

turn out to be instrumental motivation however Alizadeh and Hyuan ( 2019 ) three 

key factor of motivation positive attitude, the enjoyment of learning and external 

pressures and motivation divided four types; integrative, instrumental, intrinsic 

and extrinsic.  

Integrative motivational subsystem: 1) willingness / interest in foreign 

language, culture and people, desire to broaden view and 3) effort to learn the 

language. Instrumental motivation: 1) pragmatic reason getting a better job, 2) 

enthusiasm toward learning and 3) Excitement. Intrinsic motivation: 1) interest, 2) 

relevance and 3) satisfaction Crookes and Schmidt in Dornyei ( 1994:  277) and 

extrinsic motivation there are four subsystem: 1) external regulation; punishment 

or reward, 2) introjected regulation; involvement, 3) integrated regulation; 

congruence and 4) identified regulation; personal importance or conscious valuing 

Dornyei (1994:280) 

Assessment or measure is used to inform the teacher or researcher about- 

students‘ progress as about the success or failure or their instructional strategies 

and assessment as support learning. Harter (1981) developed the scale of 
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motivation a) perceived competence it can be asked to report in their perceptions 

of their academic competence; b) attitudes it asses how well the students like or 

dislike something; c) cognitive engagement, measure students learn. Item can 

assessing- the degree to which students report regulating their own learning; d) 

comfort in participating. 

Measuring of motivation with close ended respond; contingency question, 

two way question, multiple choice question, ranking scale, fixed-sum scale 

question, agreement scale, likert type scale, semantic differential scale and this 

part the researcher chose multiple choice question. Based on Hyuan (2016) had to 

rate and classify the items on a scale from 1 to 5there are (1 = strongly disagree; 

2= disagree; 3= neutral, 4=agree and 5= strongly agree). 

Based on Alizadeh (2016) leaning and through something change and 

increase students‘ motivation, to measure students‘ motivation and Hyuan devided 

motivation four types. The types different function such as instrumental as 

furthering career, integrative became social interchange in that group, intrinsic as 

felling of self and extrinsic outside and beyond the self. And Dorney (2001) 

Motivation devided two kinds ekstrinsic and intrinsic. The researcher choose 

Dorney theories as indicator for measuring of motivation this research. 

2.2 Online Vocabulary Games 

  Most of students like a games. There are many games traditionally and 

digital games. Games is creating for activity played one or more player to relax 

and simulations‘ brain of player. There are many games and types of game board 

games, card games, athlethic games, children games, computer games, action 
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games, adventure games, fighting games, puzzle, role play, simulation, online 

vocabulary games, sports games and strategy games. 

  It is not about young learner, as adult might playing this games based on 

their situation. People play games twelve reason: for fun, passionate, rule, goals, 

interactive, adaptive, outcomes and feedback, win states, adrenaline, spark of 

creativity, social groups, representation and story that give the players emotion 

Prensky (2001:106). Thus, by playing online games may give some benefits, such 

as creating and changing knowledge, analyzing information, developing 

information.   

Since computer and internet have been in daily life, internet may change 

our life and access everywhere. Internet is grading innovation for learner in 

learning process in the school. One of innovation for students is online vocabulary 

games. It is easier for students who want to learn English Subject in the school. 

Online vocabulary games are designed by vocabulary web site developed by 

English center at University of technology namely word web (available online at 

http://ecourse.hku.hk:8900/public/index /asp) and another web site for online 

vocabulary games. There are several web sites for online vocabulary and learning. 

Thus, in this study the researcher used http://www.spellingcity.com. It is easy to 

access the website as long the students connect with internet network. 

According to Kwan (2014:238), the games are divided to be three kinds / 

types. The first kind of the game is vocabulary knowledge, the particular skill of 

the players it similar of moving the game. The next type of the game, players can 

be active and require good motoric skills. The player can be active to act and 

http://ecourse.hku.hk:8900/public/index
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apply motoric skill. Games like ‗space invaders‘ (which is a shooting game), 

‗return to earth‘ (which requires the players to control the landing of an astronaut 

on a number of moving planets), the last is cognitive skills for example, players 

must have a good memory in order to finish the ‗card matching‘ game or ‗treasure 

hunting‘ game.  

Although computer games mainly provide entertainment and fun, it also 

improves hand/eye coordination and problem-solving skills. Each game has its 

own strategy, action and fantasy that make each game unique and interesting. 

Generally, classify computer games into the following types: card games, board 

games, puzzles, maze, fighting, action, adventure, role playing, strategy, sports 

and simulation games. However, the classification is a fuzzy concept, as many 

games are hybrids that fall into more than one class. The different types of 

computer games are briefly described as follows: 

1) Card Games 

They are computerized versions of traditional card games, or games which 

are essentially like card games in that they are primarily card-based (such 

as solitaire). Examples of card games include Blackjack, Bridge, Casino, 

Solitaire and Video Poker. 

2) Board Games 

They are adaptations of classic board games. Examples of board games 

include Chess,Checkers, Backgammon, Scrabble and Monopoly. 
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3) Puzzles 

Puzzle games aim at figuring out of a solution, which often involves 

solving enigmas, navigation, learning how to use different tools, and the 

manipulating or reconfiguring of objects. Mastermind and Tetris are 

examples of puzzle games. 

4) Maze 

Maze games require the successful navigation of a maze. Mazes can be 

viewed idifferent ways. For example, they may appear in an overhead 

view (as in Pac-Man), or first-person perspective (as in Doom). 

5) Fighting 

Fighting games involve characters who fight usually hand-to-hand, in one-

to-one combat situations. The fighters are usually represented as humans 

or animated characters. Fighting games include Street Fighter, Avengers 

and Body Slam. 

6) Action 

Action games involve the human player shoots at a series of opponents or 

objects.Traditional action games include Space Invaders, Asteroids, etc. 

The recent popular action games are Doom, Quake, Descent, Half-Life and 

Unreal that involve the human player to control a character in a virtual 

environment to save the world from the forces of evil by using deadly 

force. 

 

 



49 
 

 
 

7) Adventure 

Adventure games are different from action games. They emphasize more 

on the story,plot and puzzle solving rather than simply catching, shooting, 

capturing, or escaping. The human player must solve puzzles while 

adventuring. Characters are usually able to carry objects, such as weapons, 

keys, tools, etc. The settings of these games often evoke a particular 

historical time period and place, such as the middle ages or Arthurian 

England, or are thematically related to content-based types such as Science 

Fiction, Fantasy, or Espionage. Examples of adventure games include 

Adventure, Zork, Haunted House, Raiders of the Lost Ark and Superman. 

8) Role Playing 

In role playing games, players can take on different types of character. The 

character‘s description may include specifics such as species, race, gender, 

and occupation, and may also include various abilities, such as strength 

and dexterity. In the virtual game world, the player goes on quests, fights 

monsters and improves the capability of the character on strength and 

magic. Example games include Diablo, Dungeons & Dragons and Ultima. 

Many role playing games are also networked games that allow more than 

one player to play and interact in the same game world over the network 

such as the Internet or LAN (Local Area Network). Everquest and Ultima 

Online are networked role playing games. 
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9) Strategy 

Strategy games emphasize the use of strategy as opposed to fast action or 

the use of quick reflexes. Traditional strategy games include Chess, 

Monopoly, and Othello. In recent popular strategy games such as Age of 

Empire, Warcraft and Close Combat, the player can control many combat 

units to do battle against one or more opponents. In these games, the 

player needs to resolve the problem of resource allocation, and 

organization of defenses and attacks. 

10) Sports 

Sports games are adaptations of existing real-world sports or variations of 

them. Themost popular sports games include American Football, Baseball, 

Boxing, Fishing, Soccer, Tennis, Volleyball and Golf. 

11) Simulation 

There are two types of simulation games: management simulation and 

training simulation. Management simulation games refer to those games in 

which players must manage the use of limited resources to build or expand 

some kind of community, institution or empire. Example management 

simulation games include Railroad Tycoon; SimAnt, and SimCity. For 

training simulation games, it refers to games that attempt simulate a 

realistic situation, for the purpose of training. Through the game 

simulation, it helps the player to develop some physical skills, such as 

steering as in driving and flight simulation games.  
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It can be concluded that there are many kinds of games that can be 

used as media for learning. It is useful for students to help them in 

improving their achievement. In this study the researcher use simulation 

games and choose spelling city.com as media for student learnng online. 

2.2.1 The Advantages Online Vocabulary Games  

There are many advantages of online vocabulary games. In Ashraf ( 

2014:290) finding research indicate that online games, due to creating and 

ineractive and motivating. It is positive activity for students when students in 

positive condition they have high concentratiand. Online vocabulary games more 

audio visual and continuous mptivation, a balance between challange and 

satisfaction. And games made it easier for the students to remember a list of the 

new word on the same theme kwan (2014:245). Thus, online vocabulary games 

can motivate the students in learning vocabulary. 

A second area educational with online vocabulary games in handheld 

technologies, uniq and the end of this reseach useful to another researcher and 

school, sometimes  the teacher can teaching in labolatory for relaxation. Playing 

online vocabulary games create students independent and enthusiastic. However, 

it can be applied and supported by hotspot or internet network. School without 

laboratory and internet aces cannot be applied and game based on education more 

participating and having fun. Playing online vocabulary games also mix cognitive 

of the students, motoric and develop their skill.  

Online vocabulary games also fun and motivating for students. The 

students more creative use the technology for learning. Students easier in 
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understanding the materials and easier in memorizing the new words. It is 

benefical for teacher and need to consider which game to use, when to use them, 

how to link them up and more specifically because different games will benefit 

students in different way. 

2.2.2 Procedurs and types of playing Online Vocabulary Games  

Procedurs and types of playing Online Vocabulary Games in general 

proces take pre test and post test. And next step is learning process, the teacher 

gave students material lasted 30 minutes in each meeting. The teacher provided 

guidance in class. The students must be online before and trying the vocabulary 

website. The early week or first week the students explored the games and the 

teacher gave the students briefing, simulation or introduction for the games or 

website. Then the students‘ and subject was drawn and contained the vocabulary 

games or words to be learnt.  

The material was explored by the students in the website. By providing 

information of the website, the word meaning in English Subject, form, 

pronunciation, example and games and the students got instant feedback and 

students knew their score and theirs ability after playing the word meanings and 

usage. For specific online vocabulary games are: vocabulary spelling city there 

are sentence unscramble and part of speech. Vocabulary spelling city was initially 

created to save the teachers time by atomatic spelling practice test and empower 

students to study independently through engaging game based learning activities 

and online vocabulary spelling city as spelling and vocabulary games are fun for 

students of all ages. 
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On the other hand, the control group, teacher facilitated the activity with 

conventional media. The materials were same like in experimental class. The 

teacher taught the students‘ as usual. The list was a collection of the words that 

appear in the topics.  

Sentence Unscrumble  

 

A sentence is a set of the words that contain a complate thought. It has a 

subject, verb, statement question, command or exclamation. And to teach students 

begin teaching the syntax of a sentence by letting students edit by ear and write 

the words of a simple sentence on index card and ask them to arrange the words in 

order so that the words make a complate thought. For student who need additional 

practice use sentence unscrumble as a small group lesson. 

Students arrange spelling and vocabulary words to make a contextually 

correct sentence. And students drug and drop words into a box in the same order 

they hear it and read in the sentence. When they finished and submitted their 
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sentence, words that have been arranged correctly trun green. If the students make 

an error, the game was given another chance to rearrange the words to form a 

complete sentence and can hear the sentence aloud multiple times. 

The benefits of students in playing online vocabulary game are able to 

create sentences and meaning and help students to become strong writer, listener 

and rise idea of the students to create a complete sentence and students might 

independen practice. It can build students‘ literacy toward sentence, structure, 

syntax, grammar and language through online game vocabulary. 

Part of speech  

 

Playing online vocabulary game part of speech is the catagory to which a 

word is assigned based on function in a sentence. The goal of grammar instruction 

is to help students to became more proficient reader, mastery the vocabulary and 

good writer. Than build their vocabulary as well as their composition skills. In 

primmary grades grammar plan begin with nouns, verb,antonym and synonym 

and words that describe and their knowladge include pronouns, adjective, adverbs 

and conjunctions. 
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Part of speech instruction can begin at the word level, but should also 

include sentence level instruction so students can see how words within a sentence 

relate to one another. It helps students to learn more complex sentences and make 

better word choices. For learning activity, students read the sentence and select 

the correct part of speech for the underline word. Students can not progress until 

the correct part of speech has been identified.  

The object of the parts of speech game is to identify the speech of the 

word in each sentence. This is great activity to use with English language learners 

as participant practice distinguishing between nouns, verbs, adjective, adverb, and 

another parts of speech. Playing online parts of speech is available as an online 

activity than teacher can use this learning activity as whole activity, independent 

practice or for home work. 

Vocabulary Test Me  

 

Vocabulary test me are a great way to practice these words and retain 

meaning. Vocabulary test me can be used as a vocabulary pre-test. Teacger can 

assign at the beggining of the week to assess the students during literacy centers 

or homework.students can identify the words they have mastered and words they 
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need to practice. In vocabulary test me, students have opporyunity to 

independently practice vocabulary term. A vocabulary deffinition appears at the 

top of the screen. The definition is read aloud for students. Students then choose 

the corrrect corresponding word. The answer choices can also be read aloud when 

the mouse is rolled over the word. Students receive their score after answering all 

question. Students can view which words they defined correctly and incorrectly. 

Vocabulary spelling city can creat and review list which teachers can reassign  for 

additional practice so, students can thrieve on their next vocab test.    

Which Words  
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Student use context clues to help them determine the meaning of a word, 

which in turn helps them comprehend the sentence and text. Word- level and level 

comprehension are crucial in order to understand what is being read. Seeing a 

word in context is often more benefical to comprehansion than learning the words 

dictionary definition.The which word sentences activity provides students with the 

opportunity to see their vocabulary and spelling words in a contextual setting.  

To play, students are oresented with a cloze (practice, fill the blank in the 

text) sentence and must identify the word that correctly completes it. If the 

incorect answer is chosen, the students is prompted to try again. Students are not 

permitted to move to the next sentence until they choose the correct answer.  This 

game help students recognize contextual sentence for each spelling and 

vocabulary word. And it is available as online activity. 

This game can help students increase their knowladge and their 

vocabulary.stude Students motivated with this game because incorect answer is 

chosen, the students is prompted to try again. Students are not permitted to move 

to the next sentence until they choose the correct answer.  This game help students 

recognize contextual sentence for each spelling and vocabulary word.  It rise up 

students aware about the sentence and chose the correct answer. 

Vocabulary test me also provides students with the opportunity to take a 

vocabulary test independently and receive immediate feedback and this activity 

correlates to the educational language standads. It alsp help increase knowladge 

and faniliarity by students match definition to the correct the words.   
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Word Search 

 

 

Word recognitionis a critical component in literacy. Being able to read a 

word with accuracy and automaticity is one of the components of fluent reading. 

In order for students to begin  to read steadily, without repeated pauses, they need 

many encounters with words in a variety of modalities. Word decoding and word 

recognition should begin as early, explicit and extensive analysis placed on the 

letter- sound relationship. 

This type of instuction builds on the phoneme and grapheme  reoresentase 

of the word, which help tudents learn the word. In this game students search to 

find their spelling or vocabulary word within a grid of letters. When they found 

the word, students click and drag from the first letter  to the last letter of the word. 
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The object of the word search is for students locate all of their spelling or 

vocabulary words within the grid. Students love this play, word search games 

traditional word find game can be played online or a printable version can be 

generated. Word search is a fun way for students to practice word identification 

and spelling   

Word vidios  

 

 

Word study or word videos is more than spelling and vocabulary. It 

encompasses studying a word at many levels and from many prespective: letter 

sound, spelling, patterns, syllabication, definition, part of speech, synonym and 

antonyms. Words study need to be include in literacy lesson plans from 

kindergarten to high school. Word study should take place throughout the day, in 
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all subject areas.whether learning spelling patterns or vocabulary words, all 

students benefit from looking closely at words. Content area, academic, and tiered 

vocabulary also need study time. 

Word videos is the study of the words from different prespective; for 

example, phonetic, spelling, syllables, part of speech, synonym, antonym and 

meaning. It is an interactive study tool that students can use to review words for a 

test or to retain previusly learned words. When students open the game they 

customize the attributes they want displayed in the words videos. For example, 

they can choose to see the word in a sentence, syllables, synonyms, an image, or 

part of speech.  

Students have choosen the attributes they want, they study their words as 

they watch the videos. In this game, choose from a variety of options to create 

their own word vidio for their spelling and vocabulary words. This is a great way 

to allow to students to have some choice in the way  they want to learn their 

words. When there is choice, students are more motivated study.  

Word-O- Rama 
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Vocabulary is a foundational skill needed in English language arts and 

content areas. Students will come accros unfamiliar word in both fiction and 

nonfiction text. Therefore, it is important in all subject areas to incorporate 

academic vocabulary as well as content specific vocabulary instruction into their 

vocabulary lesson plans. In middle and high school, srudents are expected to 

apply their vocabulary knowladge into their writing  

Word-O-Rama can be used in a whole group setting to review words 

before a vocabulary assesment. The activity can be projected into a board or white 

boardfor an engaging interactive review game. Teacher can also assign Word-O-

Rama game for independent oractice during literacy centers or for homework.  

Word-O-Rama is presented as a game show where students can test their 

vocabulary skill. 

Students will see either a definition, sentence, antonym, or synonym at the 

top of the screen. They read the clue and then select  the word that fits. Immediate 

feedback is provided if the answer is incorrect, and students are encouraged to 

keep trying until they get the answer right. Teacher of all subject areas can use   

Word-O-Rama for vocabulary word study practice. It is fun to play with the whole 
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class because the clues are not read aloud. Word-O-Rama is best to assign to 

students who are readers. It help increase word knowladge and familiarity by 

providing opportunities for students. This activity corelates to the educational 

language or vocabulary development.  

Rhyme & Climb 

 

 

It is awarness set of skills that involve language. In this part the students 

learn how to identify sounds they hear include syllables, identifying sound of the 

word and ryhming. The instruction should the start as earlier and this taught in 

whole group through shared reading and writing and in small group guided 

reading lessons. Students can practice these skill independently once they have 

been explicitly taught. 
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In rhyme & climb, students hear a word and see a picture that present that 

the word. They are given a word with a matching picture and the students select 

thumpup sign. Then the students have to determine whether the word rhyme. If 

they do not rhyme the students select the thump. The green thump up sign and  if 

they did not rhyme the students choose the reg thump. Students receive immediate 

feedback and are encouraged to keep until they get correct . 

 This game audio visual components is perfect for English language 

learners and students learning phonologicalawarness. Teacher can assign this 

game during literacy centers or speliing homework phonological awarness is 

consider an umbrella of  spoken such is consideration and ability to manipulated 

individual phonems in a word .  

2.3 Related studies 

In this part, it is easier for the reader to see related study by mapping and it 

can be seen also in appendix. Related study Reyes (2014) states that related 

studies refer to research studies conducted by other researchers which serve as a 

foundation and give relevancies to the current study. There are several researches 

which have relevancy for this study especially about using online vocabulary 

games, motivation and vocabulary mastery. It means that related each other 

between a theory and another researches have been researched. 

1. Some previous researches about Vocabulary mastery and game online, 

first from FengKe, university of new Mexico (2009)  the title is  ―A 

Qualitative Meta- Analysis of computer Game as Learning tool‖. The 

objective of the research analyzed computer as game in learning tools 
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relationship between vocabulary and gaming. The purposes of this 

research to review and synthesis the theories, methods, and findings of 

both qualitative and quantitative inquiries on computer based on 

instructional games.  

A major purpose of this literature review and meta-analysis is to 

inform policy and practice based on existing studies. The method of data 

collection is search, systematic and exhaustive within the data pool 

consisting of computerized bibliographic databases, major education and 

technology journals, conference proceedings, and the reference lists of 

several reviews. A total of 256 studies were reviewed in the course of this 

analysis. It has been extracted from the analysis to outline the four 

clusters of influential factors that weigh in the evaluation of instructional 

gaming. It is argued that the best models or best practices of designing 

and applying instructional gaming would form by carefully aligning and 

integrating the three clusters of key variables-learning, learner, and 

instructional game design. 

The similarities in this study are the studies focused on game 

online/ game based on computer. Aplied the games and motivation on 

students‘ vocabulary mastery and this method quasy experimental reseach 

factorial design.  

2. The next relation study is online vocabulary games as a tool for teaching 

and learning English Vocabulary (2013) Florence, Kwan and Alvin. In 

this research, it had 3 teachers and 100 engineering student participants. 
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The researcher used quasi experimental study for approximately. This 

paper reported a study of the usefulness of online games in vocabulary 

learning for some undergraduate students.  

The researcher divided to be two classes which was first class as 

control class and second class as experiment class. The experiment class 

learned some vocabulary from two carefully selected web sites with 

games. While the control class learned the same materials which was 

vocabulary thaught activity-based on lesson. Both of quantitatively and 

qualitatively, the learners who played online vocabulary games tend to 

learn better.  

The similar of this research divided to be two classes which was 

first class as control class and second class as experiment class. The 

experiment class learned some vocabulary from two carefully selected web 

sites with games. The researcher used quasi experimental study for reseach 

methodology and usefulness of online games in vocabulary learning for 

some students 

3. The research is on the effect of playing digital games on Iranian 

intermediate EFL learnenrs‘ motivation toward learning English 

vocabulary. This research has been done by Hamid (2016) which the data 

used interview and observation and this study used digital games for 

vocabulary learning. The participants of this research were 25 students 

and similarities of this research is there is null relation between playing 

digital games and learning English vocabularies among Iranian 
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intermediate EFL learners. The student‘s vocabulary in Iranian is 

intermediate, but there is affection on learners to improve their motivation 

in learning English. 

 Vocabulary and Grammar gained trough computer Education Games 

this study investigated the effect of computer prompt the integration of 

computer based game in teaching learning in EFL there are 13-15 

participants in experiment group and control group and this research 

found there is no difference between control group and experimental 

group and computer enhancing students motivation of their application. 

 Similarities of this study, games for improving vocabulary and study 

of this research motivation there is difference between control group and 

experimental. The sample of this research teeneger/ young learners 

students EFL.  

4. Using video games to increase motivation of Saudi students learning 

English. Research design used qualitative and quantitative research for 

qualitative the participants the participants use open – ended questions 

and quantitative research got treatment. There were 70 students that were 

13 years old. It was divided to be 2 groups which experimental class had 

35 participants and 35 participants for control group. There were three 

sessions with 10 students participating in each section. When the 

participants entered the computer lab and chose the game. The result of 

this research was the students got improvement in motivation.  
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Similarity motivation research in the case effectiveness of 

vocabulary games on students‘ vocabulary mastery it was divided to be 2 

groups which experimental class had 35 participants and 35 participants 

for control group but different design research.  

5.  Putu (2017) has been done the research that he analyzed cause and effects 

of online video games playing among junior to high school students in 

Malang. It discussed about playing the game which the result of this 

research was the students who played games online as media in learning 

got more positive, relaxation, feel regretful than the students who never 

played games online as media in learning. This research qualitative 

research and 40 students as participants.  

Similarity in this research result of this research was the students 

who played games online as media in learning got more positive, 

relaxation, feel regretful than the students who never played games online 

as media in learning and students jubiir high school. 

6. The research which was conducted by Mitra Alizadeh (2016) entitled ―The 

Impact of Motivation on English Language Learning‖. This study was 

overviews current research on the role of motivation in second or foreign 

language learning. This study use analysis research design.  The review of 

literature indicated that motivation has a very important role in learning 

English as a foreign or second language successfully. 

The similarities between this study was talk about students‘ 

motivation. While, the differences between this study was conducted by 
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Mitra defines the term motivation, explains different types of motivation, 

reviews previous studies about the role of motivation in language 

learning, mentions conditions of motivation, and states key factors of 

motivation. In this study the writer try to use students‘ motivation by 

using media that use scrapbook as media in learning teaching process. 

7. Nahid shariafur (2014) the title on the effect of playing digital games on 

iranian intermediate Efl learners‘ Motivation toward learning English 

Vocabulary. The students in the experimental research use of become 

enjoyable. Digital games in education is one of factor which makes the 

learners interested and motivated. 25 students Qualitative  (interview and 

observation L.A.Noire-video game 

The similarity of this research, the researcher use digital games 

learners interested and motivated. There are differences instrument ( 

questioner and test for vocabulary) Another different the writer used two 

variables that the writer also used online game to find out the significant 

effect on the students‘ motivation and vocabulary mastery.  

8. Ashraf Hamid (2016) The Impact of Online Games on Learning English 

Vocabulary byIranian it is Quantitative (Pre-Test and Post Test) 

Cronbach‖s Alpha The findings of the analyzed data indicated that the 

experimental. Group outperformed the control group statistically 

significant in the post test.  

Online game proved more effective learning in experimental class 

their enthusiasm to use technology and high motivation and achievement. 
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 in learning process.This implies that computer have significant in  

experiment class for control class did not treat the technology and  

positive motivating learners‘ involvement in learning process in 

experiment class. The similarity of this research use quantitative research 

there are experiment class and experiment class but different research 

design in this research use factorial design with three variables. 

9. Jalali (2012) the title of the research is Young learners‘ language learning 

via computer games. The kinds of the game is Family and Friends 1‖ by 

Oxford University Press Vocabulary and Grammar Gain Through 

Computer Educational Games Quantitative (SPSS statistical software 

version 17) 80 students‘ young learner in experimental class their 

enthusisme to use technology and high motivation and achievment in 

learning process. This implies that computer have no significant role in 

experimental class and control class but positive motivating learners‘ 

involment in learning process.  

The similarities both of this study are; the study was conducted by 

Jalil talk about students‘ motivation, and the writer also talks about it. 

Students‘ young learner in experimental class their enthusiasm to use 

technology and high motivation in learning process the differences are the 

study by Jalil just to explore the role of motivation in learning English 

language. While, the writer uses as media to build up students‘ motivation 

in English and also there is different subject both of this study.  
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10. Turgut (2014) the title Young learners‘ language learning via computer 

games research design Mixed method design Knight Online World 

version, Counter-Strike, Grand Theft Auto: Vice City, Warcraft III: Reign 

of Chaos, and FIFA 08 Primary and secondar-y schoool  Age 10-14 years 

old Young learner playing game online promotes  language learning a 

specially vocabulary skill and best advise to try playing  online.  

The similarities between this study and the earlier research that 

learning via computer games and the implementation of media in 

vocabulary for young learner. However, there are several differences 

between this study and the previous research. The research that Turgut 

conducted was about mix method. 

11. Kwan (2014) title of the research is online vocabulary games as a tool for 

teaching and learning English vocabulary by professional word web and 

University Word Web  the kind of research Qualitative and quantitative 

(Survey, interviews) 100 Engineerng students EFL/ Hongkong Playing 

online games became interested because visual, audio-visual, and 

positive, relaxe and fun.  

The students in experimental group generally preparred online 

learning suplemented with digital educational games to convetional 

activity based lessons. The similarities between this study and the earlier 

research that were the researcher that uses o professional word web and 

University word web. The research seems similar to the writer‘s research, 

but there are differences between this study and the previous research. In 
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conducting the research, Kwan used qualitative and quantitative (Survey, 

interviews) 100 Engineerng students While, the writer uses facroeial 

design. 

12. Putu (2017) the title of the research is Free games Cause and effects 

Game playing among junior high school  Students in Malang East Java 

Indonesia Qualitative (survey and interview) Junior high school 40 

Students. Playing online games became interested because visual, audio-

visual, and positive, relaxe and fun. 

13. Nico fergiyon (2019) Free games, The title of research is the effect of 

online game on Students‘ motivation in Yogyakarta University reseach 

design quantitative research. Participations 29 graduate/ undergraduate 

students collage all grade sosial education research finding 0,093 % 

Online game has contribution effect and motivation in sosial Education in 

Yogyakarta University. 

The similarities between this study and the earlier research that 

were the researcher that uses quantitative research and students 

motivation. The research seems similar to the writer‘s research, but there 

are differences between this study and the previous research. In 

conducting the research, Nico used undergraduate students collage all 

grade sosial education. 

14. Bersilav Sporcic (2018)  The aims of this research was explore the 

relationship between online gaming in motivation  and problem online 

gaming Data from 509 young adult quantitative the instrument of this 
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research questioner. There is significant predictors and findings  of 

suggest that excessive playing online video games in order to avoid real 

life difficulties. There is significant predictors. The findings  and suggest 

that excessive playing online video games in order to avoid real life 

difficulties.  

The similarities between this study that were researcher that explore 

the online gaming and motivation for instrument questioner. The research 

seems similar to the writer‘s research, but there are differences between 

this study and the previous research. In conducting this research was 

explore the relationship between online gaming in motivation   

15. Mahmut Kalyaati (2018) find out relationship between online games and 

vocabulary through by online vocabulary games . and the end of this 

research online games on vocabulary learning  are an effective and 

motivating. Online vocabulary learning effective and motivating to teach 

vocabulary anf has an influence to learning process with online games. 

Analysis 

The similarities between the research which was conducted by and the 

Mahmut Kalyaati writer‘s research are the use of media in teaching. The 

research seems similar but research design where previous study used 

analysis and the writer used factorial design. Another similarities online 

games on vocabulary learning are an effective and motivating. Online 

vocabulary learning effective and motivating to teach vocabulary anf has 

an influence to learning process with online games.  
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16. Jurate Banyte (2015) Purpose to investigate effect consumer motivation to 

playing online games on video games or playing engagement. Participants 

19 -29 years old Multiple measurements construct 124 questioner  using 

convenience sampling methods 

The similarities between the research which was conducted by Jurate 

Banyte and the writer‘s research are the use video games or playing 

engagement. The research seems similar but research design where 

previous study used analysis and the writer used factorial design. Another 

similarities online games on vocabulary learning are an effective and 

motivating. Online vocabulary learning effective and motivating to teach 

vocabulary anf has an influence to learning process with online games. 

rent  

17. Jance Wright (2011) Purpose of this research to determine playing online 

vocabulary games impacts in academic students The result show 

participants who indicated that they did playing video games had 

significantly lower than participants who indicates  that they did not 

playing online games. 198 participants. Analyzed using a series of one 

way ANOVA Survey, questioner the effects video games play on 

academic performance 

The similarities between the research which was conducted by 

Jance Wright and the writer‘s research are the use of in teaching. The 

research seems similar playing video games to the writer‘s research, but 

there are differences between this study and the previous research, such 

as: different instrument.  
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18. Wadeeah Ashlawi 2016Purpose of this research to using video games 

with playing online vocabulary games increasein motivation students of 

Saudi Learning English The result show playing video games had 

significantly increase motivation than participants who indicates  that they 

did not playing online games. Purpose of this research to  using video 

games with playing online vocabulary games increasein motivation 

students of Saudi Learning English. The result show playing video games 

had significantly increase motivation  than participants who indicates  that 

they did not playing online games. 200 students Questioner and survey 

The findings  there is significant increase with video games video games 

in order to avoid learning English and instrument by questioner.  

The similarities between the research which was conducted by Wadeeah 

Ashlawi and the writer‘s research are the use of playing video games, 

Purpose of this research to using video games with playing online 

vocabulary games increase in motivation it seems similar to the writer‘s 

research, but there are differences between this study and the previous 

research, such as: participants, research design and participations  

Most of the research studies in this research talked about online media 

how to improve vocabulary and motivation. Context of this research is 

talked about effectiveness. So, in this research the writer wants to 

combine all the gaps, which is to find out the significant effect of playing 

online vocabulary games and motivation students‘ writing and their 

motivation. 
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19. Swondo Ashari (2018) the title of the research the effect of playing games 

and motivation on students‘ vocabulary mastery. research  finding 

students with playing games more interactive and high score . research 

design in this research is factorial design 2x2. The similarities between 

the research which was conducted by Swondo Ashari and the writer‘s 

research are the use of playing video games, Purpose of this research to  

using video games with playing online vocabulary games increase in 

motivation it seems similar to the writer‘s research, but there are 

differences between this study and the previous research, such as: 

participants and the the researcher focus on intrinsic motivation and 

ektrinsic motivation. 

20. Mulyadi and Marhamah, (2018) The title of next reseach is the effect of 

contextual teaching and learning method and motivation toward the result 

of English learning. This study there are theree variables namely CTL 

(x2) and motivation (x2) result  of English learning (as variable y) this 

study used factorial design and sample of this research 70 students 

students collage in jakarta University. The purpose of this research to 

obtain scientific information on the English learning CTL and motivation, 

and it is influenceon learning outcomes. The similarities of this study is 

reseach design  
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2. 5.  Operational Concept and Indicator 

Operational concept is a main element to avoid misunderstanding and 

misinterpreting the concept of this research. As a concept, it is still operated in an 

abstract from the research, planning which should be interpreted into particularly 

words in order to be easy to measure. There are three kinds of variables in this 

research, independent variables  and dependent variable which are playing online 

games, motivation and vocabulary mastery. Creswell (2009:50) states that 

dependent variables are those depending on the independent variables. They are 

outcome or a result.  

Therefore, the operational concept in general of this study allowed pre test 

for vocabulary mastery, was devided two groups (experimental and control class), 

teacher and students prepared internet and computer / gadget / laptop for students, 

teacher gave guidance in the class and observed students‘ work, the teachers gave 

introduction to the web sites, then the subjects‘ attention drawn to those items that 

contained the words to be learnt, the roles of the teacher monitored the subjects to 

ensure that they were exploring the assigned web sites and the right pages, 

provided in the web sites includes word meanings in English, word forms, 

examples, pronunciation etc and post test. 

This research is an experimental group which is focused on gaining effect 

playing online vocabulary games on students‘ vocabulary mastery and their 

motivation. Therefore, in analyzing the problem of this research, there are three 

variable used. They are Variable (X1 & X2) and Variable (Y). Variable X1 was 
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online vocabulary games and Variable X2 was students‘ motivation. Meanwhile, 

Variable Y is students‘ ability in vocabulary mastery  

 For specific games, the students might play at school, laboratory, and 

home to improve their vocabulary mastery. In this study, the researcher concluded 

that the games implementation by Richard in (Ika, 2017:4). 

1. Preparation  

a) Teacher prepare the material ( part of speech / unscramble of the word) 

b) Teacher prepare the equipment of the game 

2. Process 

a) After all the equipment is prepared, teacher ask student open the 

website and open the material game . 

b) Students playing online vocabulary games 

c) Students answer the question in the game 

d) Teacher guidance class and observed students‘ work 

3. Closing  

a) Giving feed back 

b) Evaluating their answer . 

For motivation; (a) intrinsic; and (b) extrinsic the operational concept in 

this research based on dorney (2001) intrinsic (students‘interest,effort, students‘ 

enjoy of learning,students have desire,confidence,affect, self concept, sense of 

agency, ability to set appropiate goals, mastery, locus of causally, target language, 

language is general and target language comunity and culture) and extrinsic 

(significant others, parent, teacher, peers, rewards, punishmants, feedback,local 
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education system, wider family network, learning environment, the nature of 

interaction and broader context). 

Variable X2 (Students’ motivation) 

 In this research, the indicator of students‘ motivation William and 

burden‘s (1997, inn Dorney 2001:20 

a) Students enjoy in learning English. 

b) Students interesting in learning  

c) Students feels the instruction is connected to important personal needs. 

d) Students achieving the goals 

e) Students confidence. 

f) Students value of out comes 

g) Students effort  

h) Students ability to set appropriate the goals 

i) Students interaction with significant others 

j) Students are motivated personal relevance 

k) Students self efficacy  

l) Students self concept 

m) Students attitude  

n) Students learning environment  

o) Students broader context 

p) Students sense of agency 

q) Students affective  
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And the game might play in the home or everywhere. For this section, the 

writer shared information for the reader about indicator of vocabulary based on 

Cameron (2001) as follow; (a) the students ability to spell the spelling of words 

correctly in English language; (b) the students ability to know about word 

formation (noun, verb, adjective, adverb); (c) the students ability to use 

grammatically; (d) the students are able to know the opposite and similar meaning 

of words  

Variable Y (Students’ Vocabulary Mastery) 

In this research, the indicator of students‘ vocabulary mastery. The 

implementation of this media, according to Cameron (2001:78) stated The 

Indicators of variable Y (students‘ Vocabulary Mastery) are follows: 

1. The students ability to know about word formation (noun, verb, adjective, 

adverb) 

2. The students are able to use vocabulary with appropriate and effective and 

ability to use grammatical features appropriately. 

3. the students are able to know the opposite and similar meaning of words  

4. The students are able to write with appropriate spelling and punctuation. 

the students ability to spell the spelling of words correctly in English 

language. 

2.6 Assumptions and Hypotheses 

Based on the frame theories, the researcher assumption and make 

hypotheses of this research can be forward as follows: 
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Assumptions 

In this research, there are various factors that influence students‘ 

Motivation and vocabulary mastery. Kathleen McWother (2010) states that 

―If you can see how a paragraph is organized, it will be easier to understand 

and remember. Beck and  McKeown,  (2005); Blachowicz  and  Fisher 

(2000) also stated that students who have limited vocabulary are at risk of 

not  becoming  proficient  in  language. It is assumed that the study between 

game online, motivation and vocabulary could relevant and significant. This 

study also assumed that significant correlation between gaming online 

toward students‘ motivation and vocabulary mastery. 

 Hypotheses 

The hypothesis is statement of the researcher what is intended to be 

investigated in the research. It should be specified before research is 

conducted and openly stated in reporting the results. The statements have 

two kinds which are null hypotheses and alternative hypotheses. 

The null hypothesis represents a theory that has been put forward, 

either because it is believed to be true or because it is to be used as basis 

for argument, but has not been proved. The alternative hypothesis a 

statement of what a hypothesis test is set up to establish based on the 

theories and assumptions above in chapter 1, the study proposes the 

hypotheses as follows: 
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1. First hypothesis 

Ho: There is no significant difference between students who are taught 

by playing online vocabulary games and those who are taught without 

playing online vocabulary games toward students‘ vocabulary mastery. 

Ha: There is a significant difference between students who are taught by 

playing online vocabulary games and those who are taught without 

playing online vocabulary games toward students‘ vocabulary mastery. 

2. Second hypothesis 

Ho: There is no significant difference between students with high 

motivation who are taught by playing online vocabulary games and those 

who are taught without playing online vocabulary games toward 

students‘ vocabulary mastery. 

Ha: There is a significant difference between students with high 

motivation who are taught by playing online vocabulary games and those 

who are taught without playing online vocabulary games toward 

students‘ vocabulary mastery. 

3. Third hypothesis 

Ho: There is no significant difference between students with low 

motivation who are taught by playing online vocabulary games and those 

who are taught without playing online vocabulary games toward 

students‘ vocabulary mastery. 

Ha: There is a significant difference between students with low 

motivation who are taught by playing online vocabulary games and those 
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who are taught without playing online vocabulary games toward 

students‘ vocabulary mastery. 

4. Fourth hypothesis 

Ho: there is no interaction effect between playing online vocabulary 

games and motivation on students‘ vocabulary mastery at Insan Utama 

junior high school Pekanbaru.  

Ha: there is an interaction effect between playing online vocabulary 

games and motivation on students‘ vocabulary mastery at Insan Utama 

junior high school Pekanbaru. 
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CHAPTER III 

 RESEARCH METHODS 

 

 This chapter discusses about the methods and the procedures of the 

research that used by researcher to answer the problem of the research in the 

previous chapter. The procedures consist of the time and place of the research, 

research design, population and sample, instrument of the data collecting and data 

analysis they are as follows: 

3.1 Research Design 

 The design of this research is categorized into experimental research. Due 

to the reason of the number independent variables involved, the design of this 

research was factorial 2x2 designs. It means there were two independent variables 

or factors are media of learning and students‘ vocabulary motivation. There are 

two types of media of learning in this research namely online vocabulary games 

and conventional media. In addition, there are two level of students‘ vocabulary 

motivation namely high and low motivation level. Based on this description, it can 

be seen that each independent factor has two levels/types. Thus, a two by two 

(2x2) factorial was the appropriate for this research. The research design is 

illustrated as follow: 
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Table 3.1 Research Design Diagram 

               Treatment 

 

 

Motivation 

Online Vocabulary 

Games 

(Experiment Class) 

(A1) 

 

 (Control Class) 

(A2) 

High (B1) A1B1 A2B1 

Low (B2) A1B2 A2B2 

Where:  

A1 :  Online Vocabulary Games 

B2 :  Conventional Media 

A1B1 :  Students‘ with high motivation who were taught by playing Online 

vocabulary games. 

A2B1 :   Students‘ with high motivation who were taught by using 

whiteboard. 

A1B2 :  Students‘ with low motivation who were taught by playing Online 

vocabulary games. 

A2B2 : Students‘ with low motivation who were taught by using whiteboard. 

 Further, this classroom experimental research involved two groups 

actively; one as experimental group and the other as control group. Then, in order 

to see the influence of the treatment, experimental group was taught by 

implementing online vocabulary games and control group was taught by 

conventional media that was whiteboard. The researcher used the posttest-only 

control group design with the assumption that the groups have no significant 

difference on the dependent variable (vocabulary ability). The posttest-only group 

design implied that both of experimental and control groups were given a posttest 

after the treatment. Then, questionnaire of vocabulary motivation was deployed to 

both classes early before the treatment to see the students‘ motivation levels.  
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 The differences between experimental class and control class were only 

about the media that used in teaching and learning process. The material and time 

allocated for teaching were the same.  

3.2 Location and the Time of the Research 

The time and location of this research was conducted at Insan Utama 

islamic Junior high School Pekanbaru located on Jl. Soekarno Hatta. The duration 

of the research was 3 month. 

3.3 The Population and Sample of the Research 

3.3.1 Population  

Fraenkel and Wallen (1993) a population is the group to which the result 

of the study are intended to apply while the sample is a states that population in 

educational research as the group about which the researcher is interested in 

gaining information and drawing conclusion. The population in Insan Utama 

Islamic junior high school was 135 students. There were 4 classed which was 

divided to be VII,1 VII.2 VII.3 and VII. 4classes. 

Table 3.2 Population of the Research 

 Classes Total of Students 

VII.1 

VII.2 

VII.3 

VII.4 

35 

35 

35 

30 

 Total 135 
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3.4.2 Sample 

 The sample of the research consisted of two class comprised of 70 

respondents. There were 35 students in control class (VII.1) and 35 students in 

experiment class (VII.2). The sample of this study used a random sampling.  

Table 3.3 Sample of the Research 

No Sample  Male  Female  Total numbers 

1 VII.1 27 8 35 

2 VII.2 13 22 35 

Total  40 30 70 

 

3.5 Technique of Collecting Data 

  The data of the research was collected by using the students‘ vocabulary 

test and questionnaire. Vocabulary test was given to the students to know how the 

students vocabulary mastery after giving treatment toward the experimental class. 

It was given at the end of the treatment to obtain the data on students‘ learning 

outcomes. It aimed to see the effect of treatment on students‘ vocabulary mastery. 

  On the other hand, the data from questionnaire was taken at the beginning 

of the teaching and learning process. Then, the data was divided into two parts, 

high and low motivation students. It purposed to know the learning result of high 

and low motivation based on their motivation. 

In order to get the data which were needed to support this study, the 

researcher used two tests and one questionnaire as the instruments. They were 

administered to find out the effect of playing games and motivation on students‘ 

vocabulary mastery in Insan utama islamic junior high school Pekanbaru and test 

for vocabulary mastery.  
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The writer used the written test to know the result of students‘ vocabulary 

mastery, whether they have better achievement or not.. In this test used pre test 

and post test. Pre-test gave to the students before the treatment applied. It aims to 

know the students‘ prior ability. After getting the students‘ scores for the pretest, 

the treatment gave to the students. The treatment was applying ―online vocabulary 

games‖ as a media. Post-test did after all treatments given. The post-test was a 

written test in which the This test used to assess the students‘ achievement after 

the treatments gave. The blue print of the passing grade vocabulary mastery is 

shown below: 

Table 3.4 The Classification of Students Test Scores 

Score level Category 

85-100 Very High 

75-84 High  

65-74 Medium 

55-64 Low 

0-54  Very Low 

(Blaxter 2001:179) 

Table3.5. Blue print of Vocabulary mastery 

No Indicators Number of questionnaire 

1 Meaning of words 1,5,8,10,11 and 12 

2 ability use grammatically 2,6,9,15, and 17 

3 
word formation (noun,verb, 

adjective, adverb) 
3,5,14,18 and 20 

4 spelling of words 4,7,13,16 and 19 

 

Table 3.6. Indicators of motivation 

No Indicators Number of questionnaire 

1 Intrinsic motivation 1, 2, 3, 4,5,6,7,8,9,10 

2 Extrinsic motivation 11,12,13,14,15,116,17,18,19&20 
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The data were collected by using vocabulary test which consists of 20 

questions. The sample of the research determined through purposive sampling. In 

this research, there were two classes in the seven grade. The instruments of this 

research distributed on the same day and spent 30 minutes 

3.6 Validity and Reliability of the Instruments 

Try out test was administered to determine the quality of the test that 

would be used to collect the data. So, it was able to determine the quality of the 

test whether the instruments were valid or not. The study of the instruments were 

measured the validity and reliability. After giving a try out test, this research 

would find whether the questions would be tested again to find the post test of 

students and questioner for students‘ motivation. 

3.6.1 The Validity of Instrument  

According to Cohen (2007), validity is an important key to effective 

research. If a piece of research is invalid then it is worthless. Validity is thus a 

requirement for both quantitative and qualitative/naturalistic research. In 

quantitative data validity might be improved through careful sampling, 

appropriate instrumentation and appropriate statistical treatments of the data.  

In quantitative research possesses a measure of standard error which is 

inbuilt and which has to be acknowledged.  While according to Gay (2000)  

validity is the appropriateness of the interpretations made from test score. There 

are also three kinds of validity, content validity, criterion-related validity, and 

construct validity. 
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Based on the definition above, to measure whether the test was valid in 

this research, the researcher used content validity which was an attempt to 

determine how an individual functioned in a set of actual situations. Rather than 

placing their behaviors or performances in the set of situations. 

The formula for item difficulty is as follows: 

   FV =  

Note: FV : Index of difficulty or facility value (Difficulty level) 

  R : The number of correct answers 

  N : The number of examinees or students taking the test 

The instrument of students‘ motivation which were conducted to 35 students 

with 20 questions related to students‘ motivation. It can be seen in following 

table: 

Table 3.9 

Validity of items contain indicator of “similar/opposite and meaning of 

the word” 

Variable Similar/opposite and meaning of the word N 

Item no. 1 8 10 11 12 

35 
Correct 24 20 24 24 24 

P 0.68 0.57 0.68 0.68 0.68 

Q 0.31 0.42 0.31 0.31 0.31 

 

Based on the table 3.8, the proportion of correct answers for item number 1 

shows the correct proportion 0.68, item number 8 shows the correct proportion 

0.57, item number 10, 11 and 12 show the correct proportion 0.68. Based on the 

standard level of difficulty which 0.30 < P < 0.70, it is pointed out that all items 

are accepted. 
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Table 3.10 

Validity of items contain indicator of “words of grammatically” 

Variable Words of grammatically N 

Item no. 2 6 9 15 17 

35 
Correct 22 24 24 25 25 

P 0.62 0.68 0.68 0.71 0.71 

Q 0.37 0.31 0.31 0.28 0.28 

  

The proportion of table 3.9 correct answers for item number 2 shows the 

correct proportion 0.62, item number 6 and 9shows the correct proportion 0.68, 

itemnumber15 and 17 shows the correct proportion 0.71. Based on the standard 

level of difficulty which 0.30 < P < 0.70, it is pointed out that all items for ability 

to use good word grammatically are accepted. 

Table 3.11 

Validity of items contain indicator of “words of formation” 

Variable Words formation ( adjective, adverb,noun and verb ) N 

Item no. 3 5 14 18 20 

35 
Correct 24 22 23 23 24 

P 0.68 0.62 0.65 0.65 0.68 

Q 0.31 0.37 0.34 0.34 0.31 

 

Based on table 3.10,  the correct answers for item number 3 shows the 

correct proportion 0.68, item number 5shows the correct proportion 0.62, item 

number 14 and 18shows the correct proportion 0.65, item number 20shows the 

correct proportion 0.68. Based on the standard level of difficulty which 0.30 < P < 

0.70, it is pointed out that all items are accepted. 
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Table 3.12 

Validity of items contain indicator of “spelling of the word correctly” 

Variable Words formation ( adjective, adverb,noun and verb ) N 

Item no. 4 7 13 16 19 

35 
Correct 22 22 22 23 23 

P 0.62 0.62 0.62 0.65 0.65 

Q 0.37 0.37 0.37 0.34 0.34 

 

Based on table 3.12, the proportion of correct answers for item number 4 

shows the correct proportion 0.62, item number 7 shows the correct proportion 

0.62, item number 13 shows the correct proportion 0.62, item number 16 shows 

the correct proportion 0.65, item number 19 shows the correct proportion 0.65. 

Based on the standard level of difficulty which 0.30 < P < 0.70, it is pointed out 

that all items for spelling of the word correctly are accepted. 

The formula above was used to find out the easy or difficulties of each 

item test that the researcher gave to the respondents. The item that did not reach 

the standard level of difficulty was excluded from the test and they were changed 

with the new items that were appropriate. Stated and prepared in practice to accept 

items with facility values between 0.30 and 0.70. 

The standard level of difficulty is <0.30 and >0.70. It means that the item 

test that is accepted if the level of the difficulty is between 0.30 – 0.70 and it is 

rejected if the level of difficulty is below 0.30 (difficult) and over 0.70 (easy). 

Then the proportion correct is represented by ―p‖, incorrect by ―q‖. 
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Table 3.13  Validity of Motivation 

Items 

Reading Interest  

Result Pearson 

Correlation 

Sig. (2-

tailed) 

P1 .423** .0200 Valid 

P2 .985** .004 Valid 

P3 .402** .027 Valid 

P4 .713** .000 Valid 

P5 .264** .000 Valid 

P6 .581** .001 Valid 

P7 .429** .018 Valid 

P8 .648** .000 Valid 

P9 .591** .001 Valid 

P10 .550** .002 Valid 

P11 .450** .013 Valid 

P12 .470** .009 Valid 

P13 .719** .000 Valid 

P14 .616** .000 Valid 

P15 .487** .006 Valid 

P16 .445** .014 Valid 

P17 .650** .000 Valid 

P18 .537** .002 Valid 

P19 .298** .010 Valid 

P20 .583** .001 Valid 

 

Based on try-out of students‘ motivation instrument validity to 20 items, all 

items were valid. The researcher took all 20 valid items of questionnaire as the 

instrument for pre-test and post-test. A test has to first be reliable as measuring 

instrument.  

3.6.2 The Reliability of Instrument 

Reliability in quantitative research is essentially a synonym for 

dependability, consistency and reliability over time, over instruments and over 

groups of respondents. For research to be reliable, it must demonstrate that if it 

were to be carried out on a similar group of respondents in a similar context, then 
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similar results would be found. There are three principal types of reliability: 

stability, equivalence and internal consistency (Cohen, 2007)).  

In addition, reliability is concerned with the consistency, stability and 

repeatability of the informant‘s accounts as well as the investigators‘ ability to 

collect and record information accurately (Brink: 1993). Then to find out the 

reliability of the test, it is calculated below: 

R11 =  

Where: 

R11 : Reliability of the test 

P : Proportion subject that answer the true of item 

Q : Proportion subject that answer the false of item (q=1-P) 

∑pq : Total equals between p and q 

n : Total of the item 

S : Standard Deviation 

 The reliability coefficients for good identified kind of structure text and 

reading comprehension test was expected to exceed 0.0 and closed 1.00. Heaton 

(1988:168) states that, the reliability is one of the test was considered as follows: 

a. 0.0 – 0.20  : reliability is low 

b. 0.21 – 0.40 : reliability is sufficient 

c. 0.41 – 0.70 : reliability is high 

d. 0.71 – 1.0  : reliability is very high 
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Table 3.14 Reliability Statistics of Motivation 

Cronbach's Alpha No of Items 

.649 20 

 

Table 3.15 Reliability Statistics of Vocabulary Mastery 

Cronbach's Alpha No of Items 

.716 20 

 

3.7  Data  Analysis Technicque  

  Analyzing data is needed for researcher that used to get a conclusion 

toward the research. To analysis the data, the researcher According to Riduwan 

(2012), analyzing the data is used SPSS to answer the research questions. Further, 

the data should be normal and homogeny. After collecting the data, researcher 

analyzed with normality, homogeneity and hypothesis testing formula in each 

research questions by independent sample t-test and Anova. 

3.7.1. Homogeneity and Normality Testing 

Data  Analysis Technicque to analysis the data of information about 

students‘ vocabulary mastery and motivation of the students. In this part the 

researcher needed to test homogenity and normality if the data. Homogenity is 

used a refrence material for determining statistical test decision and normality of 

the test the researchr had to find out the normality test of the data. The normal 

distribution analysis use Kolmogorof –Smirnov method. 

 Kolmogorof-Smirnov is typically used to ensure that the data was 

normality distributed. The researcher will use SPSS result for Kolmogrov-

Smirnov would be interpreted as follows: 
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p-value (Sig.) > 0.05 = the data is in normal distribution 

p-value (Sig.) < 0.05 = the data is not in normal distribution 

The result of normality test of pre -test and post test data in experiment and 

control class use for test of vocabulary mastery by using SPSS. 

3.7.2. Hypothesis Testing 

The average test scores of two groups were compared to determine the 

effectiveness of the media .Hypotheses testing was used to find out research 

question The research hypothesis is used to examine whether or not the alternative 

or null hypothesis is accepted or rejected. Ha and Ho are presented as follows: 

Research Question 1 

Ho: There is no difference between students who are taught by playing 

online vocabulary games and those who are without playing online 

vocabulary games in vocabulary at Insan Utama Islamic Junior High 

School Pekanbaru. 

Ha: There is a difference between students who are taught by playing 

online vocabulary games and those who are without playing online 

vocabulary games at Insan Utama Islamic Junior High School Pekanbaru. 

Then, the statistic hypothesis can be written as follow: 

H0 : µ A1 = µ A2 

Ha  :µA1  ≠  µ A2 

Where: 

µ  = students‘ vocabulary learning 

A1= teaching vocabulary by playing online vocabulary  

A2 = teaching vocabulary by conventional. 
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Based on testing category, H0 is accepted if tobservedis smaller than ttable. But 

if the value of tobservedis higher than critical value of ttable, the null hypothesis is 

rejected 

Research Question 2 

Ho:  There is no difference between students with high motivation who are 

taught by playing online vocabulary games and those who are without 

taught online vocabulary in vocabulary at Insan Utama Islamic Junior 

High School Pekanbaru. 

Ha:  There is a difference between students with high motivation who are 

taught by playing online vocabulary games and those who are without 

taught online vocabulary in vocabulary at Insan Utama Islamic Junior 

High School Pekanbaru. 

Further, the statistic hypothesis can be written as follow: 

H0 : µ B1A1 = µ B1A2 

Ha  :µ B1A1 ≠  µ B1A2 

Where: 

µ   = students‘ vocabulary 

B1  = students with high motivation 

A1  =  teaching vocabulary by playing online vocabulary 

A2  = teaching vocabulary by using whiteboard. 

Research Question 3 

Ho: There is no difference between students with low motivation who are 

taught by playing online vocabulary games and those who are without 
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taught online vocabulary in vocabulary at Insan Utama Islamic Junior 

High School Pekanbaru. 

Ha: There is a difference between students with low motivation who are 

taught by playing online vocabulary games and those who are without 

taught online vocabulary in vocabulary at Insan Utama Islamic Junior 

High School Pekanbaru. 

Further, the statistic hypothesis can be written as follow: 

H0 : µ B1A1 = µ B1A2 

Ha  :µ B1A1 ≠  µ B1A2 

Where: 

µ   = students‘ vocabulary 

B1  = students with low motivation 

A1  =  teaching vocabulary by playing online vocabulary 

A2  = teaching vocabulary by using whiteboard. 

Research Question 4 

Ho:  There is no interaction between playing online vocabulary games 

and motivation on students‘ vocabulary mastery at Insan Utama 

Islamic Junior High School Pekanbaru. 

Ha:  There is an interaction between playing online vocabulary games and 

motivation on students‘ vocabulary mastery at Insan Utama Islamic 

Junior High School Pekanbaru. 

The statistic hypothesis was written as follow 

H0: µ A1B1 = µ A1B2 = µ A2B1 = µ A2B2 

Ha : one of the average is not the same 
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  The researcher used two ways ANOVA (Ferguson, 1976) to test 4. 

Factorial designs will use unweighted means, as follows: Accepted Ho if thitung≤ 

ttableand rejected Ho if thitung≥ ttablewith degrees of freedom (dk) = (n1 + n2 – 2). It 

means that if Ho accepted, data of students‘ writing improvement have normal 

distribution or there is the effect of playing online vocabulary games and 

motivation toward students‘ vocabulary. 
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CHAPTER V 

CONCLUSION 

 

This chapter made based on finding research on the study. The content of 

this part discusses about conclusion, implication, recommendation, beneficial 

study both teacher and students. More about information about chapter five 

present bellow: 

5.1    Conclusion   

Based on the data analysis, And the researcher conclude that there was a 

significant difference in vocabulary mastery between the students who were 

taught by using online vocabulary games and the students who were without 

taught by using online vocabulary games. The researcher found that sig (2-tailed) 

0.030 was smaller than 0.05. The researcher also found there was significant 

difference on students‘ vocabulary mastery between students who have high 

motivation taught by online vocabulary games and the students who were without 

taught by using online vocabulary games. The researcher found sig (2-tailed) 0.00 

< than 0.05.  

Researcher found that there was a significant difference on students‘ 

vocabulary mastery between students who have low motivation that were taught 

by online vocabulary games and the students who were without taught by using 

online vocabulary games. 

 The sig value was 0.01 < than 0.05. Lastly, the researcher found that there 

was an interaction between playing online vocabulary games and motivation on 
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students‘ vocabulary mastery in insan utama pekanbaru. It indicates that Online 

Vocabulary gives significant effect on students‘ vocabulary mastery in Insan 

Utama Islamic Junior High School Pekanbaru. It provides that the students who 

are taught by online vocabulary game got better result than students who are 

taught without online vocabulary game. Students playing online vocabulary 

games can be seen from mean score of the experiment research in control and 

experiment classes. It happened since the students were more enjoy while learning 

vocabulary. This media improved the students‘ vocabulary knowledge. Then, they 

could play and learn through this media.  

Actually, motivation determined the success of students‘ ability in 

vocabulary mastery. There is positive influence for students who have high 

motivation in playing online vocabulary games. It made that the students 

interested while learning vocabulary mastery. Then, it motivates the students as 

well in learning English. They were happy and creative easily. Thus, there was 

significant effect between online vocabulary games and students‘ motivation 

toward students‘ vocabulary mastery.  

The last research question is answered by Two-Way ANOVA. It showed 

that there is no interaction between the two teaching media used and students‘ 

motivation toward their vocabulary mastery. It also indicates that no matter what 

the students‘ motivation which was low and high motivation, the students were 

taught by Online Vocabulary Game got higher score than those were taught 

without Online Vocabulary Game as media.   
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5.2 Implications  

In teaching and learning process, the researcher used the suitable media to 

give treatment. By improving the students‘ vocabulary mastery, the teacher should 

be able to use internet, application that makes the students‘ enjoy in learning 

vocabulary. This media is able to improve the students‘ vocabulary mastery. The 

students can state the lack of vocabulary and some problems of them self in 

vocabulary. It makes the students to interact with their friends and internet and 

they are more responsible for their assignment. In addition, the students can get 

higher achievement, understanding and high motivation in learning vocabulary.  

5.3 Recommendation  

After carrying out the research, it seems the important things for the 

researcher to give suggestion pertinent to the findings whether for the English 

teacher or students. Based on the research findings, the researcher would like to 

give some suggestion or recommendations: 

1. For English Teachers 

It is recommended to teacher because related to use technology 

and internet. By using technology in daily life, it improves human 

creativity. For future research, it suggested to next researchers to 

investigate and develop whether vocabulary mastery and accepted if 

area or location use internet.   

2. Suggestion for Students 

The students should be creative and students should pay attention 

to the lesson explained by the teacher. The students should more often 

listen, read, write, and know more about the words and use internet as 
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positive media eletronic for learning. So, the students can be familiar 

with the material taught in the classroom, house and everywhere. 

Students should be interested in studying English and know the benefits 

of English language for their future and students should challenge 

themselves in learning and doing the tasks. 

3. Suggestion for researchers 

It is also suggested for further researchers to develop this 

research on a large population and sample in order to get the knowledge 

and the empiric data. Finally, the researcher considers that this research 

still needs correction from the next researchers that have the similar 

topic to this research.  The researcher suggests to the next reseacher will 

explore the effect of Playing Onnline Vocabulary Games and 

Motivation on Students‘ Vocabulary Mastery or  conducting the same 

research for other skill and another kind of text. 
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SEMESTER : II (DUA) 

TAHUN PELAJARAN : 2019 / 2020 

 

POST  TEST  

MATA PELAJARAN :  ENGLISH  

KELAS  :  VII (tujuh) 

WAKTU   :  30 MENIT 

 

A. Test does not affect your English score. It is pure for research test only. 

B. These questions are used to know students’ vocabulary mastery. 

C. These questions are multiple choices. 

D. These questions consist of 20 questions. 

E. You are given 30 minutes to answer these questions. 

F. Write down your name and class on your answer sheet provided. 

G. Give the cross (X) for the correct answer. 

H. Please answer these questions based on the correct answer. 

I. Thank you for your participation and Good Luck



 

 
 

 

1. The antonym of ―silent‖ is … 

a. Happy  

b. Angry  

c. Noisy  

d. Quite  

 

2. 1. Fat   4. Thin 

2. Curly  5. Pointed 

3. Short   6. Tall 

Adjective related to describe ―Body‖ is  

a. 1-2-3-4 

b. 3-4-5-6 

c. 1-3-4-6 

d. 2-3-5-6 

 

3.  The correct sentence is: 

a. She is beautiful ladies. 

b. She is the beautiful ladies. 

c. She has beautiful ladies. 

d. She is beautiful lady. 

 

4.  Choose the correct spelling  for the English word 

from the  word‖ Diri saya‖ 

a. M Y S e l F 

b. M y s e l p 

c. M a y s e l p 

d. M y s e l f 

5. The farmer has Nine … 

a. Sheep  

b. Sheeper  

c. Sheepes  

d. Sheeps 

 

6.  I‘m Feeling really… today 

a. Late  

b. Old  

c. Happy  

d. Work  

 

 

7. Choose the correct Spelling for the English word 

form the word ‖Pengetahuan‖  

a. K n o w l a d g e  

b. N o w l a d g e 

c. K n o w l e d g e 

d. K n o w l e j  

 

Text for question 8 until 10 

   Hi, my name is Khadijah. I am 12 years 

old. I am a first grade students in junior 

high school. I live with my parents and my 

little brother in a nice house. My address 

in Jl. Melati 50. My telephone number is 

0761 90909. 

 

8. The opposite meaning of ―first‖  

(line 2) is… 

a. First  

b. Second 

c. Middle  

d. Last  

 

9.  In a nice house. The word form of the underline 

word is…  

a. Noun  

b. Adverb  

c. Adjective 

d. Adverb  

 

10.  The word ‖House‖ in the fifth line has same 

meaning as… 

a. Castle  

b. Palace 

c. Home 

d. Ware house  

 

11.  People can easyly see violence on TV. The 

underline of the word means... 

a. Bruttaly  

b. Forecas 

c. Excurtion  

d. Exploitation  

 

12. At 12 o‘clock, the employes will be dismissed to 

have lunch in the cafetaria. opposite of dismissed is 

a. Accepted 

b. Rejected 

c. Gathered 

d. Appreciated  

 

13.  Elephants usually have ―Belalai dan gading‖ 

Spelling for underline Word is... 

a. T r u n g  and  T u s 

b. T r u n k  and  T s u  k 

c. T r u n k  and  T u s k 

d. T u s k     and  T r u k 

 

14.  Does Susan ...football ? 

a. Playing 

b. Play  

c. Plays 

d. Played  

 

15.  My classmates are friendly. The word form of the 

underline word is... 

a.  Adverb  

b. Adjective 

c. Verb 

d. Noun  

16.  Choose the correct spelling for English word from 

the word ―Memperkenalkan‖ 

a. I i n t r o d u s e 

b. I n t r o d u s e 

c. I n t r o d u c e 

d. I n t r o d i u s 



 

 
 

17. Tania cuts up vegetable into small pieces. The 

underline of the word refers to ... 

a. Noun 

b. Adjective  

c. Verb 

d. Adverb  

 

18.  ... to the school everyday? 

a. Does you go? 

b. Do you go? 

c. Are you go? 

d. Have you go? 

 

19.  Which of these words below has same spelling/ 

pronounce of vowel əi / as in nice? 

a. Chases  

b. Eyes 

c. Cry 

d. Ways   

20. There are many ... in the stockroom 

a. Box 

b. Boxses  

c. Boxes  

d. Boxs  

 

 

 

 

 

 



 
 

 
 

QUESTIONERS OF MOTIVATION 

 

1. Students Profile 

Gendre  : _Male _Female  

 

2. Motivational Orientations 

The following section contains a number of reason why and one might 

study English language. Beside each one of following statements, write the 

number form the scale which best indicates the degree to which the stated 

reason corresponds  with one of your reasons for learning English 

langugae. Remember there is no right or wrong answer, since many people 

have different opinions. 

Strongly disagree 

(sangat tidak setuju) 

Disagree 

( tidak setuju)  

Neutral   

(Netral) 

Agree 

(setuju) 

Strongly Agree 

(sangat setuju) 

1 2 3 4 5 

 

NO Statement 1 2 3 4 5 

1 I like learning English  

(saya suka belajar Bahasa Inggris) 

     

2 I study English because it is international language 

which I can use to converse with foreign people  

     



 
 

 
 

(saya belajar bahasa Inggris karena ini adalah bahasa 

Internasional dan bisa berbicara dengan banyak orang ) 

3 I learn English because important and able to interact 

more easily 

(saya belajar bahasa Inggris karena sangat penting dan 

mampu berinteraksi dengan lebih mudah) 

     

4 I lean English because it can give me sense of 

achievment 

(saya belajar bahasa Inggris karena dapat memberi saya 

rasa prestasi)  

     

5 I want to good grade in my English subject 

(saya ingin mendapatkan nilai yang bagus dalam mata 

pelajaran bahasa Inggris saya) 

     

6 I study English because will useful in getting a better 

job 

(saya belajar bahasa Inggris karena akan berguna dalam 

mendapatkan pekerjaan ) 

     

7 I enjoy proces of learning 

(saya menikmati proses belajar bahasa inggris) 

     



 
 

 
 

8 I think English is interesting subject 

(saya rasa pelajaran bahasa Inggris pelajaran yang 

menarik) 

     

9 I enjoy the satification when I fine out new things in 

English subject 

(saya menikmati kepuasan ketika saya menemukan hal 

baru di dalam pembelajaran bahasa Inggris) 

     

10 I would feel ashamed if i got bad score in English 

(saya merasa malu  mendapat nilai yang buruk) 

     

11 I study English because of exam 

(saya belajar bahasa Inggris karena ujian) 

     

12 My parent push me to study hard in English subject 

( orang tua saya mendukung penuh dalam 

pemnbelajaran bahasa Inggris) 

     

13 I study English because English is an asigned subject 

(saya belajar bahasa Inggris karena bahasa Inggris 

pelajaran yang ditugaskan) 

     

14 I enjoy the high feeling while I speak English      



 
 

 
 

(Saya senang dengan perssaan yang bahagia ketika 

menggunakan bahasa Inggris) 

15 I study English because the teacher used interesting 

method/media 

( Saya belajar bahasa Inggris dikarenakan guru 

menggunakan metode /media yang menyenangkan) 

     

16 I study English for confidence and achievement. 

(Saya belajar bahasa Inggris untuk meningkatkan 

percaya diri dan pencapaian) 

     

17 I can better understanding what i 'm interested in 

English 

(Pemahaman saya ebih baik dengan apabyang saya rasa 

menarik dalam pelajaran bahasa Inggris) 

     

18 I learn English because teacher praise. 

(Saya belajar bahasa Inggris dikarena penghargaan/ 

kepedulian guru ) 

     

19 I study English because enable to chat with foreign 

language  

( Saya belajar bahasa Inggris agar dapat berkomunikasi 

     



 
 

 
 

dengan negara lain yang menggunakan bahasa Inggris) 

20 I learn English because necessary for communication.  

( Saya belajar bahasa Inggris karena penting untuk 

berkomunikasi ) 

     

 

3. Other Comments 

Is there any comment regarding your attitude to learning English 

issue................................................................................................................

............. 

 

 

 



 
 

 
 

PROGRAM SEMESTER 

Satuan Pendidikan : SMP IT Insan Utama Pekanbaru 

Mata pelajaran : Bahasa Inggris 

Kelas/ Semester : 7/ 1 

Tahun Pelajaran : 2019/2020  

 
Nomor KI  

Materi 

Pembelajara

n 

 

Aloka

si 

Wakt

u 

 

JULI  

 

AGUSTUS 

 

SEPTEMBER 

 

OKTOBER 

 

NOPEMBER 

 

DESEMBER 

 

1 2 3 4  

Nomor KD 1 2 3 4 5 1 2 3 4 5 1 2 3 4 5 1 2 3 4 5 1 2 3 4 5 1 2 3 4 5  

3.1 4.1 Teks lisan 

untuk 

sapaan, 

pamitan, 

ucapan 

terimakasih,

dan 

permintaan 

maaf serta 

 

10 JP 

   

4 

 

 

4 

 

 

2 

 

 

 

 

                        



 
 

 
 

responnya 

3.2 4.2 Teks lisan 

dan tulis 

sederhana 

untuk 

perkenalan 

diri serta 

responnya 

 

10 JP 

      

2 

 

4 

  

4 

                      

3.3 4.3 Teks lisan 

untuk 

menyatakan 

dan 

menanyaka

n nama hari, 

bulan, nama 

waktu 

dalam hari, 

waktu 

dalam 

bentuk 

angka, 

tanggal dan 

 

12 JP 

          

4 

 

4 

  

4 

                  



 
 

 
 

tahun 

3.4 4.4 Teks lisan 

dan tulis 

untuk 

pemaparan 

jati diri 

8 JP              4  4                

3.5 4.6 Teks lisan 

dan tulis 

untuk 

menyatakan 

dan 

menanyaka

n nama dan 

jumlah 

binatang, 

benda, dan 

bangunan 

 

8 JP 

                  

4 

 

4 

 

 

 

 

          

3.6 4.7 Teks tulis 

label nama 

dan daftar 

harga 

6 JP                    2  4          



 
 

 
 

Cadangan  8 JP                        4 4       

Jumlah Jam Pelajaran 62 JP   4 4 2 2 4  4 4 4  4 4  4  4 4 2  4  4 4       

 

 Mengetahui, 

  Guru Pamong             Mahasiswa  

 

 

Meli Husna, S.Pd        Herlianisyah Lubis 

               NIM. 21691204677 

 

Menyetujui 

Kepala Sekolah SMP IT Insan Utama 

 

 

Helisnoriza, S.Pd 



 
 

 
 

PROGRAM SEMESTER 

Satuan Pendidikan : SMP IT Insan Utama Pekanbaru 

Mata pelajaran : Bahasa Inggris 

Kelas/ Semester : 7/ 2 

Tahun Pelajaran : 2019/2020  

 
Nomor KI  

Materi 

Pembelajar

an 

 

Aloka

si 

Wakt

u 

 

JANUARI 

 

FEBRUARI 

 

MARET 

 

APRIL 

 

MEI 

 

JUNI 

 

1 2 3 4  

Nomor KD 1 2 3 4 5 1 2 3 4 5 1 2 3 4 5 1 2 3 4 5 1 2 3 4 5 1 2 3 4 5  

3.7 4.8 Teks lisan 

dan tulis 

untuk 

menyataka

n dan 

menanyak

an sifat 

orang, 

binatang, 

 

10 JP 

 

2 

 

4 

 

4 

                            



 
 

 
 

dan benda 

3.8 4.9 Teks lisan 

dan tulis 

untuk 

menyataka

n dan 

menanyak

an tingkah 

laku/ 

tindakan/ 

fungsi dari 

orang, 

binatang, 

dan benda 

8 JP    4 4                           

3.9 4.1

0 

Teks 

instruksi 

tanda atau 

rambu, 

tanda 

peringatan

, lisan dan 

8 JP       4  4                       



 
 

 
 

tulis 

3.1

0 

4.1

2 

Teks 

deskriptif 

sangat 

pendek 

dan 

sederhana 

tentang 

orang, 

binatang, 

dan benda 

8 JP          4   4                   

3.1

1 

4.1

4 

Teks lagu 

pendek 

dan 

sederhana 

6 JP              2    2 2             

Cadangan   8 JP                    2  4    2      

Jumlah Jam Pelajaran 48JP 2 4 4 4 4  4  4 4   4 2    2 2 2  4    2      

 

 



 
 

 
 

 

 Mengetahui, 

  Guru Pamong             Mahasiswa  

 

 

Meli Husna, S.Pd        Herlianisyah Lubis

          

        NIM.21691204677 

 

 

Menyetujui 

Kepala Sekolah SMP IT Insan Utama 

 

 

Helisnoriza, S.Pd



 
 

 
 

 SILABUS  SMP/MTs 
Satuan Pendidikan : SMP IT Insan Utama 
Mata Pelajaran      : Bahasa Inggris 
Kelas                     :  VII 
Kompetensi Inti  :  
 

KI 1: Menghargai dan menghayati ajaran agama yang dianutnya  

KI 2: Menghargai dan menghayati perilaku jujur, disiplin, tanggungjawab, 
peduli (toleransi, gotong royong), santun, percaya diri, dalam berinteraksi 
secara efektif dengan lingkungan sosial dan alam dalam jangkauan 
pergaulan dan keberadaannya. 

KI 3: Memahami pengetahuan (faktual, konseptual, dan prosedural) 
berdasarkan rasa ingin tahunya tentang ilmu pengetahuan, teknologi, 
seni, budaya terkait fenomena dan kejadian tampak mata. 

KI 4: Mencoba, mengolah, dan menyaji dalam ranah konkret (menggunakan, 
mengurai, merangkai, memodifikasi, dan membuat) dan ranah abstrak 
(menulis, membaca, menghitung, menggambar, dan mengarang) sesuai 
dengan yang dipelajari di sekolah dan sumber lain yang sama dalam sudut 
pandang/teori. 

 

Kompetensi Dasar 
Materi 

Pokok/Materi 
Pembelajaran 

Kegiatan Pembelajaran Penilaian 
Alokasi 
Waktu 

Sumber 
Belajar 

Mensyukuri 

kesempatan dapat 

mempelajari bahasa 

Inggris sebagai 

bahasa pengantar 

komunikasi 

internasional yang 

diwujudkan dalam 

semangat belajar. 

     

2.1. Menunjukkan 
perilaku 
santundan 
pedulidalamm
elaksanakan 
komunikasi 
interpersonal 
dengan guru 
dan teman. 

     



 
 

 
 

Kompetensi Dasar 
Materi 

Pokok/Materi 
Pembelajaran 

Kegiatan Pembelajaran Penilaian 
Alokasi 
Waktu 

Sumber 
Belajar 

2.2. Menunjukkan 
perilaku jujur, 
disiplin, 
percaya diri, 
dan 
bertanggung 
jawab dalam 
melaksanakan 
komunikasi 
transaksional 
dengan guru 
dan teman. 

2.3. Menunjukkan 
perilaku 
tanggung 
jawab, peduli, 
kerjasama, 
dan cinta 
damai, dalam 
melaksanakan 
komunikasi 
fungsional. 

 

 

3.1 Memahami 
fungsi sosial, 
struktur teks, 
dan unsur 
kebahasaan 
pada 
ungkapan 
sapaan, 
pamitan, 
ucapan 
terimakasih, 
dan 
permintaan 
maaf, serta 
responnya, 
sesuai dengan 
konteks 
penggunaanny
a. 

4.1.Menyusun teks 
lisan 

Teks lisan untuk  (a) 
sapaan, (b) pamitan, 
(c) ucapan 
terimakasih, dan (d) 
permintaan maaf, 
serta responnya. 

Masing-masing 
diajarkan secara 
terpisah 

Fungsi sosial 

Menjaga hubungan 
interpersonal dengan 
guru dan teman 

Struktur teks 

(ungkapan hafalan, 
tidak perlu dijelaskan 
tata bahasanya) 

Masing-masing 
menggunakan prosedur 
yang sama 

Mengamati 

 Siswa terbiasa atau 
sering mendengar dan 
menyaksikan guru dan 
warga sekolah lain (a) 
menyapa, (b) 
berpamitan, (c) 
mengucapkan 
terimakasih, (d) 
meminta maaf serta 
meresponnya, dalam 
bahasa Inggris, bahasa 
Indonesia, dan bahasa 
lain, untuk menjaga 
hubungan interpersonal 
dengan ungkapan yang 

KRITERIA PENILAIAN 

 Tingkat 
ketercapaian 
fungsi sosial (a) 
menyapa, (b) 
berpamitan, (c) 
mengucapkan 
terimakasih, (d) 
meminta maaf, 
serta responnya. 

 Tingkat 
kelengkapan dan 
keruntutan 
struktur 
ungkapan (a) 
menyapa, (b) 
berpamitan, (c) 
mengucapkan 
terimakasih, (d) 

10 JP 

 

 Buku 
Paket 
Siswa 
Interac
tive 
English 
1 
 

 Conto
h teks 
tertuli
s  

 

 Sumbe
r dari 
intern
et 



 
 

 
 

Kompetensi Dasar 
Materi 

Pokok/Materi 
Pembelajaran 

Kegiatan Pembelajaran Penilaian 
Alokasi 
Waktu 

Sumber 
Belajar 

sederhana 
untuk 
mengucapkan 
dan merespon 
sapaan, 
pamitan, 
ucapan 
terimakasih, 
dan 
permintaan 
maaf, dengan 
memperhatika
n fungsi sosial, 
struktur teks, 
dan 
unsurkebahas
aan yang 
benar 
dansesuaikont
eks. 

 

a. Good morning. 
How are you?, 
Fine, thank you. 
And you? dan 
semacamnya 

b. Goodbye. Bye. See 
you later. See you. 
Take care., dan 
semacamnya 

c. Thank you. You 
are welcome., dan 
semacamnya 

d. I’m sorry. That’s 
fine, okay. 
Allright., dan 
semacamnya 

Unsur kebahasaan 

(1) Kosa kata dan 
tata bahasa baku 

(2) Ucapan, tekanan 
kata, intonasi 

(3) Ejaan dan tanda 
baca 

(4) Tulisan tangan 

Topik 

Berbagai hal terkait 
dengan interaksi 
antara guru dan siswa 
selama proses 
pembelajaran, di 
dalam maupun di luar 
kelas, dengan 
memberikan 
keteladanan tentang 
perilaku santun dan 
peduli. 

 

sesuai dengan 
konteksnya 
(keteladanan). 

 Siswa dituntut untuk 
mencontoh 
keteladanan tersebut 
dengan (a) menyapa, 
(b) berpamitan, (c) 
mengucapkan 
terimakasih, dan (d) 
meminta maaf serta 
meresponnya, dalam 
bahasa Inggris, untuk 
menjaga hubungan 
interpersonal dan 
sesuai dengan 
konteksnya. 

Menanya 

Dengan bimbingan dan 
arahan guru, siswa 
menanyakan dan 
mempertanyakan antara 
lain tentang perbedaan 
antara ungkapan (a) 
sapaan, (b) pamitan, (c) 
ucapan terimakasih, dan 
(d) permintaan maaf, serta 
responnya dalam bahasa 
Inggris dengan yang ada 
dalam bahasa Indonesia, 
kemungkinan 
menggunakan ungkapan 
lain, akibat jika tidak 
melakukan, dsb. 

Mengumpulkan Informasi 

 Siswa mendengarkan 
dan menyaksikan 
banyak contoh interaksi 
(a) sapaan, (b) pamitan, 
(c) ucapan terimakasih, 
dan (d) permintaan 
maaf serta responnya 
dalam bahasa Inggris 
dari film, kaset, buku 

meminta maaf, 
serta responnya. 

 Tingkat 
ketepatan unsur 
kebahasaan: 
tata bahasa, 
kosa kata, 
ucapan, tekanan 
kata, intonasi, 
ejaan, tanda 
baca, tulisan 
tangan. 

 Sikap santun, 
peduli, dan 
percaya diri yang 
menyertai 
ungkapan (a) 
menyapa, (b) 
berpamitan, (c) 
mengucapkan 
terimakasih, (d) 
meminta maaf, 
serta responnya. 

 

CARA PENILAIAN: 

Kinerja (praktik) 

Simulasi dan/atau 
bermain peran (role 
play) untuk (a) 
menyapa, (b) 
berpamitan, (c) 
mengucapkan 
terimakasih, (d) 
meminta maaf, 
serta responnya. 

Observasi:   
(penilaian yang 
bertujuan untuk 
memberikan 
balikan secara lebih 
cepat) 

 Observasi 
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teks, dsb. 

 Siswa menirukan 
contoh-contoh interaksi 
(a) sapaan, (b) pamitan, 
(c) ucapan terimakasih, 
dan (d) permintaan 
maaf, serta responnya 
dalam bahasa Inggris 
dengan ucapan, 
tekanan kata, intonasi, 
dan sikap yang benar. 

 Dengan bimbingan dan 
arahan guru, siswa 
mengidentifikasi ciri-ciri 
(fungsi sosial, struktur 
teks, dan unsur 
kebahasaan) interaksi 
(a) sapaan, (b) pamitan, 
(c) ucapan terimakasih, 
dan (d) permintaan 
maaf, serta responnya. 

 Secara kolaboratif, 
siswa berusaha 
menggunakan bahasa 
Inggris untuk (a) 
sapaan, (b) pamitan, (c) 
ucapan terimakasih, 
dan (d) permintaan 
maaf, serta responnya, 
dalam konteks 
pembelajaran, simulasi, 
role-play, dan kegiatan 
lain yang terstruktur. 

Mengasosiasi 

 Siswa membandingkan 
berbagai ungkapan (a) 
sapaan, (b) pamitan, (c) 
ucapan terimakasih, 
dan (d) permintaan 
maaf serta responnya 
yang telah dikumpulkan 
dari berbagai sumber 
tersebut di atas. 

 Siswa membandingkan 

terhadap 
tindakan siswa 
menggunakan 
bahasa Inggris 
untuk (a) 
menyapa, (b) 
berpamitan, (c) 
mengucapkan 
terimakasih, dan 
(d) meminta 
maaf ketika 
muncul 
kesempatan di 
dalam dan di 
luar kelas. 

 Observasi 
terhadap 
kesungguhan 
siswa dalam 
proses 
pembelajaran di 
setiap tahapan. 

 Observasi 
terhadap 
kesantunan dan 
kepedulian 
dalam 
melaksanakan 
komunikasi di 
dalam dan di 
luar kelas. 

Penilaian diri: 

Pernyataan siswa 
secara tertulis 
dalam jurnal belajar 
sederhana bahasa 
Indonesia tentang 
pengalaman belajar 
berinteraksi dengan 
(a) menyapa, (b) 
berpamitan, (c) 
mengucapkan 
terimakasih, (d) 
meminta maaf, 
termasuk 



 
 

 
 

Kompetensi Dasar 
Materi 

Pokok/Materi 
Pembelajaran 

Kegiatan Pembelajaran Penilaian 
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ungkapan (a) sapaan, 
(b) pamitan, (c) ucapan 
terimakasih, dan (d) 
permintaan maaf, serta 
responnya yang telah 
dipelajari  tersebut di 
atas dengan yang ada di 
sumber-sumber lain, 
atau dengan yang 
digunakan dalam 
bahasa lain.  

 Siswa memperoleh 
balikan (feedback) dari 
guru dan teman 
tentang fungsi sosial 
dan unsur kebahasaan 
yang digunakan. 

Mengkomunikasikan 

 Siswa menggunakan 
bahasa Inggris setiap 
kali muncul 
kesempatan untuk (a) 
menyapa, (b) 
berpamitan, (c) 
mengucapkan 
terimakasih, dan (d) 
meminta maaf, serta 
responnya di dalam dan 
di luar kelas, untuk 
menjaga hubungan 
interpersonal dan 
sesuai dengan 
konteksnya.  

 Siswaberupaya 
berbicara secara lancar 
dengan ucapan, 
tekanan kata, intonasi 
yang benar dan menulis 
dengan ejaan dan tanda 
baca yang benar, serta 
tulisan yang jelas dan 
rapi. 

 Siswa membicarakan 
permasalahan yang 
dialami dalam 

kemudahan dan 
kesulitannya. 
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menggunakan bahasa 
Inggris untuk (a) 
menyapa, (b) 
berpamitan, (c) 
mengucapkan 
terimakasih, dan (d) 
meminta maaf, serta 
responnya, dan 
menuliskannya dalam 
jurnal belajar 
sederhana dalam 
bahasa Indonesia. 

3.2 Memahami 
fungsi sosial, 
struktur teks, 
dan unsur 
kebahasaan 
pada 
ungkapan 
perkenalan 
diri, serta 
responnya, 
sesuai dengan 
konteks 
penggunaanny
a. 

4.2  Menyusun teks 
lisan dan tulis 
sederhana 
untuk 
menyatakan, 
menanyakan, 
dan merespon 
perkenalan 
diri, dengan 
sangat pendek 
dan 
sederhana, 
dengan 
memperhatika
n fungsi sosial, 
struktur teks, 
dan unsur 
kebahasaan 
yang benar 
dan sesuai 

Teks lisan dan tulis 
sederhana untuk 
perkenalan diri serta 
responnya 

Fungsi sosial 

Memperkenalkan diri 
untuk menjalin 
hubungan 
interpersonal dengan 
guru dan teman 

Struktur teks 

Myname is ..., I’m ..., 

I live in ... , What’s 

your name?, Where 

do you live?, Nice  to 

meet you, How do 

you do, ... dan 

semacamnya. 

Unsur kebahasaan 

(1) Kosa kata 

(2) Tata bahasa: be, 
have; kata ganti I, 
he, she, they, 
dst.; kata ganti 
kepunyaan my, 
your, his, their, 
dst.  

(3) Ucapan, tekanan 

Mengamati 

 Siswa melihat, 
mendengar, dan  dan 
menyaksikan guru 
memperkenalkan 
dirinya dalam bahasa 
Inggris secara benar 
sesuai kenyataan, 
untuk dapat dikenal 
siswa secara lebih 
dekat. 

 Guru mengulanginya 
berkali-kali, dan secara 
interaktif mengajak 
siswa untuk mengamati 
secara jelas, kalimat 
demi kalimat, isi pesan 
dan unsur kebahasaan 
yang digunakan dalam 
perkenalan diri.  

 Siswa menirukan guru 
mengatakan setiap 
kalimat. 

Menanya 

Dengan bimbingan dan 
arahan guru, siswa 
menanyakan dan 
mempertanyakan antara 
lain tentang perbedaan 
antara ungkapan 

KRITERIA PENILAIAN 

 Tingkat 
ketercapaian 
fungsi sosial 
perkenalan diri, 
serta responnya. 

 Tingkat 
kelengkapan dan 
keruntutan 
struktur teks 
perkenalan diri, 
serta responnya. 

 Tingkat 
ketepatan unsur 
kebahasaan: 
tata bahasa, 
kosa kata, 
ucapan, tekanan 
kata, intonasi, 
ejaan, tanda 
baca, tulisan 
tangan. 

 Sikap santun, 
peduli, dan 
percaya diri yang 
menyertai 
perkenalan diri, 
serta responnya. 
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konteks. 

 

kata, dan intonasi 

(4) Ejaan dan tanda 
baca 

(5) Tulisan tangan 

Topik 

Berbagai hal terkait 
dengan interaksi 
antara guru dan siswa 
selama proses 
pembelajaran, di 
dalam maupun di luar 
kelas, dengan 
memberikan 
keteladanan tentang 
perilaku jujur, 
percaya diri, dan 
bertanggung jawab. 

 

perkenalan diri dalam 
bahasa Inggris dan dalam 
bahasa Indonesia, 
kemungkinan 
menggunakan ungkapan 
lain, dsb. 

Mengumpulkan Informasi 

 Siswa mendengarkan 
dan menyaksikan 
banyak contoh interaksi 
perkenalan diri dalam 
bahasa Inggris dari film, 
kaset, buku teks, dsb. 

 Siswa mengikuti dan 
menirukan contoh-
contoh interaksi 
perkenalan diri dengan 
ucapan, tekanan kata, 
intonasi, dan sikap yang 
benar. 

 Dengan bimbingan dan 
arahan guru, siswa 
mengidentifikasi ciri-ciri 
(fungsi sosial, struktur 
teks, dan unsur 
kebahasaan) interaksi 
perkenalan diri. 

 Secara kolaboratif, 
siswa berusaha 
menggunakan bahasa 
Inggris untuk 
memperkenalkan diri 
dalam konteks 
pembelajaran, simulasi, 
role-play, dan kegiatan 
lain yang terstruktur. 

Mengasosiasi 

 Siswa membandingkan 
ungkapan perkenalan 
diri yang telah 
dikumpulkan dari 
berbagai sumber 

CARA PENILAIAN: 

Kinerja (praktik) 

Simulasi dan/atau 
bermain peran (role 
play) dalam 
melakukan 
perkenalan diri, 
serta responnya. 

Observasi:   
(penilaian yang 
bertujuan untuk 
memberikan 
balikan secara lebih 
cepat) 

 Observasi 
terhadap 
tindakan siswa 
menggunakan 
bahasa Inggris 
untuk 
perkenalan diri, 
dan responnya, 
ketika muncul 
kesempatan di 
dalam dan di 
luar kelas. 

 Observasi 
terhadap 
kesungguhan 
siswa dalam 
proses 
pembelajaran di 
setiap tahapan. 

 Observasi 
terhadap 
kesantunan dan 
kepedulian 
dalam 
melaksanakan 
komunikasi di 
dalam dan di 
luar kelas. 
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tersebut di atas. 

 Siswa membandingkan 
antara ungkapan 
perkenalan diri yang 
telah dipelajari  
tersebut di atas dengan 
yang ada di sumber-
sumber lain, atau 
dengan yang digunakan 
dalam bahasa lain. 

 Siswa memperoleh 
balikan (feedback) dari 
guru dan teman 
tentang fungsi sosial 
dan unsur kebahasaan 
yang digunakan. 

Mengkomunikasikan 

 Siswa menggunakan 
bahasa Inggris untuk 
saling memperkenalkan 
diri agar saling 
mengenal secara lebih 
dekat.  

 Siswaberupaya 
berbicara secara lancar 
dengan ucapan, 
tekanan kata, intonasi 
yang benar dan menulis 
dengan ejaan dan tanda 
baca yang benar, serta 
tulisan yang jelas dan 
rapi. 

 Siswa membicarakan 
permasalahan yang 
dialami dalam 
memperkenalkan diri 
dalam bahasa Inggris 
dan menuliskannya 
dalam jurnal belajar 
sederhana dalam 
bahasa Indonesia. 

Penilaian diri: 

Pernyataan siswa 
secara tertulis 
dalam jurnal belajar 
sederhana bahasa 
Indonesia tentang 
pengalaman belajar 
berinteraksi dengan 
perkenalan diri, 
termasuk 
kemudahan dan 
kesulitannya. 
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3.3 Memahami 
fungsi sosial, 
struktur teks, 
dan unsur 
kebahasaan 
dari teks untuk 
menyatakan 
dan 
menanyakan 
nama hari, 
bulan, nama 
waktu dalam 
hari, waktu 
dalam bentuk 
angka, 
tanggal, dan 
tahun. 

4.3  Menyusun teks 
lisan dan tulis 
untuk 
menyatakan 
dan 
menanyakan 
nama hari, 
bulan, nama 
waktu dalam 
hari, waktu 
dalam bentuk 
angka, 
tanggal, dan 
tahun, dengan 
unsur 
kebahasaan 
yang benar 
dan sesuai 
konteks. 

 

 

 

Teks lisan dan tulis  
untuk menyatakan 
dan menanyakan (a) 
nama hari, (b) bulan, 
(c) nama waktu dalam 
hari, (d) waktu dalam 
bentuk angka, (e) 
tanggal, dan (f) tahun 

Masing-masing 
diajarkan secara 
terpisah 

Fungsi sosial 

Menyadari 
pentingnya (a) nama 
hari, (b) bulan, (c) 
nama waktu dalam 
hari, (d) waktu dalam 
bentuk angka, (e) 
tanggal, dan (e) tahun 
untuk mengelola 
kehidupan manusia. 

Struktur teks 

a. What day is it 
today? It’s Monday 
today.It is Tuesday 
tomorrow. When 
do we have 
English?, dan 
semacamnya. 

b. What month is 
it?What month is 
before July?After 
March is April. I 
was born in 
January, dan 
semacamnya  

c. in themorning, at 
noon, in the 
afternoon, in the 
evening, at night, 
at midnight 

d. What time is it? 

Masing-masing 
menggunakan prosedur 
yang sama 

Mengamati 

 Siswa terbiasa atau 
sering mendengar dan 
menyaksikan guru dan 
warga sekolah lain 
menyebutkan dan 
menanyakan (a) nama 
hari, (b) bulan, (c) nama 
waktu dalam hari, (d) 
waktu dalam bentuk 
angka, (e) tanggal, dan 
(e) tahun, dalam 
bahasa Inggris, tentang 
berbagai kegiatan dan 
keadaan nyata. 

 Siswa dituntut untuk 
mencontoh kebiasaan 
tersebut dengan 
menyebutkan dan 
menanyakan (a) nama 
hari, (b) bulan, (c) nama 
waktu dalam hari, (d) 
waktu dalam bentuk 
angka, (e) tanggal, dan 
(e) tahun, dalam 
bahasa Inggris. 

Menanya 

Dengan bimbingan dan 
arahan guru, siswa 
menanyakan dan 
mempertanyakan antara 
lain tentang perbedaan 
antara cara menyebutkan 
dan menanyakan (a) nama 
hari, (b) bulan, (c) nama 
waktu dalam hari, (d) 
waktu dalam bentuk 
angka, (e) tanggal, dan (e) 
tahun,dalam bahasa 
Inggris dengan yang ada 
dalam bahasa Indonesia, 

KRITERIA PENILAIAN 

 Tingkat 
ketercapaian 
fungsi sosial 
menyebutkan 
dan 
menanyakan (a) 
nama hari, (b) 
bulan, (c) nama 
waktu dalam 
hari, (d) waktu 
dalam bentuk 
angka, (e) 
tanggal, dan (e) 
tahun. 

 Tingkat 
kelengkapan dan 
keruntutan 
dalam 
menyebutkan 
dan 
menanyakan (a) 
nama hari, (b) 
bulan, (c) nama 
waktu dalam 
hari, (d) waktu 
dalam bentuk 
angka, (e) 
tanggal, dan (e) 
tahun. 

 Tingkat 
ketepatan unsur 
kebahasaan: 
tata bahasa, 
kosa kata, 
ucapan, tekanan 
kata, intonasi, 
ejaan, tanda 
baca, tulisan 
tangan. 

 Sikap tanggung 
jawab, 
kerjasama, 
peduli, dan 
percaya diri yang 
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What time do we 
have English on 
Tuesday? one to 
thirty, half past 
eight, a quarter to 
five, dan 
seterusnya 

e. What date is 
it?What date is the 
Kartini Day?When 
were you born? the 
first, the second, 
the third, the 
fourth, the fifth, 
the twenty first 
dan seterusnya 

f. What year is it? 
When were you 
born? Nineteen 
ninety eight. Two 
thousand and 
three. dan 
semacamnya. 

Unsur kebahasaan 

(1) Kosa kata terkait 
hari, bulan, 
waktu dalam 
hari, waktu 
dalam bentuk 
angka, tanggal, 
dan tahun 

(2) Kata kerja dalam 
simple present 
tense: be, have. 

(3) Kata tanya What 
time? What 
date?, When? 

(4) Kata ganti it dan 
artikel the. 

(5) Angka kardinal 
dan angka 
ordinal 

(6) Ucapan, tekanan 

kemungkinan 
menggunakan ungkapan 
lain, akibat jika tidak 
melakukan, dsb. 

Mengumpulkan Informasi 

 Siswa mendengarkan 
dan menyaksikan 
banyak contoh interaksi 
dengan menyebutkan 
dan menanyakan (a) 
nama hari, (b) bulan, (c) 
nama waktu dalam 
hari, (d) waktu dalam 
bentuk angka, (e) 
tanggal, dan (e) tahun 
dalam bahasa Inggris 
dari film, kaset, buku 
teks, dsb. 

 Siswa menirukan 
contoh-contoh interaksi 
dengan menyebutkan 
dan menanyakan (a) 
nama hari, (b) bulan, (c) 
nama waktu dalam 
hari, (d) waktu dalam 
bentuk angka, (e) 
tanggal, dan (e) tahun 
dalam bahasa Inggris 
dengan ucapan, 
tekanan kata, intonasi, 
dan sikap yang benar. 

 Dengan bimbingan dan 
arahan guru, siswa 
mengidentifikasi ciri-ciri 
(fungsi sosial, struktur 
teks, dan unsur 
kebahasaan) interaksi 
menyebutkan dan 
menanyakan (a) nama 
hari, (b) bulan, (c) nama 
waktu dalam hari, (d) 
waktu dalam bentuk 
angka, (e) tanggal, dan 
(e) tahun. 

 Secara kolaboratif, 

menyertai 
tindakan 
menyebutkan 
dan 
menanyakan (a) 
nama hari, (b) 
bulan, (c) nama 
waktu dalam 
hari, (d) waktu 
dalam bentuk 
angka, (e) 
tanggal, dan (e) 
tahun. 

 

CARA PENILAIAN: 

Kinerja (praktik) 

Simulasi dan/atau 
bermain peran (role 
play) dalam bentuk 
interaksi dengan 
menyebutan dan 
menanyakan (a) 
nama hari, (b) 
bulan, (c) nama 
waktu dalam hari, 
(d) waktu dalam 
bentuk angka, (e) 
tanggal, dan (e) 
tahun. 

Observasi:   
(penilaian yang 
bertujuan untuk 
memberikan 
balikan secara lebih 
cepat) 

 Observasi 
terhadap 
tindakan siswa 
menggunakan 
bahasa Inggris 
untuk 
menyebutkan 
dan 
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kata, intonasi,  

(7) Ejaan dan tanda 
baca 

(8) Tulisan tangan 

Topik 

Hari, tanggal, jam, 
bulan, tahun, dsb., 
yang penting dan 
relevan dengan 
kehidupan siswa, 
dengan memberikan 
keteladanan tentang 
perilaku jujur, 
disiplin, percaya diri, 
bertanggung jawab, 
dan kerja sama.  

 

siswa berusaha 
menggunakan bahasa 
Inggris 
untukmenyebutkan dan 
menanyakan (a) nama 
hari, (b) bulan, (c) nama 
waktu dalam hari, (d) 
waktu dalam bentuk 
angka, (e) tanggal, dan 
(e) tahun dalam 
konteks pembelajaran, 
simulasi, role-play, dan 
kegiatan lain yang 
terstruktur. 

Mengasosiasi 

 Siswa membandingkan 
ungkapan 
menyebutkan dan 
menanyakan (a) nama 
hari, (b) bulan, (c) nama 
waktu dalam hari, (d) 
waktu dalam bentuk 
angka, (e) tanggal, dan 
(e) tahun yang telah 
dikumpulkan dari 
berbagai sumber 
tersebut di atas. 

 Siswa membandingkan 
ungkapan 
menyebutkan dan 
menanyakan (a) nama 
hari, (b) bulan, (c) nama 
waktu dalam hari, (d) 
waktu dalam bentuk 
angka, (e) tanggal, dan 
(e) tahun yang telah 
dipelajari  tersebut di 
atas dengan yang ada di 
sumber-sumber lain, 
atau dengan yang 
digunakan dalam 
bahasa lain.  

 Siswa memperoleh 
balikan (feedback) dari 
guru dan teman 

menanyakan (a) 
nama hari, (b) 
bulan, (c) nama 
waktu dalam 
hari, (d) waktu 
dalam bentuk 
angka, (e) 
tanggal, dan (e) 
tahun, ketika 
muncul 
kesempatan, di 
dalam dan di 
luar kelas. 

 Observasi 
terhadap 
kesungguhan, 
tanggung jawab, 
dan kerja sama 
siswa dalam 
proses 
pembelajaran di 
setiap tahapan. 

 Observasi 
terhadap 
kepedulian dan 
kepercayaan diri 
dalam 
melaksanakan 
komunikasi, di 
dalam dan di 
luar kelas. 

Penilaian diri: 

Pernyataan siswa 
secara tertulis 
dalam jurnal belajar 
sederhana 
berbahasa 
Indonesia tentang 
pengalaman belajar 
menyebutkan dan 
menanyakan (a) 
nama hari, (b) 
bulan, (c) nama 
waktu dalam hari, 
(d) waktu dalam 
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Alokasi 
Waktu 
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tentang fungsi sosial 
dan unsur kebahasaan 
yang digunakan. 

Mengkomunikasikan 

 Siswa menggunakan 
bahasa Inggris setiap 
kali muncul 
kesempatan untuk 
menyebutkan dan 
menanyakan (a) nama 
hari, (b) bulan, (c) nama 
waktu dalam hari, (d) 
waktu dalam bentuk 
angka, (e) tanggal, dan 
(e) tahun, tentang 
berbagai kegiatan dan 
keadaan, di dalam dan 
di luar kelas.  

 Siswaberupaya 
berbicara secara lancar 
dengan ucapan, 
tekanan kata, intonasi 
yang benar dan menulis 
dengan ejaan dan tanda 
baca yang benar, serta 
tulisan yang jelas dan 
rapi. 

 Siswa membicarakan 
permasalahan yang 
dialami dalam 
menggunakan bahasa 
Inggris untuk 
menyebutkan dan 
menanyakan (a) nama 
hari, (b) bulan, (c) nama 
waktu dalam hari, (d) 
waktu dalam bentuk 
angka, (e) tanggal, dan 
(e) tahun dan 
menuliskannya dalam 
jurnal belajar 
sederhana dalam 
bahasa Indonesia. 

bentuk angka, (e) 
tanggal, dan (e) 
tahun, termasuk 
kemudahan dan 
kesulitannya. 

Tes tertulis 

Membaca dan 
menulis teks yang 
menuntut 
pemahaman dan 
kemampuan 
menghasilkan teks 
yang di dalamnya 
termasuk tindakan 
menyebutkan dan 
menanyakan (a) 
nama hari, (b) bulan, 
(c) nama waktu 
dalam hari, (d) waktu 
dalam bentuk angka, 
(e) tanggal, dan (e) 
tahun. 
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3.4 Memahami 
fungsi sosial, 
struktur teks, 
dan unsur 
kebahasaan 
dari teks 
pemaparan 
jati diri, sesuai 
dengan 
konteks 
penggunaanny
a. 

4.4  Menangkap 
makna 
pemaparan 
jati diri lisan 
dan tulis 
sangat pendek 
dan 
sederhana. 

4.5  Menyusun teks 
lisan dan tulis 
untuk 
memaparkan 
dan 
menanyakan 
jati diri, 
dengan sangat 
pendek dan 
sederhana, 
dengan 
memperhatika
n fungsi sosial, 
struktur teks, 
dan unsur 
kebahasaan 
yang benar 
dan sesuai 
konteks. 

 

 

Teks lisan dan tulis 
untuk  pemaparan jati 
diri  

Fungsi sosial 

Mengenalkan, 
menyebutkan 
identitas, untuk saling 
mengenal dan 
menjalin hubungan 
antar pribadi dengan 
teman dan guru. 

Struktur teks 

(ungkapan hafalan, 
tidak perlu dijelaskan 
tata bahasanya) 

a. My name is Arif, a-
r-i-f. My father is 
Mr. Zainal. How do 
you spell your 
name?Who is she? 
I have two sisters, 
Siska and Muti.Is 
she your friend? 
dan semacamnya. 

b. My dad is a nurse? 
He helps the 
doctors. His father 
is a gardener. She 
is the janitor, and 
she cleans the 
classrooms.,dan 
semacamnya. 

Unsur kebahasaan 

(1) Nama status 
hubungan 
keluarga, 
kekerabatan, 
teman, tetangga 

(2) Nama profesi 
pekerjaan. 

(3) Kata tanya Who? 

Mengamati 

 Siswa melihat, 
mendengar, dan  dan 
menyaksikan guru 
memaparkan jati 
diridalam bahasa 
Inggris secara benar 
sesuai kenyataan, untuk 
dapat dikenal siswa 
secara lebih dekat, 
dalam maksimal 6 
kalimat. 

 Guru mengulanginya 
berkali-kali, dan secara 
interaktif mengajak 
siswa untuk mengamati 
secara jelas, kalimat 
demi kalimat, isi pesan 
dan unsur kebahasaan 
yang digunakan dalam 
pemaparan jati diri.  

 Siswa menirukan guru 
mengatakan setiap 
kalimat. 

Menanya 

Dengan bimbingan dan 
arahan guru, siswa 
menanyakan dan 
mempertanyakan antara 
lain tentang perbedaan 
antara ungkapan 
pemaparan jati diri dalam 
bahasa Inggris dan dalam 
bahasa Indonesia, 
kemungkinan 
menggunakan ungkapan 
lain, dsb. 

Mengumpulkan Informasi 

 Siswa mendengarkan 
dan menyaksikan 
banyak contoh interaksi 
pemaparan jati dalam 
bahasa Inggris dari film, 

KRITERIA PENILAIAN 

 Tingkat 
ketercapaian 
fungsi sosial 
memaparkan 
dan 
menanyakan jati 
diri. 

 Tingkat 
kelengkapan dan 
keruntutan 
dalam 
memaparkan 
dan 
menanyakan jati 
diri. 

 Tingkat 
ketepatan unsur 
kebahasaan: 
tata bahasa, 
kosa kata, 
ucapan, tekanan 
kata, intonasi, 
ejaan, tanda 
baca, tulisan 
tangan. 

 Sikap tanggung 
jawab, 
kerjasama, 
peduli, dan 
percaya diri yang 
menyertai 
tindakan 
memaparkan 
dan 
menanyakan jati 
diri. 

 

CARA PENILAIAN: 

Kinerja (praktik) 

Simulasi dan/atau 
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Which? How? 

(4) Article a, an, 
the.. 

(5) Kata kerja yang 
menunjuk 
tindakan yang 
sangat lazim dan 
terkait dalam 
simple present 
tense: be, have, 
work, live, dan 
sebagainya. 

(6) Penyebutan kata 
benda singular 
dan plural (-s), 
dan children 

(7) Ucapan, tekanan 
kata, Intonasi 

(8) Ejaan dan tanda 
baca 

(9) Tulisan tangan. 

Topik 

Diri sendiri, orang 
tua, kakak, adik, 
famili, tetangga, dan 
orang terdekat 
lainnya, dengan 
memberikan 
keteladanan tentang 
perilaku jujur, 
disiplin, percaya diri, 
bertanggung jawab, 
dan kerja sama. 

kaset, buku teks, dsb. 

 Siswa mengikuti dan 
menirukan contoh-
contoh interaksi 
pemaparan jati diri 
dengan ucapan, 
tekanan kata, intonasi, 
dan sikap yang benar. 

 Dengan bimbingan dan 
arahan guru, siswa 
mengidentifikasi ciri-ciri 
(fungsi sosial, struktur 
teks, dan unsur 
kebahasaan) interaksi 
pemaparan jati diri. 

 Secara kolaboratif, 
siswa berusaha 
menggunakan bahasa 
Inggris untuk 
memaparkan jati diri 
dalam konteks 
pembelajaran, simulasi, 
role-play, dan kegiatan 
lain yang terstruktur. 

Mengasosiasi 

 Siswa membandingkan 
ungkapan untuk 
pemaparan diri yang 
telah dikumpulkan dari 
berbagai sumber 
tersebut di atas. 

 Siswa membandingkan 
antara ungkapan untuk 
pemaparan diri yang 
telah dipelajari  
tersebut di atas dengan 
yang ada di sumber-
sumber lain, atau 
dengan yang digunakan 
dalam bahasa lain. 

 Siswa memperoleh 
balikan (feedback) dari 
guru dan teman 
tentang fungsi sosial 

bermain peran (role 
play) dalam bentuk 
interaksi dengan 
memaparkan dan 
menanyakan jati 
diri. 

Observasi:   
(penilaian yang 
bertujuan untuk 
memberikan 
balikan secara lebih 
cepat) 

 Observasi 
terhadap 
tindakan siswa 
menggunakan 
bahasa Inggris 
untuk 
memaparkan 
dan 
menanyakan jati 
diri, ketika 
muncul 
kesempatan, di 
dalam dan di 
luar kelas. 

 Observasi 
terhadap 
kesungguhan, 
tanggung jawab, 
dan kerja sama 
siswa dalam 
proses 
pembelajaran di 
setiap tahapan. 

 Observasi 
terhadap 
kepedulian dan 
kepercayaan diri 
dalam 
melaksanakan 
komunikasi, di 
dalam dan di 
luar kelas. 
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dan unsur kebahasaan 
yang digunakan. 

Mengkomunikasikan 

 Siswa menggunakan 
bahasa Inggris untuk 
saling memaparkan jati 
diri agar saling 
mengenal secara lebih 
dekat.  

 Siswaberupaya 
berbicara secara lancar 
dengan ucapan, 
tekanan kata, intonasi 
yang benar dan menulis 
dengan ejaan dan tanda 
baca yang benar, serta 
tulisan yang jelas dan 
rapi. 

 Siswa membicarakan 
permasalahan yang 
dialami dalam 
memaparkan jati diri 
dalam bahasa Inggris 
dan menuliskannya 
dalam jurnal belajar 
sederhana dalam 
bahasa Indonesia. 

Penilaian diri: 

Pernyataan siswa 
secara tertulis 
dalam jurnal belajar 
sederhana 
berbahasa 
Indonesia tentang 
pengalaman belajar 
memaparkan dan 
menanyakan jati 
diri, termasuk 
kemudahan dan 
kesulitannya. 

Tes tertulis 

Membaca dan 
menulis teks yang 
menuntut 
pemahaman dan 
kemampuan 
menghasilkan teks 
yang di dalamnya 
termasuk tindakan 
memaparkan dan 
menanyakan jati diri. 

3.5 Memahami 
fungsi sosial, 
struktur teks, 
dan unsur 
kebahasaan 
pada teks 
untuk 
menyatakan 
dan 
menanyakan 
nama dan 
jumlah 
binatang, 
benda, dan 
bangunan 
publik yang 
dekat dengan 

Teks lisan dan tulis 
untuk  menyatakan 
dan menanyakan 
nama dan jumlah 
binatang, benda, dan 
bangunan publik yang 
dekat dengan 
kehidupan siswa 
sehari-hari 

Fungsi sosial  

Mengenalkan, 
mengidentifikasi 
benda, binatang, 
bangunan umum. 

Mengamati 

 Siswa terbiasa atau 
sering mendengar dan 
menyaksikan guru dan 
warga sekolah lain 
menyebutkan dan 
menanyakan nama dan 
jumlah binatang, 
benda, dan bangunan 
publik, dalam bahasa 
Inggris (keteladanan). 

 Siswa dituntut untuk 
mencontoh kebiasaan 
tersebut dengan 
menyebutkan dan 
menanyakan nama dan 

KRITERIA PENILAIAN 

 Tingkat 
ketercapaian 
fungsi sosial 
menyebutkan 
dan 
menanyakan 
nama dan 
jumlah binatang, 
benda, dan 
bangunan 
publik. 

 Tingkat 
kelengkapan dan 
keruntutan 
dalam 
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kehidupan 
siswa sehari-
hari. 

4.6  Menyusun teks 
lisan dan tulis 
untuk 
menyatakan 
dan 
menanyakan 
nama 
binatang, 
benda, dan 
bangunan 
publik yang 
dekat dengan 
kehidupan 
siswa sehari-
hari, dengan 
memperhatika
n fungsi sosial, 
struktur teks, 
dan unsur 
kebahasaan 
yang benar 
dan sesuai 
konteks. 

 

 

 

 

 

 

 

Struktur teks 

(ungkapan hafalan, 
tidak perlu dijelaskan 
tata bahasanya) 

a. It’s my cricket. 
They are my cats. 
There are many 
fireflies in the 
farm., What is it? 
How many cows do 
you have? 

b. Are they your toys? 
Which one is your 
book? What is in 
your pocket? Who 
has a red pen? 

c. The hospital is near 
the post office. The 
police station is in 
the corner. dan 
semacamnya. 

Unsur kebahasaan 

(1) Nama binatang 
di lingkungan 
rumah dan 
sekolah siswa: 
hen, chicks, 
house lizard, 
dragon fly, 
cockroaches, 
mosquitoes, dll. 

(2) Nama benda di 
lingkungan 
rumah dan 
sekolah: table, 
pillow, toy, mug, 
book shelf, pen, 
bag, dll. 

(3) Nama bangunan 
umum: the post 
office, the bank, 
the hospital, dll. 

(4) Kata tanya 

jumlah binatang, 
benda, dan bangunan 
publik, dalam bahasa 
Inggris dan bahasa 
lainnya. 

Menanya 

Dengan bimbingan dan 
arahan guru, siswa 
menanyakan dan 
mempertanyakan antara 
lain tentang perbedaan 
antara cara menyebutkan 
dan menanyakan nama 
dan jumlah binatang, 
benda, dan bangunan 
publik,dalam bahasa 
Inggris dengan yang ada 
dalam bahasa Indonesia, 
kemungkinan 
menggunakan ungkapan 
lain, akibat jika tidak 
melakukan, dsb. 

Mengumpulkan Informasi 

 Siswa mendengarkan 
dan menyaksikan 
banyak contoh interaksi 
dengan menyebutkan 
dan menanyakan nama 
dan jumlah binatang, 
benda, dan bangunan 
publik dalam bahasa 
Inggris dari film, kaset, 
buku teks, dsb. 

 Siswa menirukan 
contoh-contoh interaksi 
dengan menyebutkan 
dan menanyakan nama 
dan jumlah binatang, 
benda, dan bangunan 
publik dalam bahasa 
Inggris dengan ucapan, 
tekanan kata, intonasi, 
dan sikap yang benar. 

 Dengan bimbingan dan 

menyebutkan 
dan 
menanyakan 
nama dan 
jumlah binatang, 
benda, dan 
bangunan 
publik. 

 Tingkat 
ketepatan unsur 
kebahasaan: 
tata bahasa, 
kosa kata, 
ucapan, tekanan 
kata, intonasi, 
ejaan, tanda 
baca, tulisan 
tangan. 

 Sikap tanggung 
jawab, 
kerjasama, 
peduli, dan 
percaya diri yang 
menyertai 
tindakan 
menyebutkan 
dan 
menanyakan 
nama dan 
jumlah binatang, 
benda, dan 
bangunan 
publik. 

 

CARA PENILAIAN: 

Kinerja (praktik) 

Simulasi dan/atau 
bermain peran (role 
play) dalam bentuk 
interaksi dengan 
menyebutkan dan 
menanyakan nama 
dan jumlah 

r dari 
intern
et 
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What?Which 
one? How 
many? 

(5) Penyebutan 
kata benda 
singular dengan 
a dan the, dan 
plural (-s). 

(6) Kata ganti it, 
they, this, that, 
those, these. 

(7) Ungkapan There 
is/are..., Are 
there ...? 

(8) Kata kerja yang 
menunjuk 
tindakan yang 
sangat lazim dan 
terkait dalam 
simple present 
tense: be, have, 
go, play,get, 
take, dan 
sebagainya. 

(9) Ucapan, 
tekanan kata, 
Intonasi 

(10) Ejaan dan tanda 
baca 

(11) Tulisan tangan. 

Topik 

Benda, binatang, 
bangunan umum 
yang terdapat di 
lingkungan siswa, 
dengan memberikan 
keteladanan tentang 
perilaku jujur, 
disiplin, percaya diri, 
bertanggung jawab, 
dan kerja sama. 

 

arahan guru, siswa 
mengidentifikasi ciri-ciri 
(fungsi sosial, struktur 
teks, dan unsur 
kebahasaan) interaksi 
menyebutkan dan 
menanyakan nama dan 
jumlah binatang, 
benda, dan bangunan 
publik. 

 Secara kolaboratif, 
siswa berusaha 
menggunakan bahasa 
Inggris 
untukmenyebutkan dan 
menanyakan nama dan 
jumlah binatang, 
benda, dan bangunan 
publik dalam konteks 
pembelajaran, simulasi, 
role-play, dan kegiatan 
lain yang terstruktur. 

Mengasosiasi 

 Siswa membandingkan 
ungkapan 
menyebutkan dan 
menanyakan nama dan 
jumlah binatang, 
benda, dan bangunan 
publik yang telah 
dikumpulkan dari 
berbagai sumber 
tersebut di atas. 

 Siswa membandingkan 
ungkapan 
menyebutkan dan 
menanyakan nama dan 
jumlah binatang, 
benda, dan bangunan 
publik yang telah 
dipelajari  tersebut di 
atas dengan yang ada di 
sumber-sumber lain, 
atau dengan yang 
digunakan dalam 

binatang, benda, 
dan bangunan 
publik. 

Observasi:   
(penilaian yang 
bertujuan untuk 
memberikan 
balikan secara lebih 
cepat) 

 Observasi 
terhadap 
tindakan siswa 
menggunakan 
bahasa Inggris 
untuk 
menyebutkan 
dan 
menanyakan 
nama dan 
jumlah binatang, 
benda, dan 
bangunan 
publik, ketika 
muncul 
kesempatan, di 
dalam dan di 
luar kelas. 

 Observasi 
terhadap 
kesungguhan, 
tanggung jawab, 
dan kerja sama 
siswa dalam 
proses 
pembelajaran di 
setiap tahapan. 

 Observasi 
terhadap 
kepedulian dan 
kepercayaan diri 
dalam 
melaksanakan 
komunikasi, di 
dalam dan di 
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bahasa lain.  

 Siswa memperoleh 
balikan (feedback) dari 
guru dan teman 
tentang fungsi sosial 
dan unsur kebahasaan 
yang digunakan. 

Mengkomunikasikan 

 Siswa menggunakan 
bahasa Inggris setiap 
kali muncul 
kesempatan untuk 
menyebutkan dan 
menanyakan nama dan 
jumlah binatang, 
benda, dan bangunan 
publik, di dalam dan di 
luar kelas.  

 Siswaberupaya 
berbicara secara lancar 
dengan ucapan, 
tekanan kata, intonasi 
yang benar dan menulis 
dengan ejaan dan tanda 
baca yang benar, serta 
tulisan yang jelas dan 
rapi. 

 Siswa membicarakan 
permasalahan yang 
dialami dalam 
menggunakan bahasa 
Inggris untuk 
menyebutkan dan 
menanyakan nama dan 
jumlah binatang, 
benda, dan bangunan 
publik dan 
menuliskannya dalam 
jurnal belajar 
sederhana dalam 
bahasa Indonesia. 

luar kelas. 

Penilaian diri: 

Pernyataan siswa 
secara tertulis 
dalam jurnal belajar 
sederhana 
berbahasa 
Indonesia tentang 
pengalaman belajar 
menyebutkan dan 
menanyakan nama 
dan jumlah 
binatang, benda, 
dan bangunan 
publik, termasuk 
kemudahan dan 
kesulitannya. 

Tes tertulis 

Membaca dan 
menulis teks yang 
menuntut 
pemahaman dan 
kemampuan 
menghasilkan teks 
yang di dalamnya 
termasuk tindakan 
menyebutkan dan 
menanyakan nama 
dan jumlah binatang, 
benda, dan bangunan 
publik. 

3.6 Memahami 
fungsi sosial, 
struktur teks, 

Teks tulis label nama 
(label) dan daftar 

Masing-masing 
menggunakan prosedur 

KRITERIA PENILAIAN 

 Tingkat 
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dan unsur 
kebahasaan 
dari teks label 
nama (label) 
dan daftar 
barang (list), 
sesuai dengan 
konteks 
penggunaanny
a. 

4.7  Menyusun teks 
tulis label 
nama (label) 
dan daftar 
barang (list), 
dengan 
memperhatika
n fungsi sosial, 
struktur teks 
dan unsur 
kebahasaan 
yang benar 
dan sesuai 
konteks. 

 

 

barang (list) 

Masing-masing 
diajarkan secara 
terpisah 

Fungsi sosial  

Mengenalkan, 
mengidentifikasi, 
menginventarisasi. 

Struktur text 

a. Nama benda di 
lingkungan rumah 
dan sekolah, 
dengan atau tanpa 
artikel. 

b. Daftar nama benda 
dalam rumpun 
yang sama, dengan 
atau tanpa jumlah. 

Unsur kebahasaan 

(1) Artikel a, kata 
benda plural 

(2) angka kardinal, 1 
s.d. 100, one, 
two, three, … 
one hundred 

(3) Ucapan, tekanan 
kata, intonasi 

(4) Ejaan dan tanda 
baca 

(5) Tulisan tangan 

Topik 

Benda-benda di 
sekitar dan relevan 
dengan kehidupan 
siswa, dengan 
memberikan 
keteladanan tentang 
perilaku jujur, 

yang sama 

Mengamati 

 Siswa mencari benda 
atau tempat di sekolah, 
rumah, dan sekitarnya 
di mana terdapat (a) 
label nama atau perlu 
diberi label nama dan 
(b) daftar barang, 
termasuk yang 
menggunakan bahasa 
Indonesia. Jika 
memungkinkan 
memfoto setiap yang 
dilihat tersebut. 

 Siswa mengumpulkan 
gambar dan foto 
berbagai lokasi dan 
benda di mana terdapat 
(a) label nama dan (b) 
daftar barang, dari 
berbagai sumber 
termasuk internet, film, 
koran, majalah, buku 
teks, dsb. 

 Siswa memberikan 
komentar dan 
pandangannya tentang 
fungsi (a) label nama 
dan (b) daftar barang, 
ketepatan unsur 
kebahasaannya, 
format, tampilan, dsb. 

Menanya 

Dengan bimbingan dan 
arahan guru, siswa 
menanyakan dan 
mempertanyakan antara 
lain tentang perbedaan 
dalam hal fungsi sosial, 
struktur teks, dan unsur 
kebahasaan, antara (a) 
label nama dan (b) daftar 
barang,dalam bahasa 

ketercapaian 
fungsi sosial (a) 
label nama dan 
(b) daftar 
barang. 

 Tingkat 
kelengkapan dan 
keruntutan (a) 
label nama dan 
(b) daftar 
barang. 

 Tingkat 
ketepatan unsur 
kebahasaan: 
tata bahasa, 
kosa kata, 
ucapan, tekanan 
kata, intonasi, 
ejaan, tanda 
baca, tulisan 
tangan. 

 Sikap tanggung 
jawab, 
kerjasama, 
peduli, dan 
percaya diri yang 
menyertai 
tindakan 
memahami dan 
membuat (a) 
label nama dan 
(b) daftar 
barang. 

 

CARA PENILAIAN: 

Kinerja (praktik) 

Tugas menganalisis 
dan membuat (a) 
label nama dan (b) 
daftar barang untuk 
fungsi nyata. 

Observasi:   

 
Interac
tive 
English 
1 
 

 Conto
h teks 
tertuli
s  

 

 Sumbe
r dari 
intern
et 

 

 



 
 

 
 

Kompetensi Dasar 
Materi 

Pokok/Materi 
Pembelajaran 

Kegiatan Pembelajaran Penilaian 
Alokasi 
Waktu 

Sumber 
Belajar 

disiplin, peduli, 
kerjasama.  

Multimedia: 

Layout dan dekorasi 
yang membuat 
tampilan teks lebih 
menarik. 

 

Inggris dengan yang ada 
dalam bahasa Indonesia, 
kemungkinan 
menggunakan ungkapan 
lain, akibat jika tidak ada, 
dsb. 

Mengumpulkan Informasi 

 Siswa membaca 
rujukan dari berbagai 
sumber, termasuk buku 
teks, untuk mengetahui 
fungsi sosial, struktur 
teks, dan unsur 
kebahasaan dari (a) 
label nama dan (b) 
daftar barang. 

 Siswa mempelajari 
secara lebih cermat 
semua (a) label nama 
dan (b) daftar barang 
yang telah terkumpul 
dalam bentuk gambar 
dan foto tersebut di 
atas, untuk 
memberikan komentar 
dan pandangannya 
tentang fungsi sosial, 
struktur teks, dan unsur 
kebahasaannya. 

 Secara kolaboratif siswa 
meniru contoh-contoh 
yang ada untuk 
membuat (a) label 
nama dan (b) daftar 
barang untuk fungsi 
nyata di kelas, sekolah, 
rumah, dan sekitarnya. 

Mengasosiasi 

 Siswa membandingkan 
fungsi sosial, struktur 
teks, dan unsur 
kebahasaan dari 
berbagai (a) label nama 
dan (b) daftar barang 

(penilaian yang 
bertujuan untuk 
memberikan 
balikan secara lebih 
cepat) 

 Observasi 
terhadap 
tindakan siswa 
memahami dan 
menghasilkan (a) 
label nama dan 
(b) daftar barang 
sesuai fungsi 
sosialnya, di 
dalam dan di 
luar kelas. 

 Observasi 
terhadap 
kesungguhan, 
tanggung jawab, 
dan kerja sama 
siswa dalam 
proses 
pembelajaran di 
setiap tahapan. 

 Observasi 
terhadap 
kepedulian dan 
kepercayaan diri 
dalam 
melaksanakan 
komunikasi, di 
dalam dan di 
luar kelas. 

Penilaian diri: 

Pernyataan siswa 
secara tertulis 
dalam jurnal belajar 
sederhana 
berbahasa 
Indonesia tentang 
pengalaman belajar 
memahami dan 
membuat (a) label 
nama dan (b) daftar 
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yang telah dikumpulkan 
dari berbagai sumber 
tersebut di atas. 

 Siswa membandingkan 
dan persamaan dalam 
hal fungsi sosial, 
struktur teks, dan unsur 
kebahasaan dari 
berbagai (a) label nama 
dan (b) daftar yang 
telah dipelajari  
tersebut di atas dengan 
yang ada di sumber-
sumber lain, atau 
dengan yang digunakan 
dalam bahasa lain.  

 Siswa memperoleh 
balikan (feedback) dari 
guru dan teman 
tentang fungsi sosial 
dan unsur kebahasaan 
yang digunakan. 

Mengkomunikasikan 

 Siswa membuat lebih 
banyak (a) label nama 
dan (b) daftar barang 
dalam bahasa Inggris 
untuk fungsi sosial 
nyata di kelas, sekolah, 
dan rumah. 

 Siswaberupaya 
berbicara secara lancar 
dengan ucapan, 
tekanan kata, intonasi 
yang benar dan menulis 
dengan ejaan dan tanda 
baca yang benar, serta 
tulisan yang jelas dan 
rapi. 

 Siswa membicarakan 
permasalahan yang 
dialami dalam 
membuat (a) label 
nama dan (b) daftar 

barang, termasuk 
kemudahan dan 
kesulitannya. 

Portofolio 

 Kumpulan karya 
berbagai (a) label 
nama dan (b) 
daftar barang 
yang telah 
dibuat. 

 Kumpulan hasil 
analisis tentang 
beberapa 
berbagai (a) label 
nama dan (b) 
daftar barang. 
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barang dan 
menuliskannya dalam 
jurnal belajar 
sederhana dalam 
bahasa Indonesia. 

3.7 Memahami 
fungsi sosial, 
struktur teks, 
dan unsur 
kebahasaan 
pada teks 
untuk 
menyatakan 
dan 
menanyakan 
sifat orang, 
binatang, 
benda sesuai 
dengan 
konteks 
penggunaanny
a. 

4.8  Menyusun teks 
lisan dan tulis 
untuk 
menyatakan 
dan 
menanyakan 
sifat orang, 
binatang, dan 
benda, dengan 
memperhatika
n fungsi sosial, 
struktur teks 
dan unsur 
kebahasaan 
yang benar 
dan sesuai 
konteks. 

 

 

Teks lisan dan tulis 
untuk menyatakan 
dan menanyakan sifat 
orang, binatang, dan 
benda 

Fungsi sosial  

Mengidentifikasi, 
mengenalkan, 
memuji, mencela, 
mengagumi 

Struktur teks 

(ungkapan hafalan, 
tidak perlu dijelaskan 
tata bahasanya) 

a. The baby is cute. 
I’m tired. Her sister 
is friendly. The 
children are very 
strong and healthy. 
What is he 
like?,dan 
semacamnya. 

b. Fire is hot. Ice is 
cold.My school is 
very clean. The 
classrooms are big. 
The school yard is 
wide and green. 
How is your 
school?, dan 
semacamnya. 

c. The horse is very 
strong. Cows are 
big. Chicks are 
cute. A cokroach is 
brown., dan 

Mengamati 

 Siswa terbiasa atau 
sering mendengar dan 
menyaksikan guru dan 
warga sekolah lain 
menyebutkan dan 
menanyakan sifat 
orang, binatang, benda, 
dalam bahasa Inggris 
dengan unsur 
kebahasaan yang sesuai 
dengan fungsi 
sosialnya. 

 Siswa dituntut untuk 
mencontoh kebiasaan 
tersebut dengan 
menyebutkan dan 
menanyakan sifat 
orang, binatang, benda, 
dalam bahasa Inggris 
yang dipilih sesuai 
fungsi sosialnya. 

Menanya 

Dengan bimbingan dan 
arahan guru, siswa 
menanyakan dan 
mempertanyakan antara 
lain tentang perbedaan 
antara cara menyebutkan 
dan menanyakan sifat 
orang, binatang, 
benda,dalam bahasa 
Inggris dengan yang ada 
dalam bahasa Indonesia, 
kemungkinan 
menggunakan ungkapan 
lain, akibat jika tidak 
melakukan, dsb. 

KRITERIA PENILAIAN 

 Tingkat 
ketercapaian 
fungsi sosial 
menyebutkan 
dan 
menanyakan 
sifat orang, 
binatang, benda. 

 Tingkat 
kelengkapan dan 
keruntutan 
dalam 
menyebutkan 
dan 
menanyakan 
sifat orang, 
binatang, benda. 

 Tingkat 
ketepatan unsur 
kebahasaan: 
tata bahasa, 
kosa kata, 
ucapan, tekanan 
kata, intonasi, 
ejaan, tanda 
baca, tulisan 
tangan. 

 Sikap tanggung 
jawab, 
kerjasama, 
peduli, dan 
percaya diri yang 
menyertai 
tindakan 
menyebutkan 
dan 
menanyakan 
sifat orang, 
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semacamnya. 

Unsur kebahasaan 

(1) Kata sifat terkait 
fisik, mental, 
psikologis 

(2) Kata  tanya 
What ... look 
like? How? 

(3) Nama benda-
benda dan 
hewan yang 
sangat lazim di 
rumah, kelas,  
sekolah, dan 
sekitarnya. 

(4) Adverbia: very 

(5) Kata ganti it, 
they, this, that, 
those, these. 

(6) Kata kerja dalam 
simple present 
tense: be, have. 

(7) Ucapan, tekanan 
kata, intonasi,  

(8) Ejaan dan tanda 
baca 

(9) Tulisan tangan. 

Topik 

Orang, binatang, 
benda di sekitar dan 
relevan dengan 
kehidupan siswa, 
dengan memberikan 
keteladanan tentang 
perilaku disiplin, 
percaya diri, 
bertanggung jawab, 
cinta damai, dan 
kerja sama. 

 

Mengumpulkan Informasi 

 Siswa mendengarkan 
dan menyaksikan 
banyak contoh interaksi 
dengan menyebutkan 
dan menanyakan sifat 
orang, binatang, benda 
dalam bahasa Inggris 
dari film, kaset, buku 
teks, dsb. 

 Siswa menirukan 
contoh-contoh interaksi 
dengan menyebutkan 
dan menanyakan sifat 
orang, binatang, benda 
dalam bahasa Inggris 
dengan ucapan, 
tekanan kata, intonasi, 
dan sikap yang benar. 

 Dengan bimbingan dan 
arahan guru, siswa 
mengidentifikasi ciri-ciri 
(fungsi sosial, struktur 
teks, dan unsur 
kebahasaan) interaksi 
menyebutkan dan 
menanyakan sifat 
orang, binatang, benda. 

 Secara kolaboratif, 
siswa berusaha 
menggunakan bahasa 
Inggris 
untukmenyebutkan dan 
menanyakan sifat 
orang, binatang, benda 
dalam konteks 
pembelajaran, simulasi, 
role-play, dan kegiatan 
lain yang terstruktur. 

Mengasosiasi 

 Siswa membandingkan 
ungkapan 
menyebutkan dan 
menanyakan sifat 

binatang, benda. 

 

CARA PENILAIAN: 

Kinerja (praktik) 

Simulasi dan/atau 
bermain peran (role 
play) dalam bentuk 
interaksi dengan 
menyebutkan dan 
menanyakan sifat 
orang, binatang, 
benda. 

Observasi:   
(penilaian yang 
bertujuan untuk 
memberikan 
balikan secara lebih 
cepat) 

 Observasi 
terhadap 
tindakan siswa 
menggunakan 
bahasa Inggris 
untuk 
menyebutkan 
dan 
menanyakan 
sifat orang, 
binatang, benda, 
ketika muncul 
kesempatan, di 
dalam dan di 
luar kelas. 

 Observasi 
terhadap 
kesungguhan, 
tanggung jawab, 
dan kerja sama 
siswa dalam 
proses 
pembelajaran di 
setiap tahapan. 



 
 

 
 

Kompetensi Dasar 
Materi 

Pokok/Materi 
Pembelajaran 

Kegiatan Pembelajaran Penilaian 
Alokasi 
Waktu 

Sumber 
Belajar 

orang, binatang, benda 
yang telah dikumpulkan 
dari berbagai sumber 
tersebut di atas. 

 Siswa membandingkan 
ungkapan 
menyebutkan dan 
menanyakan sifat 
orang, binatang, benda 
yang telah dipelajari  
tersebut di atas dengan 
yang ada di sumber-
sumber lain, atau 
dengan yang digunakan 
dalam bahasa lain.  

 Siswa memperoleh 
balikan (feedback) dari 
guru dan teman 
tentang fungsi sosial 
dan unsur kebahasaan 
yang digunakan. 

Mengkomunikasikan 

 Siswa menggunakan 
bahasa Inggris setiap 
kali muncul 
kesempatan untuk 
menyebutkan dan 
menanyakan sifat 
orang, binatang, benda, 
di dalam dan di luar 
kelas, dengan unsur 
kebahasaan yang dipilih 
sesuai fungsi sosialnya.  

 Siswaberupaya 
berbicara secara lancar 
dengan ucapan, 
tekanan kata, intonasi 
yang benar dan menulis 
dengan ejaan dan tanda 
baca yang benar, serta 
tulisan yang jelas dan 
rapi. 

 Siswa membicarakan 
permasalahan yang 

 Observasi 
terhadap 
kepedulian dan 
kepercayaan diri 
dalam 
melaksanakan 
komunikasi, di 
dalam dan di 
luar kelas. 

Penilaian diri: 

Pernyataan siswa 
secara tertulis 
dalam jurnal belajar 
sederhana 
berbahasa 
Indonesia tentang 
pengalaman belajar 
menyebutkan dan 
menanyakan sifat 
orang, binatang, 
benda, termasuk 
kemudahan dan 
kesulitannya. 

Tes tertulis 

Membaca dan 
menulis teks yang 
menuntut 
pemahaman dan 
kemampuan 
menghasilkan teks 
yang di dalamnya 
termasuk tindakan 
menyebutkan dan 
menanyakan sifat 
orang, binatang, 
benda. 
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dialami dalam 
menggunakan bahasa 
Inggris untuk 
menyebutkan dan 
menanyakan sifat 
orang, binatang, benda 
dan menuliskannya 
dalam jurnal belajar 
sederhana dalam 
bahasa Indonesia. 

3.8 Memahami 
fungsi sosial, 
struktur teks, 
dan unsur 
kebahasaan 
pada teks 
untuk 
menyatakan 
dan 
menanyakan 
tingkah 
laku/tindakan/
fungsi orang, 
binatang, 
benda, sesuai 
dengan 
konteks 
penggunaanny
a. 

4.9  Menyusun teks 
lisan dan tulis 
untuk 
menyatakan 
dan 
menanyakan 
tingkah 
laku/tindakan/
fungsi dari 
orang, 
binatang, dan 
benda, dengan 
unsur 
kebahasaan 
yang benar 
dan sesuai 
konteks. 

Teks lisan dan tulis 
untuk menyatakan 
dan menanyakan 
tingkah 
laku/tindakan/fungsi 
dari orang, binatang, 
dan benda 

Fungsi sosial  

Mengidentifikasi, 
mengenalkan, 
memuji, mencela, 
mengagumi 

Struktur teks 

(ungkapan hafalan, 
tidak perlu dijelaskan 
tata bahasanya) 

a. We exercise in the 
morning. We don’t 
say bad words. He 
doesn’t like 
noodles.What do 
you do in the 
afternoon? dan 
semacamnya. 

b. Where does the 
dog poo? My cat 
sleeps on the sofa. 
Tigers don’t sleep 
at night. Monkeys 
live on trees.,  dan 
semacamnya. 

c. This story makes 

Mengamati 

 Siswa terbiasa atau 
sering mendengar dan 
menyaksikan guru dan 
warga sekolah lain 
menyebutkan dan 
menanyakan tingkah 
laku/ tindakan/fungsi 
orang, binatang, benda, 
dalam bahasa Inggris, 
dengan unsur 
kebahasaan yang sesuai 
dengan fungsi 
sosialnya. 

 Siswa dituntut untuk 
mencontoh kebiasaan 
tersebut dengan 
menyebutkan dan 
menanyakan tingkah 
laku/ tindakan/fungsi 
orang, binatang, benda, 
dalam bahasa Inggris. 

Menanya 

Dengan bimbingan dan 
arahan guru, siswa 
menanyakan dan 
mempertanyakan antara 
lain tentang perbedaan 
antara cara menyebutkan 
dan menanyakan tingkah 
laku/ tindakan/fungsi 
orang, binatang, 
benda,dalam bahasa 
Inggris dengan yang ada 

KRITERIA PENILAIAN 

 Tingkat 
ketercapaian 
fungsi sosial 
menyebutkan 
dan 
menanyakan 
tingkah laku/ 
tindakan/fungsi 
orang, binatang, 
benda. 

 Tingkat 
kelengkapan dan 
keruntutan 
dalam 
menyebutkan 
dan 
menanyakan 
tingkah laku/ 
tindakan/fungsi 
orang, binatang, 
benda. 

 Tingkat 
ketepatan unsur 
kebahasaan: 
tata bahasa, 
kosa kata, 
ucapan, tekanan 
kata, intonasi, 
ejaan, tanda 
baca, tulisan 
tangan. 

 Sikap tanggung 
jawab, 
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her cry. His toy 
train moves on the 
track. My TV 
doesn’t work. The 
movie plays at 4 
pm., dan 
semacamnya. 

Unsur kebahasaan 

(1) Kata tanya dan 
pernyataan 
negatif What do 
...? Do you ...? 
Does he ...? He 
doesn’t ... They 
don’t ... 

(2) Penyebutan kata 
kerja yang 
sangat lazim dan 
terkait dalam 
simple present 
tense untuk 
menyatakan 
kebiasaan, tanpa 
dan dengan –s. 

(3) Preposisi: in, at, 
on untuk 
menunjukkan 
tempat 

(4) Preposisi in, at, 
on untuk 
menunjukkan 
waktu 

(5) Ucapan, tekanan 
kata, intonasi,  

(6) Ejaan dan tanda 
baca 

(7) Tulisan tangan. 

Topik 

Orang, binatang, 
benda di sekitar dan 
relevan dengan 
kehidupan siswa, 

dalam bahasa Indonesia, 
kemungkinan 
menggunakan ungkapan 
lain, akibat jika tidak 
melakukan, dsb. 

Mengumpulkan Informasi 

 Siswa mendengarkan 
dan menyaksikan 
banyak contoh interaksi 
dengan menyebutkan 
dan menanyakan 
tingkah laku/ 
tindakan/fungsi orang, 
binatang, benda dalam 
bahasa Inggris dari film, 
kaset, buku teks, dsb. 

 Siswa menirukan 
contoh-contoh interaksi 
dengan menyebutkan 
dan menanyakan 
tingkah laku/ 
tindakan/fungsi orang, 
binatang, benda dalam 
bahasa Inggris dengan 
ucapan, tekanan kata, 
intonasi, dan sikap yang 
benar. 

 Dengan bimbingan dan 
arahan guru, siswa 
mengidentifikasi ciri-ciri 
(fungsi sosial, struktur 
teks, dan unsur 
kebahasaan) interaksi 
menyebutkan dan 
menanyakan tingkah 
laku/tindakan/fungsi 
orang, binatang, benda. 

 Secara kolaboratif, 
siswa berusaha 
menggunakan bahasa 
Inggris 
untukmenyebutkan dan 
menanyakan tingkah 
laku/ tindakan/fungsi 
orang, binatang, benda 

kerjasama, 
peduli, dan 
percaya diri yang 
menyertai 
tindakan 
menyebutkan 
dan 
menanyakan 
tingkah laku/ 
tindakan/fungsi 
orang, binatang, 
benda. 

 

CARA PENILAIAN: 

Kinerja (praktik) 

Simulasi dan/atau 
bermain peran (role 
play) dalam bentuk 
interaksi dengan 
menyebutkan dan 
menanyakan 
tingkah laku/ 
tindakan/fungsi 
orang, binatang, 
benda. 

Observasi:   
(penilaian yang 
bertujuan untuk 
memberikan 
balikan secara lebih 
cepat) 

 Observasi 
terhadap 
tindakan siswa 
menggunakan 
bahasa Inggris 
untuk 
menyebutkan 
dan 
menanyakan 
tingkah laku/ 
tindakan/fungsi 
orang, binatang, 
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dengan memberikan 
keteladanan tentang 
perilaku disiplin, 
percaya diri, 
bertanggung jawab, 
cinta damai, dan 
kerja sama. 

 

dalam konteks 
pembelajaran, simulasi, 
role-play, dan kegiatan 
lain yang terstruktur. 

Mengasosiasi 

 Siswa membandingkan 
ungkapan 
menyebutkan dan 
menanyakan tingkah 
laku/ tindakan/fungsi 
orang, binatang, benda 
yang telah dikumpulkan 
dari berbagai sumber 
tersebut di atas. 

 Siswa membandingkan 
ungkapan 
menyebutkan dan 
menanyakan tingkah 
laku/ tindakan/fungsi 
orang, binatang, benda 
yang telah dipelajari  
tersebut di atas dengan 
yang ada di sumber-
sumber lain, atau 
dengan yang digunakan 
dalam bahasa lain.  

 Siswa memperoleh 
balikan (feedback) dari 
guru dan teman 
tentang fungsi sosial 
dan unsur kebahasaan 
yang digunakan. 

Mengkomunikasikan 

 Siswa menggunakan 
bahasa Inggris setiap 
kali muncul 
kesempatan untuk 
menyebutkan dan 
menanyakan tingkah 
laku/ tindakan/fungsi 
orang, binatang, benda, 
di dalam dan di luar 
kelas, dengan unsur 
kebahasaan yang sesuai 

benda, ketika 
muncul 
kesempatan, di 
dalam dan di 
luar kelas. 

 Observasi 
terhadap 
kesungguhan, 
tanggung jawab, 
dan kerja sama 
siswa dalam 
proses 
pembelajaran di 
setiap tahapan. 

 Observasi 
terhadap 
kepedulian dan 
kepercayaan diri 
dalam 
melaksanakan 
komunikasi, di 
dalam dan di 
luar kelas. 

Penilaian diri: 

Pernyataan siswa 
secara tertulis 
dalam jurnal belajar 
sederhana 
berbahasa 
Indonesia tentang 
pengalaman belajar 
menyebutkan dan 
menanyakan 
tingkah laku/ 
tindakan/fungsi 
orang, binatang, 
benda, termasuk 
kemudahan dan 
kesulitannya. 

Tes tertulis 

Membaca dan 
menulis teks yang 
menuntut 
pemahaman dan 
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fungsi sosialnya.  

 Siswaberupaya 
berbicara secara lancar 
dengan ucapan, 
tekanan kata, intonasi 
yang benar dan menulis 
dengan ejaan dan tanda 
baca yang benar, serta 
tulisan yang jelas dan 
rapi. 

 Siswa membicarakan 
permasalahan yang 
dialami dalam 
menggunakan bahasa 
Inggris untuk 
menyebutkan dan 
menanyakan tingkah 
laku/ tindakan/fungsi 
orang, binatang, benda 
dan menuliskannya 
dalam jurnal belajar 
sederhana dalam 
bahasa Indonesia. 

kemampuan 
menghasilkan teks 
yang di dalamnya 
termasuk tindakan 
menyebutkan dan 
menanyakan tingkah 
laku/ tindakan/fungsi 
orang, binatang, 
benda. 

3.9 Memahami 
fungsi sosial, 
struktur teks, 
dan unsur 
kebahasaan 
dari teks 
instruksi 
(instruction), 
tanda atau 
rambu (short 
notice), tanda 
peringatan 
(warning/cauti
on), sesuai 
dengan 
konteks 
penggunaanny
a. 

4.10 Menangkap 
makna teks 
instruksi 
(instruction), 

Teks (a) instruksi 
(instruction), (b) tanda 
atau rambu (short 
notice), (c) tanda 
peringatan 
(warning/caution), 
lisan dan tulis 

Masing-masing 
diajarkan secara 
terpisah 

Fungsi sosial  

Menjaga ketertiban 
dan keselamatan 
pribadi dan publik. 

Struktur teks 

Menyebutkan tujuan 

dan informasi rinci 

dari: 

Masing-masing 
menggunakan prosedur 
yang sama 

Mengamati 

 Siswa mencari benda 
atau tempat di sekolah, 
rumah, dan sekitarnya 
di mana terdapat (a) 
instruksi (instruction), 
(b) tanda atau rambu 
(short notice), (c) tanda 
peringatan 
(warning/caution), 
termasuk yang 
menggunakan bahasa 
Indonesia. Jika 
memungkinkan 
memfoto setiap yang 
dilihat tersebut. 

 Siswa mengumpulkan 
gambar dan foto 

KRITERIA PENILAIAN 

 Tingkat 
ketercapaian 
fungsi sosial (a) 
instruksi 
(instruction), (b) 
tanda atau 
rambu (short 
notice), (c) tanda 
peringatan 
(warning/cautio
n). 

 Tingkat 
kelengkapan dan 
keruntutan (a) 
instruksi 
(instruction), (b) 
tanda atau 
rambu (short 
notice), (c) tanda 
peringatan 
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tanda atau 
rambu (short 
notice), tanda 
peringatan 
(warning/cauti
on), lisan dan 
tulis sangat 
pendek dan 
sederhana 

4.11 Menyusun teks 
instruksi 
(instruction), 
tanda atau 
rambu (short 
notice), tanda 
peringatan 
(warning/cauti
on), lisan dan 
tulis, sangat 
pendek dan 
sederhana, 
dengan 
memperhatika
n fungsi sosial, 
struktur teks, 
dan unsur 
kebahasaan 
yang benar 
dan sesuai 
konteks. 

 

 

a. Instruksi: Read the 
report carefully. No 
students should be 
late. Always come 
on time. Shake well 
before use. 

b. Rambu (short 
notice): Keep the 
room clean and 
tidy. Keep door 
closed at all times. 
Do not enter. An 
email has been 
received. No mobile 
phones in the 
library. 

c. Peringatan 
(warning/caution): 
Caution - Very hot 
water. Danger, 240 
volts. Slippery when 
wet. Warning – 
Dangerous 
chemicals. 

Unsur kebahasaan 

(1) Kata dan tata 
bahasa yang 
lazim digunakan 
dalam instruksi, 
rambu, dan 
peringatan dari 
sumber-sumber 
otentik 

(2) Ucapan, tekanan 
kata, intonasi 

(3) Ejaan dan tanda 
baca 

(4) Tulisan tangan 

Topik 

Tindakan di sekolah 
dan di rumah  dengan 
memberikan 

berbagai lokasi dan 
benda di mana terdapat 
(a) instruksi 
(instruction), (b) tanda 
atau rambu (short 
notice), (c) tanda 
peringatan 
(warning/caution), dari 
berbagai sumber 
termasuk internet, film, 
koran, majalah, buku 
teks, dsb. 

 Siswa memberikan 
komentar dan 
pandangannya tentang 
fungsi (a) instruksi 
(instruction), (b) tanda 
atau rambu (short 
notice), (c) tanda 
peringatan 
(warning/caution), 
ketepatan unsur 
kebahasaannya, 
format, tampilan, dsb. 

Menanya 

Dengan bimbingan dan 
arahan guru, siswa 
menanyakan dan 
mempertanyakan antara 
lain tentang perbedaan 
dalam hal fungsi sosial, 
struktur teks, dan unsur 
kebahasaan, antara (a) 
instruksi (instruction), (b) 
tanda atau rambu (short 
notice), (c) tanda 
peringatan 
(warning/caution), dalam 
bahasa Inggris dengan 
yang ada dalam bahasa 
Indonesia, kemungkinan 
menggunakan ungkapan 
lain, akibat jika tidak ada, 
dsb. 

(warning/cautio
n). 

 Tingkat 
ketepatan unsur 
kebahasaan: 
tata bahasa, 
kosa kata, 
ucapan, tekanan 
kata, intonasi, 
ejaan, tanda 
baca, tulisan 
tangan. 

 Sikap tanggung 
jawab, 
kerjasama, 
peduli, dan 
percaya diri yang 
menyertai 
tindakan 
memahami dan 
membuat (a) 
instruksi 
(instruction), (b) 
tanda atau 
rambu (short 
notice), (c) tanda 
peringatan 
(warning/cautio
n). 

 

CARA PENILAIAN: 

Kinerja (praktik) 

Tugas menganalisis 
dan membuat (a) 
instruksi 
(instruction), (b) 
tanda atau rambu 
(short notice), (c) 
tanda peringatan 
(warning/caution) 
untuk fungsi nyata. 

Observasi:   
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keteladanan tentang 
perilaku disiplin, 
percaya diri, 
bertanggung jawab, 
cinta damai, dan 
kerja sama.  

Multimedia 

Layout dan dekorasi 
yang membuat 
tampilan teks lebih 
menarik 

 

Mengumpulkan Informasi 

 Siswa membaca 
rujukan dari berbagai 
sumber, termasuk buku 
teks, untuk mengetahui 
fungsi sosial, struktur 
teks, dan unsur 
kebahasaan dari (a) 
instruksi (instruction), 
(b) tanda atau rambu 
(short notice), (c) tanda 
peringatan 
(warning/caution). 

 Siswa membaca secara 
lebih cermat semua (a) 
instruksi (instruction), 
(b) tanda atau rambu 
(short notice), (c) tanda 
peringatan 
(warning/caution) yang 
telah terkumpul dalam 
bentuk gambar dan 
foto tersebut di atas, 
untuk memberikan 
komentar dan 
pandangannya tentang 
fungsi sosial, struktur 
teks, dan unsur 
kebahasaannya. 

 Secara kolaboratif siswa 
meniru contoh-contoh 
yang ada untuk 
membuat (a) instruksi 
(instruction), (b) tanda 
atau rambu (short 
notice), (c) tanda 
peringatan 
(warning/caution) 
untuk fungsi nyata di 
kelas, sekolah, rumah, 
dan sekitarnya. 

Mengasosiasi 

 Siswa membandingkan 
fungsi sosial, struktur 
teks, dan unsur 

(penilaian yang 
bertujuan untuk 
memberikan 
balikan secara lebih 
cepat) 

 Observasi 
terhadap 
tindakan siswa 
memahami dan 
menghasilkan (a) 
instruksi 
(instruction), (b) 
tanda atau 
rambu (short 
notice), (c) tanda 
peringatan 
(warning/cautio
n) sesuai fungsi 
sosialnya, di 
dalam dan di 
luar kelas. 

 Observasi 
terhadap 
kesungguhan, 
tanggung jawab, 
dan kerja sama 
siswa dalam 
proses 
pembelajaran di 
setiap tahapan. 

 Observasi 
terhadap 
kepedulian dan 
kepercayaan diri 
dalam 
melaksanakan 
komunikasi, di 
dalam dan di 
luar kelas. 

Penilaian diri: 

Pernyataan siswa 
secara tertulis 
dalam jurnal belajar 
sederhana 
berbahasa 
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kebahasaan dari 
berbagai (a) instruksi 
(instruction), (b) tanda 
atau rambu (short 
notice), (c) tanda 
peringatan 
(warning/caution) yang 
telah dikumpulkan dari 
berbagai sumber 
tersebut di atas. 

 Siswa membandingkan 
fungsi sosial, struktur 
teks, dan unsur 
kebahasaan dari 
berbagai (a) instruksi 
(instruction), (b) tanda 
atau rambu (short 
notice), (c) tanda 
peringatan 
(warning/caution) yang 
telah dipelajari  
tersebut di atas dengan 
yang ada di sumber-
sumber lain, atau 
dengan yang digunakan 
dalam bahasa lain.  

 Siswa memperoleh 
balikan (feedback) dari 
guru dan teman 
tentang fungsi sosial 
dan unsur kebahasaan 
yang digunakan. 

Mengkomunikasikan 

 Siswa membuat lebih 
banyak (a) instruksi 
(instruction), (b) tanda 
atau rambu (short 
notice), (c) tanda 
peringatan 
(warning/caution) 
dalam bahasa Inggris 
untuk fungsi sosial 
nyata di kelas, sekolah, 
dan rumah. 

 Siswaberupaya 

Indonesia tentang 
pengalaman belajar 
memahami dan 
membuat (a) 
instruksi 
(instruction), (b) 
tanda atau rambu 
(short notice), (c) 
tanda peringatan 
(warning/caution), 
termasuk 
kemudahan dan 
kesulitannya. 

Portofolio 

 Kumpulan karya 
berbagai (a) 
instruksi 
(instruction), (b) 
tanda atau 
rambu (short 
notice), (c) tanda 
peringatan 
(warning/caution
) yang telah 
dibuat. 

 Kumpulan hasil 
analisis tentang 
beberapa 
berbagai (a) 
instruksi 
(instruction), (b) 
tanda atau 
rambu (short 
notice), (c) tanda 
peringatan 
(warning/caution
). 
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berbicara secara lancar 
dengan ucapan, 
tekanan kata, intonasi 
yang benar dan menulis 
dengan ejaan dan tanda 
baca yang benar, serta 
tulisan yang jelas dan 
rapi. 

 Siswa membicarakan 
permasalahan yang 
dialami dalam 
membuat (a) instruksi 
(instruction), (b) tanda 
atau rambu (short 
notice), (c) tanda 
peringatan 
(warning/caution) dan 
menuliskannya dalam 
jurnal belajar 
sederhana dalam 
bahasa Indonesia. 

3.10 Memahami 
fungsi sosial, 
struktur teks, 
dan unsur 
kebahasaan 
dari teks 
deskriptif 
dengan 
menyatakan 
dan 
menanyakan 
tentang 
deskripsi 
orang, 
binatang, dan 
benda, sangat 
pendek dan 
sederhana, 
sesuai dengan 
konteks 
penggunaanny
a. 

4.12 Menangkap 
makna dalam 
teks deskriptif 

Teks deskriptif sangat 
pendek dan 
sederhana, tentang 
orang, binatang, dan 
benda 

Fungsi sosial  

Membanggakan, 
mengenalkan, 
mengidentifikasi, 
memuji, mengkritik, 
dsb. 

Struktur text 
(gagasan utama dan 
informasi rinci) 

a. Menyebutkan 
nama orang, 
binatang, benda 
dan nama bagian-
bagiannya yang 
dipilih untuk 
dideskripsikan 

b. Menyebutkan sifat 

Mengamati 

 Siswa menyalin dengan 
tulisan tangan yang rapi 
beberapa teks deskriptif 
tentang orang, 
binatang, dan benda, 
sangat pendek dan 
sederhana dari berbagai 
sumber, dengan 
menggunakan ejaan dan 
tanda baca dengan 
benar. 

 Siswa membaca dan 
mendengarkan teks-
teks tersebut untuk 
memahami isi 
pesannya. 

 Dengan bimbingan 
guru, siswa 
mengidentifikasi fungsi 
sosialnya, struktur teks 
(termasuk a.l. gagasan 
utama dan informasi 
rinci), dan unsur 

KRITERIA PENILAIAN 

 Tingkat 
ketercapaian 
fungsi sosial teks 
deskriptif orang, 
binatang, benda, 
sangat pendek 
dan sederhana. 

 Tingkat 
kelengkapan dan 
keruntutan 
dalam 
menyebutkan 
dan 
menanyakan 
tentang 
deskripsi orang, 
binatang, benda 
dalam teks 
derkriptif. 

 Tingkat 
ketepatan unsur 
kebahasaan: 

8 JP  Buku 
Paket 
Siswa 
Interac
tive 
English 
1 
 

 Conto
h teks 
tertuli
s  

 

 Sumbe
r dari 
intern
et 

 



 
 

 
 

Kompetensi Dasar 
Materi 

Pokok/Materi 
Pembelajaran 

Kegiatan Pembelajaran Penilaian 
Alokasi 
Waktu 

Sumber 
Belajar 

lisan dan tulis, 
sangat pendek 
dan 
sederhana. 

4.13 Menyusun teks 
deskriptif lisan 
dan tulis, 
sangat pendek 
dan 
sederhana, 
tentang orang, 
binatang, dan 
benda, dengan 
memperhatika
n fungsi sosial, 
struktur teks, 
dan unsur 
kebahasaan, 
secara benar 
dan sesuai 
konteks. 

 

 

orang, binatang, 
benda dan 
bagiannya, dan  

c. Menyebutkan 
tindakan dari atau 
terkait dengan 
orang, binatang, 
benda yang 
semuanya sesuai 
dengan fungsi 
sosial yang hendak 
dicapai. 

Panjang teks: kurang 
lebih 3 (tiga) kalimat. 

Unsur kebahasaan 

(1) Penyebutan kata 
benda singular 
dengan a dan 
the, dan plural (-
s). 

(2) Kata ganti it, 
they, she, we, 
dst.; our, my, 
your, their, dst. 

(3) Kata sifat yang 
sangat lazim, 
young, old, 
clever, big, 
small, easy, 
difficult, 
dilligent, tired, 
tall, short, 
beautiful, dll. 

(4) Kata kerja untuk 
menyatakan 
keadaan dan 
tindakan rutin 
dalam simple 
present tense: 
be, have, go, 
play,get, take, 
dll. 

(5) Penggunaan 

kebahasaan dari setiap 
teks tersebut. 

Menanya 

Dengan bimbingan dan 
arahan guru, siswa 
menanyakan dan 
mempertanyakan tentang 
fungsi sosial, struktur teks, 
dan unsur kebahasaan dari 
setiap teks tersebut. 

Mengumpulkan Informasi 

 Secara kolaboratif, 
siswa mencari dan 
mengumpulan 
beberapa teks deskriptif 
tentang orang, 
binatang, dan benda, 
sangat pendek dan 
sederhana dari berbagai 
sumber, termasuk dari 
internet, film, koran, 
majalah, buku teks, dsb. 

 Siswa membaca rujukan 
dari berbagai sumber, 
termasuk buku teks, 
untuk mengetahui 
fungsi sosial, struktur 
teks, dan unsur 
kebahasaan dari teks 
deskriptif tentang 
orang, binatang, dan 
benda. 

 Siswa membaca semua 
teks deskriptif tentang 
orang, binatang, dan 
benda yang telah 
terkumpul tsb., secara 
lebih cermat dengan 
cara mengidentifikasi 
dan menyebutkan: 

- fungsi sosial setiap 
teks 

- nama orang, 

tata bahasa, 
kosa kata, 
ucapan, tekanan 
kata, intonasi, 
ejaan, tanda 
baca, kerapihan 
tulisan tangan. 

 Sikap tanggung 
jawab, 
kerjasama, cinta 
damai, dan 
percaya diri yang 
menyertai 
tindakan 
menyebutkan 
dan 
menanyakan 
tentang 
deskripsi orang, 
binatang, benda, 
dalam teks 
deskriptif. 

 

CARA PENILAIAN: 

Kinerja (praktik) 

Tugas menganalisis 
dan menghasilkan 
teks deskriptif 
tentang orang, 
binatang, benda 
nyata di lingkungan 
sekitar. 

Observasi:   
(penilaian yang 
bertujuan untuk 
memberikan 
balikan secara lebih 
cepat) 

 Observasi 
terhadap 
tindakan siswa 
menggunakan 
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Pokok/Materi 
Pembelajaran 

Kegiatan Pembelajaran Penilaian 
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nominal singular 
dan plural secara 
tepat, dengan 
atau tanpa a, 
the, this, those, 
my, their, dsb 
secara tepat 
dalam frasa 
nominal 

(6) Ucapan, tekanan 
kata, intonasi 

(7) Ejaan dan tanda 
baca 

(8) Tulisan tangan 

Topik 

Orang, binatang, 
benda di sekitar dan 
relevan dengan 
kehidupan siswa, 
dengan memberikan 
keteladanan tentang 
perilaku disiplin, 
percaya diri, 
bertanggung jawab, 
cinta damai, dan 
kerja sama. 

 

binatang, benda 
yang dideskripsikan 

- sifat orang, 
binatang, benda 
yang dideskripsikan 

- tindakan orang, 
binatang, benda 
yang dideskripsikan 

- kosa kata, tata 
bahasa, ucapan, 
tekanan kata, 
ejaan, tanda baca 
yang digunakan 

 Secara kolaboratif siswa 
meniru contoh-contoh 
yang ada untuk 
membuat teks deskriptif 
sangat pendek dan 
sederhana tentang 
orang, binatang, dan 
benda untuk mencapai 
fungsi sosial yang 
berbeda-beda, dengan 
struktur teks, dan unsur 
kebahasaan yang sesuai 
konteks.  

Mengasosiasi 

 Siswa membandingkan 
fungsi sosial, struktur 
teks (termasuk a.l. 
gagasan utama dan 
informasi rinci), dan 
unsur kebahasaan dari 
beberapa teks deskriptif 
tentang orang, 
binatang, benda yang 
telah dikumpulkan dari 
berbagai sumber 
tersebut di atas. 

 Siswa memperoleh 
balikan (feedback) dari 
guru dan teman tentang 
fungsi sosial, struktur 
teks, dan unsur 

bahasa Inggris 
untuk 
menyebutkan 
dan 
menanyakan 
deskripsi orang, 
binatang, benda, 
ketika muncul 
kesempatan, di 
dalam dan di 
luar kelas. 

 Observasi 
terhadap 
kesungguhan, 
tanggung jawab, 
dan kerja sama 
siswa dalam 
proses 
pembelajaran di 
setiap tahapan. 

 Observasi 
terhadap 
kepedulian dan 
kepercayaan diri 
dalam 
melaksanakan 
komunikasi, di 
dalam dan di 
luar kelas. 

Penilaian diri: 

Pernyataan siswa 
secara tertulis 
dalam jurnal belajar 
sederhana 
berbahasa 
Indonesia tentang 
pengalaman belajar 
memahami dan 
menghasilkan teks 
deskriptif tentang 
orang, binatang, 
benda, termasuk 
kemudahan dan 
kesulitannya. 
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kebahasaan yang 
digunakan dalam teks 
deskriptif yang mereka 
hasilkan.  

Mengkomunikasikan 

 Siswa membuat 
beberapa teks deskriptif 
sangat pendek dan 
sederhana tentang 
orang, binatang, benda 
yang ada dalam 
kehidupan siswa di 
rumah, kelas, sekolah, 
dan sekitarnya dalam 
bahasa Inggris, dengan 
struktur teks dan unsur 
kebahasaan yang sesuai 
dengan fungsi sosial 
nyata yang hendak 
dicapai 
(membanggakan, 
mengenalkan, 
mengidentifikasi, 
memuji, mengkritik, 
dsb). 

 Siswa menyampaikan 
beberapa teks deskriptif 
yang telah dibaca atau 
dibuat sendiri kepada 
teman-temannya, 
dengan cara antara lain 
membacakan, 
menyalin/menulis dan 
menerbitkan di majalah 
dinding, bertanya 
jawab, membahas 
pandangan masing-
masing tentang isi 
deskripsi, dsb. 

 Siswaberupaya 
berbicara secara lancar 
dengan ucapan, 
tekanan kata, intonasi 
yang benar dan menulis 
dengan ejaan dan tanda 

Tes tertulis 

Membaca dan 
menulis teks 
deskriptif yang 
menuntut 
pemahaman dan 
pemaparan tentang 
deskripsi orang, 
binatang, benda. 

Portofolio 

 Kumpulan karya 
teks deskriptif 
sangat pendek 
dan sederhana 
tentang orang, 
binatang, benda 
yang telah 
dibuat. 

 Kumpulan hasil 
analisis tentang 
beberapa teks 
deskriptif tentang 
orang, binatang, 
benda. 

 Lembar soal dan 
hasil tes 
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baca yang benar, serta 
tulisan yang jelas dan 
rapi. 

 Siswa membicarakan 
permasalahan yang 
dialami dalam membuat 
teks deskriptif tentang 
orang, binatang, benda  
dan menuliskannya 
dalam jurnal belajar 
sederhana dalam 
bahasa Indonesia. 

3.11 Memahami 
fungsi sosial 
dan unsur 
kebahasaan 
dalam lagu. 

4.14 Menangkap 
makna lagu. 

 

 

 

 

Teks lagu pendek dan 
sederhana 

Fungsi sosial  

Memahami pesan 
moral lagu dan 
menghargai lagu 
sebagai karya seni  

Unsur kebahasaan 

(1) Kata, ungkapan, 
dan tata bahasa 
dalam karya seni 
berbentuk lagu. 

(2) Ucapan, tekanan 
kata, intonasi 

(3) Ejaan dan tanda 
baca. 

(4) Tulisan tangan 

Topik 

Hal-hal yang 
memberikan 
keteladanan dan 
inspirasi untuk 
berperilaku peduli dan 
cinta damai. 

 

Mengamati 

 Siswa menyalin dengan 
tulisan tangan beberapa 
lagu berbahasa Inggris 
sangat sederhana yang 
memberikan 
keteladanan atau 
menginspirasi di dalam 
buku koleksi lagunya. 

 Siswa berusaha 
memahami isi pesan 
lagu dengan menguasai 
unsur kebahasaan di 
dalamnya. 

 Hanya jika 
memungkinkan 
semuanya, siswa 
menyanyikan lagu-lagu 
tersebut. 

Menanya 

Dengan bimbingan dan 
arahan guru, siswa 
menanyakan dan 
mempertanyakan isi pesan 
dan unsur kebahasaan yang 
digunakan. 

Mengumpulkan Informasi 

 Siswa membaca (dan 
jika memungkinkan, 
mendengarkan) salah 

KRITERIA PENILAIAN 

 Tingkat 
ketercapaian 
fungsi sosial 
lagu. 

 Tingkat 
kelengkapan dan 
keruntutan 
dalam 
memahami isi 
pesan lagu. 

 Tingkat 
ketepatan unsur 
kebahasaan: 
tata bahasa, 
kosa kata, 
ucapan, tekanan 
kata, intonasi, 
ejaan, tanda 
baca, tulisan 
tangan. 

 Sikap tanggung 
jawab, 
kerjasama, 
peduli, dan 
percaya diri yang 
menyertai 
pemaparan 
tentang isi pesan 
serta pendapat 
dan perasaan 
siswa tentang isi 

6 JP 
 

 Buku 
Paket 
Siswa 
Interact
ive 
English 
1. 
 

 Buku 
rujukan 
dan 
buku 
lagu  

 

 Sumber 
dari 
interne
t 
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satu lagu yang telah 
disalin. 

 Siswa menirukan 
membaca nyaring (dan 
jika memungkinkan, 
menyanyikan)  lagu tsb. 

 Dengan bimbingan dan 
arahan guru, siswa 
mengidentifikasi ciri-ciri 
(isi pesan dan unsur 
kebahasaan) lagu tsb. 

 Siswa menuliskan 
pendapat dan 
perasaannya tentang isi 
lagu tsb. dalam buku 
koleksi lagunya. 

Mengasosiasi 

 Siswa membandingkan 
isi pesan dan unsur 
kebahasaan yang 
terdapat dalam 
beberapa lagu dalam 
buku koleksi lagunya 
tersebut di atas atau 
dengan lagu-lagu lain. 

 Siswa memperoleh 
balikan (feedback) dari 
guru dan teman tentang 
pendapat dan 
perasaanya tentang 
lagu-lagu tersebut. 

Mengkomunikasikan 

 Siswa membacakan dan 
melaporkan analisisnya 
tentang satu lagu lain 
pilihan sendiri dalam 
kerja kelompok, dengan 
cara menyebutkan isi 
pesan serta pendapat 
dan perasaannya 
tentang lagu tersebut. 

 Siswaberupaya 

pesan lagu. 

 

CARA PENILAIAN: 

Kinerja (praktik) 

Tugas untuk 
menyebutkan isi 
pesan lagu secara 
singkat dan 
menyatakan kesan 
atau pendapatnya. 

Observasi:   
(penilaian yang 
bertujuan untuk 
memberikan 
balikan secara lebih 
cepat) 

 Observasi 
terhadap 
interaksi siswa 
berusaha 
memahami 
fungsi sosial dan 
unsur 
kebahasaan 
dalam lagu. 

 Observasi 
terhadap 
kesungguhan, 
tanggung jawab, 
dan kerja sama 
siswa dalam 
proses 
pembelajaran di 
setiap tahapan. 

 Observasi 
terhadap 
kepedulian dan 
kepercayaan diri 
dalam 
melaksanakan 
komunikasi 
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membacasecara lancar 
dengan ucapan, 
tekanan kata, intonasi 
yang benar dan menulis 
dengan ejaan dan tanda 
baca yang benar, serta 
tulisan yang jelas dan 
rapi. 

 Siswa membicarakan 
permasalahan yang 
dialami dalam 
memahami isi lagu dan 
menuliskannya dalam 
jurnal belajar sederhana 
dalam bahasa 
Indonesia. 

tentang lagu. 

Penilaian diri: 

Pernyataan siswa 
secara tertulis 
dalam jurnal belajar 
sederhana 
berbahasa 
Indonesia tentang 
pengalaman belajar 
memahami fungsi 
sosial dan unsur 
kebahasaan dalam 
lagu, termasuk 
kemudahan dan 
kesulitannya. 

Tes tertulis 

Membaca 
pemahaman tentang 
isi pesan lagu. 

Portofolio 

 Kumpulan lagu 
yang ditulis 
tangan 

 Kumpulan hasil 
analisis tentang 
beberapa lagu 
yang telah 
dibuat. 

 Lembar soal dan 
hasil tes 
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