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Bapak/Ibu Kepala SMPN 6 Madiun
di tempat

Dekan Fakultas Keguruan dan llmu Pendidikan Universitas PGRI Madiun
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MODUL AJAR BAHASA INGGRIS

A. IDENTITAS MODUL

KELAS VIII
Narrative Text

I. INFORMASI UMUM

Nama Sekolah

SMPN 6 Madiun

Nama Penyusun

Alfiyatu Nuuriyyah Aa Minatul Imaamah

Jenjang Sekolah Sekolah menengah pertama (SMP)

Kelas/Semester VIII/2 (Genap)

Tahun Pelajaran 2024

Fase D

Elemen Membaca — Memirsa

Capaian Pembelajaran Pada akhir fase D, peserta didik membaca dan merespon teks familiar
dan tidak familiar yang mengandung struktur yang telah dipelajari
dan kosakata yang familiar secara mandiri. Mereka mencari dan
mengevaluasi ide utama dan informasi spesifik dalam berbagai jenis
teks. Teks ini dapat berbentuk cetak atau digital, termasuk
diantaranya teks visual, multimodal atau interaktif Mereka
mengidentifikasi tujuan teks dan mulai melakukan inferensi
untuk memahami informasi tersirat dalam sebuah teks.

Alokasi Waktu 2 JP (2 x 40 menit)

B. KOMPETENSI AWAL

Peserta didik dapat mengetahui kosakata dan informasi khusus yang terkandung dalam narrative
text.Peserta didik dapat mencari, mengingat dan mengevaluasi ide utama dan informasi spesifik pada

teks yang diberikan.

C. PROFIL PELAJAR PANCASILA

1. Bertagwa  kepada

Peserta didik berdoa terlebih dahulu sebelum kelas

Tuhan Yang Maha dilaksanakan, serta berbuat baik kepada sesama dan
Esa. menghindari segala perbuatan tercela.
2. Mandiri Peserta didik mampu menyelesaikan tugas secara individu dan

mampu melakukan pencarian informasi secara mandiri di dalam
kegiatan inti pembelajaran.

3. Berpikir kritis

Peserta didik mampu mencari rubik dan urutan puzzle secara tepat
dalam kegiatan intipembelajaran.

4. Kreatif

Peserta didik mampu berfikir kreatif dalam menentukann pilihan
potongan-potongan puzzle yang akan disusun sehingga
menghasilkan cerita yang utuh.
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5. Bergotong royong Peserta didik mampu melaksanakan tugas kelompok dengan baik,
yaituberdiskusi dengan teman satu kelompok.

D. SARANA DAN PRASARANA

Media Lembar kerja peserta didik, Media Pembelajaran, Kamus, Laptop.

Sumber belajar Buku dan internet.

E. TARGET PESERTA DIDIK

1. Peserta didik regular
2. Peserta didik dengan hambatan belajar

3. Peserta didik cerdas istimewa berbakat

F. MODEL PEMBELAJARAN

Game Based Learning (GBL)

G. KELENGKAPAN BAHAN AJAR

Terlampir

II. KOMPONEN INTI
A. TUJUAN CAPATAN PEMBELAJARAN

Setelah pembelajaran berakhir, diharapkan peserta didik dapat:

1. Peserta didik dapat menemukan jenis bacaan dan tujuan dari narrative text.

2. Peserta didik dapat menemukan kosa kata baru yang terkandung dalam narrative text.

3. Peserta didik dapat menyusun informasi dan pesan moral yang terkandung dari narrative
text.

B. PEMAHAMAN BERMAKNA

Dalam jurnal berjudul “Teaching Writing Skill on Narrative Text Based On Brainstorming
In The Classroom” oleh Suhaimi (2016), dijelaskan bahwa Teks Narative adalah teks yang
bercerita mengikuti alur waktu di masa lampau. Tujuan Komunikatif yaitu menghibur
pendengar atau pembaca dengan pengalamannyata atau khayal. Ciri naratif adalah adanya
unsur konflik (masalah) dan resolusi (penyelesaian masalah).

o Fungsi Sosial

Menghibur, memberi pelajaran atau informasi, merubah opini sosial.
e Struktur Teks

Struktur teks narrative biasanya mencakup:
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- orientasi

- complication (problem arises followed by other problem)

- resolution

- reorientation (optional)

e Unsur Kebahasaan

- Simple Past tense

- Noun phrase.

- Time connectives dan conjunctions seperti: however, although, later, then.

- Adverbs and adverbial phrases menerangkan tempat dan waktu kejadian seperti

once upona time, long time ago.

- Action verbs (kata kerja aksi) menunjukkan satu aksi seperti: stood, explained,
smashed.

- Saying and thinking verbs menunjukkan apa yang dirasakan/dipikirkan/dikatakan
karakter seperti: told, realized, decided.

C. PERTANYAAN PEMANTIK

Have you ever heard the story of Malin Kundang?
‘What happened to Malin Kundang?
Why was Malin Kundang cursed to become a stone?

W =

D. KEGIATAN PEMBELAJARAN

PERTEMUAN KE-1

Pendahuluan 1. Guru mengucapkan salam dan mengajak siswa
berdo’a menurut agama dan kepercayaan masing-
masing sebelum pembelajaran dimulai.

2. Guru mengecek kehadiran peserta didik.
. Guru menjelaskan materi yang akan dipelajari
4. Guru memotivasi peserta didik dan menanyakankondisi

w

kesehatan.

5. Guru menyampaikan garis besar dari cakupan materiyang
akan dipelajari.

6. Guru menyampaikan tujuan pembelajaran yang akan
dicapai.

7. Guru menyampaikan metode pembelajaran dan Teknik
penilaian yang akan digunakan.




84

Inti

Orientasi peserta didik pada materi
Peserta didik diberi rangsangan (stimulus) tentang materi yang
akan dipelajari melalui pemaparan materi berhubungan dengan

narrative text.

ELEMEN: READING — VIEWING
IA. Membimbing Penyelidikan Kelompok

1.1 Mengorganisasi Peserta Didik
1. Peserta didik dibagi menjadi 4 anggota dalam 1 kelompok.

2. Peserta didik diberikan LKPD yang berupa soal berbentuk
Jigsaw Puzzle.

3. Peserta didik diberikan instruksi cara menjawab. Yaitu
siswa harus menempel dan menemukan urutan puzzle yang
benar. Selanjutnya peserta didik diminta menemukan
makanan yang ada dalam cerita dan membaginya sesuai
jenis.

4. Peserta didik diberikan waktu penugasan secara kelompok

untuk mengerjakan LKPD.
1.2 Membacakan hasil

1. Peserta didik diberikan kesempatan untuk membacakan hasil
jawabannya dari LKPD.

2. Siswa diminta menunjukkan letak beberapa jawaban pada

paragraf yang tepat.

)

. Guru memberikan poin tambahan bagi siswa yang aktif

berpartisipasi dan mau membacakan hasil jawabannya.

1.3 Mengevaluasi proses pemecahan masalah
Guru mengajak siswa berdiskusi mengenai informasi yang
didapat peserta didik dan menyamakan persepsi tentang materi

yang dipelajari.
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B. Membimbing Penyelidikan Individu

2.1 Pemahaman ulang

1. Guru memberikan pemahaman terkait kosa kata khusus
yang menunjukkan jenis bacaan narrative text. Contoh:
Long time ago, one day, etc.

2. Peserta didik diberi instruksi untuk mengingat kembali
bacaan the rabbit and the turtle.

3. Peserta didik menemukan informasi secara individu.

2.2 Mengorganisasi Peserta Didik

1. Peserta didik diberikan LKPD 2 yang berupa soal
pernyataan True or False menggunakan media
game quiziz.com.

2. Peserta didik diberikan instruksi cara menjawab masing-
masing soal dari LKPD 2 yaitu dengan cara memilih T
(true) jika pernyataan benar atau F (false) jika
pernyataan salah.

3. Peserta didik diberikan waktu penugasan individu untuk
mengerjakan LKPD 2.

4. Hasil akhir akan menunjukkan poin ranking peserta
didik.

2.3 Mengevaluasi proses pemecahan masalah

Guru mengajak siswa berdiskusi mengenai informasi yang

didapat peserta didik dan menyamakan persepsi tentang

materi yang dipelajari.




86

Penutup 1. Guru bersama peserta didik merefleksikan kesimpulandan

pengalaman belajar hari itu.
2. Guru menginformasikan tentang kegiatan yang akan
dilaksanakan pada pertemuan berikutnya.

3. Guru menutup pertemuan dan memberikan salam.

E. ASSESMEN

1. Assesmen Formatif Pertemuan 1: LKPD 1 (soal terlampir)

(selama proses

pembelajaran)

2. Assesmen Sumantif LKPD 2 (Soal terlampir)

(akhir)

F. PENGAYAAN DAN REMEDIAL

® Pengayaan diberikan kepada peserta didik yang mampu memahami materi dengan sangat baik.

o Remedial diberikan kepada peserta didik yang belum mampu memahami materi dengan baik.

G. REFLEKSI PESERTA DIDIK DAN GURU

Pertanyaan:

1. Apakah model pembelajaran Game based learning mampu meningkatkan minat siswa
dalam pembelajaran reading text?

2. Apakah Jigsaw Puzzle mudah digunakan?

3. Apakah siswa merasa durasi waktu cukup digunakan dalam pembelajaran berbasisGBL?

4. Pada bagian kegiatan mana siswa merasa kesulitan mengikuti kegiatan belajarmengajar?

5. Apakah siswa dapat menemukan inti atau topik dalam teks bacaan dengan benar?

6. Apakah siswa dapat menemukan gagasan pokok dalam teks bacaan dengan benar?

7. Apakah siswa dapat menemukan informasi tersurat & tersirat dalam teks bacaan dengan
benar?

8. Apakah siswa dapat menemukan arti kata atau sinonim kata dalam teks bacaan dengan
benar?

9. Apakah siswa dapat menemukan kata acuan dalam teks bacaan dengan benar?

10. Apakah siswa dapat menemukan inferensi dari teks bacaan dengan mudah?

III. LAMPIRAN

A. LEMBAR KERJA PESERTA DIDIK

» LKPD (Soal Terlampir)
» Rubrik Penilaian (Terlampir)

B. BAHAN AJAR BACAAN GURU DAN PESERTA DIDIK

“Teaching Writing Skill on Narrative Text Based On Brainstorming In The Classroom”
by Suhaimi 2016
Buku Paket Bahasa Inggris Nusantara Kelas VIIL
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C. GLOSARIUM

Narrative Text

Kind of texts that tells a story follows the flow of time. The
communicative goal is to entertain listeners or readers with real or
imagined experiences. Narrative features are elements of
conflict (problem) and resolution (problem solving).

D. DAFTAR PUSTAKA

https://www.youtube.com/watch?v=1Y4AK4LVqBA

https://www.english-academy.id/blog/narrative-text-adalah

https://www.gramedia.com/literasi/narrative-text/

https://nearpod.com/library/preview/lesson-1.124844378

Kemendikbud. (2022). BUKU ENGLISH FOR NUSANTARA. static.buku.kemdikbud.go.id.

https://static.buku.kemdikbud.go.id/content/pdf/bukuteks/kurikulum?2 1/Bahasa-
Inggris-BG-KLS-VIILpdf




LEMBAR KERJA PESERTA DIDIK

(LKPD)
Mata Pelajaran : Bahasa Inggris
Kelas / Semester 1 VIII2

Materi/Pokok Bahasan : Narrative Text
A. Identitas
Nama et SR
Kelas R
No. Absen R R R RS

B. Petunjuk
1. Bacalah instruksi dengan jelas!

2. Kerjakan latihan berikut pada lembar kerja yang tersedia!

PERTEMUAN KE-1
Assesmen Formatif

LKPD 1 (Group task)
Peserta didik diminta menentukan urutan puzzle cerita dan mencari jenis makanan
yang ada dalam cerita.

QUESTIONS:

1. What kind of the text above?
_-One day a rabbit was boasting Answer:
> ( about how fast he could run. He
was laughing at the turtie for 2. What isthe purpose of the text above?
~_ being so slow. Answer:

Much fo the rabbit's surprise, the
lurtie challenged him fo a race.
The rabbit thought this was a
good joke and accepled the

3. Who was boasting?
Answer:

challenge. The fox wos the
umpire of the race. As the race
began, the rabbil raced way
f _ahead of the turtle, just like
. e everyone thought.
The rabbit got fo the halfway point and could not see the turle
anywhere. He was hot and firgd and decided to stop and take a
short nap. All thistime the turtle kept walking step by slep by step.
He never quil no matter how hot or fired he gol. He just kept
going. 3
However, the rabbit slept longer than he had thought and woke
up. He could not see the furfle anywhere! He went at full-speed to
the finish line but found the turtie there waiting for him.

4. Who could run fast?
Answer:

5. Who wanted to challenge the rabbit toa race?
Answer:

6. What happened at the race began?
Answer:

7.What happened at the half-way point?
Answer:

8. What did the turtle do?
Answer:

9. Who won the race?
Answer:

10. What lesson do we learn from this story?

Ancwer:



PERTEMUAN KE-1
ASSESMEN SUMANTIF

LKPD 2 (Individual Task)

TRUE OR FALSE:

1 The rabbit and the turtle were good friends

2 The turtle could run very fast

3 The rabbit took a nap during the race

4 The turtle laughing at the rabbit for being so slow
5 The turtle won the race

6 The rabbit walked slowly step by step

7 The rabbit thought that he would win the race

8 The turtle worked hard for the race

Keys answer:
False
False
True
False
True
False
True
True

N Noy YR W R
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Rubik Penilaian

A.LKPD 1

Penyekoran
No. Aspek yang dinilai Skor
4 3| 2 1

1. | Mampu menemukan menyusun jigsaw puzzle
dengan urutan yang benar.

2. | Mampu berdikusi dengan anggota kelompok secara
tertib.

3. | Menjawab soal dengan benar. (setiap nomor
memiliki skor 2 poin)

4. | Mengikuti kegiatan KBM secara aktif.

Jumlah Skor

B. LKPD 2

Setiap jawaban soal benar memiliki poin berbeda sesuai dengan kecepatan menjawab dalam
media quiziz.com

Kriteria nilai dalam presentase penyelesaian soal :

Skala Indikator
80% - 100% Sangat Baik
70% - 79% Baik
60% - 69% Sedang
50% - 59% Kurang

0% - 49% Sangat Kurang

Nilai Total Siswa
Diambil dari akumulasi skor kedua LKPD dan nilai keseluruhan dihitung sebagai berikut:

Jumlah skor yang diperoleh siswa

x 100

skor maksimal /ideal



LEMBAR REFLEKSI

Mata Pelajaran : Bahasa Inggris
Jumlah Siswa :
Berilah tanda centang (v) pada kolom sesuai dengan kondisi kelas sebenarnya!

Nama: Fasilitator kelompok:
Sangat Setuju Tidak Sangat
Setuju Setuju Tidak
Setuju
Aku terlibat aktif dalam projek ini O O O O
Suasana projek membuatku
bersemangat untuk belajar dan D D D D
tahu lebih banyak
Aku nyaman untuk
mengungkapkan pendapat D D D D
selama projek ini
Pembelajaran dalam projek ini
membekali diriku sebagai warga D D D D
yang baik

Waktu projek memadai untuk

aku memahami isu yang ada di D D D D

sekitarku

Diskusi di kelompokku

berjalan asyik dan membuat D D D D
pengetahuanku kaya

Fasilitator pada projek ini
membantuku dalam belajar dan D D D D
berproses

Metode yang digunakan
pada projek ini seru dan D D D D
menyenangkan

Keterampilanku bertambah pada
projek ini

Masukan/pendapat lain untuk projek ini:

Berikan tiga kata yang menggambarkan projek ini :
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STUDENT'S ATTENDANCE LIST
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No. NIS NAMA /P
1. 14053 | ADELIA PUTRI P
2. 14027 | ANASTASYA CAROLINE P
3. 14054 | ANDRIAN MULYA PUTRA L
4. 14055 | ATHARRAYHAN MUSTAFA L
S. 14056 | CAHYA GENDHIS MAHARANI P
6. 14033 | ATHARRAYHAN MUSTAFA L
7. 14057 | ELMIRA ZIDANA ANJANI P
8. 14058 | FARREL PRAVANDA RIZKY L
9. 14059 | GABRIELLE TOTI TIRTATAMA L
10. | 14060 | JAISELA FRANCISCA THERESA P
11. | 14061 | KEISSA MAHARANI ZAENDHA P
12. | 14062 | KERENHAPUKH AGCELIA PUTRI P
13. | 14063 | LIXYA AFFRIEL RAHMAWATI P
14. | 14064 | M. DEVANO TRISTAN SHEEHAN L
15. | 14065 | MIKHAYA KRISWANTO PUTRA L
16. | 14066 | MUHAMAD NUR CAHYO ADIRIANTO L
17. | 14067 | MUHAMMAD HIKMAL MAULANA L
18. | 14068 | MUHAMMAD ICHSAN L
19. | 14069 | NAYUKI WIBYARA INO P
20. | 14070 | REVANDA ANDREAN PUT RA L
21. | 14071 | SAFA APRILIA PUTRI P
22. | 14072 | SALSABILA FEDORA ADI SEPUTRO P
23. | 14073 | SELVY OKTAVYANI P
24. | 14074 | TEGUH BAMBANG WYCAKSONO L

THERESA INMANUELLA ANGEL P
25| 14075 HARIVANTO

26. | 14076 | YAFI BAMBANG HERMAWAN L
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APPENDIX 4
OBSERVATION CHEKCLIST

OBSERVER 1

UNIVERSITAS PGRI MADIUN

FAKULTAS KEGURUAN DAN ILMU PENDIDIKAN
PROGRAM STUDI PENDIDIKAN BAHASA INGGRIS

Jalan Sctiabudi No. 85 Telp. (0351) 462986 Fax. (03517)’4.%4()0 Madiun 63118

Judul Penelitian - Student’s Perception on Teaching Reading by Using Game-
Based Learning with Jigsaw Puzzle

Hari / Tanggal Observasi

Nama Pengamat SN ke S

OBSERVATION SHEET

Note

5
@
2
=]

[ No.| Teaching Activities
[ 1= Pre-Activity
a. Students answer greetings and pray according to their
respective religions and beliefs before learning begins.
b. Students are active in answering student attendance
checks.
¢. Students are motivated to participate in lessons
actively.
d. Students understand the objectives and
| learningmethods that will be used.
2t Whilst-Activity
a. Students find pairs of group members well. Vv
b. Students can start the game well.

AR

Ml

c. Students can combine jigsaw puzzle pieces by | \/
discussing withtheir group friends.
d. Students can ask the teacher confidently during the |
activity. Bogat 5y
e. Students can find the gist or topic in the reading ong
text correctly. ¥ P ey
£ Students can find the main idea in the reading text | |/ bot
correctly.
g. Students can find the explicit & implicit information V |tezex hngg
in the reading text correctly. tungenda (e
h. Students can find the word meaning or synonym V| sogale . frosie

words in the reading text correctly.

i. Students can find the reference words in the reading
text correctly.

j. Students can find the inference of the reading text
easily.

k. Students can find answers quickly by using game-
based learning method.

1. Students can remember parts of the text based on
experience in combining jigsaw puzzles.

m. Students are enthusiastic in reading text with the aim
of completing the jigsaw puzzle pieces correctly.

n. Students can follow all the game lines well according
to modul ajar.

0. Students can complete the game and conclude the
learning enthusiastically.

SRR U
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Post-Activity

a. Students can complete the game correctly.

b. Students can find the conclusion of the reading text.

¢. Students are enthusiastic about hearing the teacher
convey conclusions.

- students answered reflection questions well.

students answered the greeting enthusiastically.

Students pray according to their respective religions
before the lesson ends.

oA

USRUSSS

Pengamat,

Sk

sl
& tcdela




OBSERVER 2

UNIVERSITAS PGRI MADIUN

FAKULTAS KEGURUAN DAN ILMU PENDIDIKAN
PROGRAM STUDI PENDIDIKAN BAHASA INGGRIS

Jalan Sectiabudi No. 85 Telp. (0351) 462986 Fax. (0351) 459400 Madiun 63118
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Judul Penelitian

Based Learning with Jigsaw Puzzle

Hari / Tanggal Observasi

Nama Pengamat /}V\amﬂa ‘d

OBSERVATION SHEET

: Student’s Perception on Teaching Reading by Using Game-

f. Students can find the main idea in the reading text
correctly.

g. Students can find the explicit & implicit information
in the reading text correctly.

h. Students can find the word meaning or synonym
words in the reading text correctly.

i. Students can find the reference words in the reading
text correctly.

j. Students can find the inference of the reading text
easily.

k. Students can find answers quickly by using game-
based learning method.

. Students can remember parts of the text based on
experience in combining jigsaw puzzles.

m. Students are enthusiastic in reading text with the aim
of completing the jigsaw puzzle pieces correctly.

n. Students can follow all the game lines well according
to modul ajar.

0. Students can complete the game and conclude the

i S S Rl O

No. Teaching Activities Yes | No Note
Pre-Activity
a. Students answer greetings and pray according to their | | /
respective religions and beliefs before learning begins.
b. Students are active in answering student attendance v
checks. /
c. Students are motivated to participate in lessons
actively.
d. Students understand the objectives and &
learningmethods that will be used.
2. | Whilst-Activity
a. Students find pairs of group members well. Vo [Mmasila (aav\‘j
b. Students can start the game well. v yarg bdal
c. Students can combine jigsaw puzzle pieces by | ,
discussing withtheir group Eiends. ‘ v masin
d. Students can ask the teacher confidently during the | ./ """‘?f"‘":g 4
activity. ‘Me"“j
e. Students can find the gist or topic in the reading | \/
text correctly.
v

S

learning enthusiastically.

At

teondusif
ale
. Mlﬁ
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Post-Activity

a.
b.

C.

Students can complete the game correctly.

Students can find the conclusion of the reading text.
Students are enthusiastic about hearing the teacher

convey conclusions.

- students answered reflection questions well.

students answered the greeting enthusiastically.

Students pray according to their respective religions

before the lesson ends.

CRS QS

Madiun,....£4..7%4.......

Pengamat,




OBSERVER 3
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Judul Penelitian

Based Learning with Jigsaw Puzzle

: Student’s Perception on Teaching Reading by Using Game-

Hari / Tanggal Observasi
Nama Pengamat © Gekpr Res¥a Ruspivason
OBSERVATION SHEET
[ No. Teaching Activities Yes [ No [  Note |
| 1. | Pre-Activity |
a. Students answer greetings and pray according to their
respective religions and beliefs before learning begins. ¥ T
b. Students are active in answering student attendance v
checks.
c. Students are motivated to participate in lessons |
actively.
d. Students understand the objectives and F
learningmethods that will be used.
[ 2. | Whilst-Activity
a. Students find pairs of group members well. E= 3 v
b. Students can start the game well.
c. Students can combine jigsaw puzzle pieces by | </
discussing withtheir group friends.
d. Srt{dgnts can ask the teacher confidently during the | /
activity.
e. Students can find the gist or topic in the reading | v/ Bogar 99
text correctly. b Yok
£ Students can find the main idea in the reading text | V' i
correctly.
g. Students can find the explicit & implicit information vV |mata toge
in the reading text correctly. o argpnddA 0
h. Students can find the word meaning or synonym goale
words in the reading text correctly.
i. Students can find the reference words in the reading v
text correctly.
j. Students can find the inference of the reading text | \ /
easily.
k. Students can find answers quickly by using game- V4
based learning method.
1. Students can remember parts of the text based on
experience in combining jigsaw puzzles. Vv
m. Students are enthusiastic in reading text with the aim \/
of completing the jigsaw puzzle pieces correctly.
n. Students can follow all the game lines well according | | /
to modul ajar.
o. Students can complete the game and conclude the 4

learning enthusiastically.
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| 3. ] Post-Activity

- Students can complete the game correctly.
- Students can find the conclusion of the reading text.
- Students are enthusiastic about hearing the teacher

. students answered reflection questions well.
- students answered the greeting enthusiastically.

convey conclusions.

Students pray according to their respective religions
before the lesson ends.
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Hari / Tanggal

Waktu

Tempat

Ql. GIST
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APPENDIX 5

Student's Interview

1. Rabu, 22 Mei 2024

2. Rabu, 29 Mei 2024

1.11.25-12.00

2.10.15-11.25

: SMP Negeri 6 Madiun

Menurut Anda, bagaimana Game-Based Learning dengan Jigsaw Puzzle

mempengaruhi kemampuan membaca Anda untuk menemukan intisari

cerita?
No. Respondent Respon
1. Adelia Putri lya, karena seru dan ketika kita
membaca ada rasa tertantang untuk
segera menyelesaikan
permainannya jadi kita lebih fokus
membaca teksnya untuk
menemukan bagian yang tepat
2. Anastasya Caroline lya, itu memengaruhi kita dalam

menemukan topik karena kita perlu
memilih potongan puzzle dengan
hati-hati

Andrian Mulya Putra

lya bisa, karena saya suka bermain
game, jadi lebih mudah memahami
dan menemukan topik bacaan

Cahya Gendhis Maharani

lya, saya tahu topik bacaan

Elmira Zidana Anjani

lya, karena membacanya itu jadi
menyenangkan terus lebih mudah
dipahami, sehingga otak cepat
menemukan topik cerita
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No.

Respondent

Respon

Farrel Pravanda Rizky

Bisa, karena kita merasa tertantang
melawan kelompok lain, jadi kita
harus segera memahami bacaan

Gabrielle Toti Tirtatama

lya bisa, karena ingin memahami
bacaan dan langsung menjawab
pertanyaan

Keissa Maharani Zaendha

Menurut saya bisa, karena
belajarnnya dibentuk seperti puzzle
membuat otak lebih tertarik untuk
lebih memahami isi cerita

Lixya Affriel Rahmawati

lya, karena Kita harus segera
menjawab pertanyaan dan
mendapatkan poin, jadi kita harus
fokus mencari topik bacaan agar
jawabannya benar

10.

M. Devano Tristan Sheehan

lya, jika kita mengetahui maknanya
dan menemukan bagian yang tepat,
Kita dapat mengetahui topiknya
dengan mudah

11.

Muhammad Hikmal Maulana

lya, karena seru

12.

Muhammad Ichsan

lya, karena seru dan menyenangkan

13.

Revanda Andrean Putra

lya, saya dapat menemukan dengan
cepat dengan game

14.

Salsabila Fedora Adi Seputro

lya, mempermudah menemukan
intisarinya

15.

Selvy Oktavyani

lya, mempengaruhi dan membuat
mudah

16.

Theresa Inmanuella Angel
Harivanto

lya, membuat otak lebih tertarik
memahami dan menemukan intisari

Q2. MAIN IDEA

Bagaimana Pembelajaran Berbasis Game dengan Jigsaw Puzzle membantu

Anda menyampaikan dan mengingat gagasan utama dengan lebih baik?

No. Respondent Respon

1. Adelia Putri Karena berbasis game jadi lebih
mudah mengingat dan menemukan
gagasan utama cerita

2. Anastasya Caroline Degan menempelkan puzzle jadi

ingat dan cepat menemukannya
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No.

Respondent

Respon

Andrian Mulya Putra

Karena dengan game jadi mudah
ingat

Cahya Gendhis Maharani

lya, karena membuat kita lebih
mengingat cerita ketika mencari
kepingan puzzle

Elmira Zidana Anjani

lya dengan game saya mudah
paham

Farrel Pravanda Rizky

lya, karena lebih mudah dilakukan

Gabrielle Toti Tirtatama

Karena gamenya seru, jadi mudah

Keissa Maharani Zaendha

Sangat membantu mengingat dan
menemukan lewat game

Lixya Affriel Rahmawati

lya, karena kita harus membaca
setiap puzzle yang berisi tulisan
tersebut  sehingga kita lebih
memahami  cerita dan dapat
langsung menentukan ide pokok
dengan cepat

10.

M. Devano Tristan Sheehan

lya, karena jika kita menemukan
kepingan puzzle yang tepat, kita
dapat mengetahui cara memainkan
ide tersebut dengan benar

11.

Muhammad Hikmal Maulana

Waktu yang diberikan terlalu cepat
dan bacaannya terlalu banyak

12.

Muhammad Ichsan

lya lewaat permainan yang seru

13.

Revanda Andrean Putra

Sangat membantu karena kita fokus
saat membacanya sehingga Kkita
mengetahui cara memainkan ide
tersebut

14.

Salsabila Fedora Adi Seputro

lya, karena kita susun sendiri jadi
lebih mudah hafalnya

15.

Selvy Oktavyani

lya sangat membantu

16.

Theresa Inmanuella Angel
Harivanto

Setiap kepingan puzzle dapat
membantu  mengingat isi ide
tersebut karena setiap puzzle
memiliki isi bacaan yang saling
berhubungan

Q3. EXPLICIT & IMPLICIT INFORMATION

Apakah Pembelajaran Berbasis Game dengan Jigsaw Puzzle membantu Anda

menemukan informasi eksplisit & implisit?
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No. Respondent Respon

1.  Adelia Putri lya, karena kita mengingat cerita
dan memahaminya, Kkita dapat
menemukan informasi eksplisit &
implisit dengan benar

2. Anastasya Caroline lya, mempermudah saat memahami

cerita

3. Andrian Mulya Putra lya membantu

4. Cahya Gendhis Maharani lya dapat membantu saya

5. Elmira Zidana Anjani lya, bisa

6. Farrel Pravanda Rizky Bisa, karena pembelajaran membuat
kita mengingat informasi dalam
bacaan di potongan puzzle

7. Gabrielle Toti Tirtatama lya bisa, karena dengan bermain
permainan Jigsaw Puzzle saya
menjadi mudah memahami
pelajaran

8. Keissa Maharani Zaendha Sangat membantu, karena setiap
potongan yang saling berhubungan
menunjukkan informasi eksplisit
cepat ditemukan

9. Lixya Affriel Rahmawati Karena gamenya mudah jadi bisa
membantu menemukan jawabannya

10. M. Devano Tristan Sheehan lya

11. Muhammad Hikmal Maulana Bagi saya sulit karena saya tidak
tahu apa arti beberapa kata di dalam
teks

12. Muhammad Ichsan lya, dapat membantu saya

13. Revanda Andrean Putra Bisa, soalnya kita jadi paham cerita
dengan penuh

14. Salsabila Fedora Adi Seputro  lya, membantu saya menemukan
jawaban

15. Selvy Oktavyani Tidak mudah untuk menemukan
informasi implisit, saya bingung
untuk menemukan jawabannya, dan
saya bingung untuk menemukan
tempat jawabannya di bagian teks
yang mana

16. Theresa Inmanuella Angel Sedikit susah, karena terlalu cepat

Harivanto waktunya untuk mencari

jawabannya lagi di teks
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Dapatkah Anda menemukan sinonim kata dengan mudah setelah berlatih

kegiatan membaca menggunakan Game-Based Learning dengan Jigsaw

Puzzle?

No. Respondent Respon

1. Adelia Putri lya, walau kadang masih harus
diskusi dengan teman

2. Anastasya Caroline Mudah  karena  permainannya

menyenangkan dan saat bermain
bisa sambil mencari makna yang
tepat dengan berdiskusi dengan
teman satu kelompok

3. Andrian Mulya Putra Masih agak sulit

4. Cahya Gendhis Maharani lya, bisa lebih mudah karena pakai
game

5. Elmira Zidana Anjani lya, karena beberapa di antaranya
mirip dengan kata-katanya

6. Farrel Pravanda Rizky Agak sulit, karena saya tidak tahu
arti beberapa kata bahasa Inggris,
jadi saya makin bingung

7. Gabrielle Toti Tirtatama lya bisa membuat Kkita ingat
ceritanya karena pakai metode game

8. Keissa Maharani Zaendha Karena tertantang untuk menang
jadi lebih  mudah dan fokus
menemukan jawabannya

9. Lixya Affriel Rahmawati lya, membantu kelompok kami
untuk kerjasama memenangkan
game dan menjawab soal lebih cepat

10. M. Devano Tristan Sheehan lya, kamu bisa, karena kami tahu
artinya

11. Muhammad Hikmal Maulana Saya tidak menemukan sinonimnya
karena saya bingung bagian mana
yang harus dicari, jadi saya ikut saja
dengan teman saya

12.  Muhammad Ichsan lya, saya bisa menemukannya
karena saya ingat bacaan pada
potongan puzzle tersebut

13. Revanda Andrean Putra lya, bisa

14. Salsabila Fedora Adi Seputro  Saya pikir bisa karena saya tahu arti
kata tersebut

15. Selvy Oktavyani Mudah karena paham artinya
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No. Respondent

Respon

16. Theresa Inmanuella Angel

Harivanto

Tidak mudah  karena  harus
membacanya lagi dan waktunya
cepat

Q5. REFERENCE WORD

Apakah mudah menemukan kata rujukan/kata baru sesuai materi dalam teks

pada saat kegiatan menggunakan Game-Based Learning dengan Jigsaw

Puzzle?
No. Respondent Respon
1. Adelia Putri lya, karena membuat kita mengingat

lebih banyak kata yang
berhubungan dengan materi saat
mencari puzzle

2. Anastasya Caroline

Tentu saja, saya menemukan kata
yang dimaksud karena saya
memahami ceritanya dengan mudah

3. Andrian Mulya Putra

lya, karena Kkita tidak bingung
dengan inti cerita dalam bacaan

4. Cahya Gendhis Maharani

lya karena lebih mengetahui kosa
kata di cerita

5. Elmira Zidana Anjani

lya, karena tau maksud ceritanya

6. Farrel Pravanda Rizky

lya, karena paham artinya

7. Gabrielle Toti Tirtatama

Bisa, karena tau dan paham
materinya

8. Keissa Maharani Zaendha

Mudah karena bahasanya tidak yang
rumit, dan ceritanya menarik

9. Lixya Affriel Rahmawati

lya, mudah

10. M. Devano Tristan Sheehan

lya, bisa, karena kamu ingat cerita
pada potongan puzzle yang telah
ditempel sebelumnya

11. Muhammad Hikmal Maulana

Susah, soalnya kadang saya tidak
mengerti arti kata yang tepat

12. Muhammad Ichsan

lya, karena jika kamu menemukan
potongan Yyang berurutan, kamu
pasti dapat menemukan kata rujukan
dengan benar. Dan nyaman bersama
seperti ini, jadi bisa tanya-tanya ke
teman tanpa khawatir dimarahi guru

13. Revanda Andrean Putra

lya, bisa lebih mudah
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No. Respondent

Respon

14. Salsabila Fedora Adi Seputro

lya, karena gamenya menarik

15. Selvy Oktavyani

Bisa lebih mudah karena ingat
ceritanya

16. Theresa Inmanuella Angel
Harivanto

Mudah, karena paham cerita dan
alurnya

INFERENCE

Apakah Anda dapat menyimpulkan teks bacaan dengan lebih baik setelah

berlatih kegiatan membaca menggunakan Game-Based Learning dengan

Jigsaw Puzzle?

No. Respondent

Respon

1. Adelia Putri

Bisa, soalnya Kkita sudah paham
ceritanya dan masih ingat

2. Anastasya Caroline

Bisa, soalnya kita susun puzzlenya
sendiri, jadi lebih mudah buat kita
ingat dan paham ceritanya

.

Andrian Mulya Putra

lya bisa dan mudah

4. Cahya Gendhis Maharani

Bisa, karena ceritanya mudah
dipahami

5. Elmira Zidana Anjani

lya bisa, karena Kkita tertantang
segera  menyelesaikan  urutan
gamenya

6. Farrel Pravanda Rizky

lya mudah, karena masih ingat
ceritanya

7. Gabrielle Toti Tirtatama

Bisa dengan cepat karena bareng
dengan teman-teman

8. Keissa Maharani Zaendha

lya karena gamenya membuat kita
paham dan ingat ceritanya

9. Lixya Affriel Rahmawati

Bisa karena bahasanya mudah
dipahami

10. M. Devano Tristan Sheehan

Bisa, soalnya kita ingat ceritanya
dari potongan puzzle yang Kkita
tempel tadi dengan benar jadi bisa
menyimpulkan ceritanya sesuai
dengan itu

11. Muhammad Hikmal Maulana

Bisa, soalnya sudah mengerti inti
ceritanya
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No.

Respondent

Respon

12.

Muhammad Ichsan

Bisa, soalnya ceritanya mudah
dipahami, jadi kamu tahu
kesimpulannya

13. Revanda Andrean Putra lya bisa lebih mudah

14. Salsabila Fedora Adi Seputro  lya mudah dan ingat

15. Selvy Oktavyani Bisa, saya menyimpulkan ceritanya
lebih mudah karena mengingat
ceritanya lebih baik kalau pakai
permainan tadi

16. Theresa Inmanuella Angel Bisa, karena saya merasa lebih ingat

Harivanto

dan paham cerita di dalam teks
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APPENDIX 6
DOCUMENTATION

A. Student’s Interview
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B. Learning Activities

Pre-

Activity

Whilst-

Activity
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Post-

Activity
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C. Students Worksheets

|

i

'One day a rabbit was boasting
‘ about how fast he could run. He
" was laughing at the turtie for
'being so slow.

Aduink O 'hﬁltrﬂhb".s SUdese' the
lurtle challenged him to Qrace
The rabbit thoughit this was a

geod joke and. accepted the
chillenge. The fox was fhe
umpire of the race. aAs the race
began, the rabbit ;gceq way
| ohead of the turtie, ju st 1ik.
. everyote thought.

The rabbit got to the halfway point and could not (.o 40 4 0o
anywhere. He was hot and tir¢d and decided o stop 4 4 e o
short nap. All thistime the turtie kep! walking step by 8! o o)
He never quit no matter how het or fired he got. o o kept
goir= %

S OWBVY-—i7e—rums < yorger Tman he haa mouosm = e
up. He could niot see n.c turtle anywhere! He went ¥ ful R Nake

the finish line but found the furtie fixere waiing for hir "I"*Peed fo
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Name: Ktnn, Am"ﬁ‘w, \p"m‘a 7 w

Absen: |2, L, 10, 22

QUESTIONS:

1. What kind of the text above?
Answer: ﬁ' Narrake gkt

2. What is the purpose of the text above?
Answer: The purgose of parahi e too © toamue gr He entertain tg reader with o story

3. Who was boasting?
Answer: Qobbit

4. Who could run fast?
Answer: Qpbit

5. Who wanted to challenge the rabbit to a race?
Answer: Turtle

6. What happened at the race began?
Answer: ([l Rabblt con abod 0 Ha seoct of the foe

7. What happened at the half-way point?
Answer: Tin Qobolt stoppd 0 tawta sag ot the hoff- way pornt

8. What did the turtle do?
Answer: Thq tuty gt walkig sigp by step

9. Who won the race?
Answer: {yctl

10. What lesson do we learn from this story?

Answer: WL must don't be \700&1'(9 and to despal® / { 7{ ’
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_One day a rabbit was boasting
about how fast he could run. He
~_was laughing at the turtle for
being soslow.

'Much fo the rabbit's surprise, the
turtle challenged him to « race-
The rabbit thought this was a
good Joke and accepted the
challenge. The fox was the
umpire of the race. As the race
began, the rabbit raced way
ahead of the turtle, just like

& everyone thought.

The robblf got fo the halfway pgint and could not see the turtie
anywhere. He was hot and tire¢d and decided fo stop \and take @
short nap. All thistime the turtie kept walking step by st ep by step.

He never quit no matter how het or tired he got. He just kept
going:

~ However, the rabbit Yqpt rionger than he had thous3ht and woke

up. He could not see the turtle onywhere! He went a1t full-speed to
the finish line but found the turtie there waiting for bim
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Name: Sqncalsila Fedoro A

Absen:oa,os,\a. 22

QUESTIONS:

1. What kind of the text above?
Answer: Fo\n\e

2. What is the purpose of the text above? ik

Answer: TVe Quegese oF varmuive kexs s toamuse or to entertain the
readec Wwith the Ctory

3. Who was boasting?

Answer: ra\a\o;t

4. Who could run fast?
Answer: (Cabbik

5. Who wanted to challenge the rabbit to a race?
Answer: TurkR

6. What happened at the race began?
Answer: \\ & Taoit Can alead ot the Stort ot \he cace

7. What happened at the half-way point?
Answer: Uhe (abbit %b@?@ Yo kake a nd¢ gk the L d \)m‘lJ Qoint

8. What did the turtle do?

Answer: T\ne ‘wekle V24 W“k\&“”}) skeq b‘:\ Chep

9. Who won the race?
Answer: \\ka\Q

10. What lesson do we learn from this story?
Answer: \iye wipst Rot Undernestinake pngyone
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z TR
" One day a rabbit -"w.gs boasting
about how fast he could run. He

was laughing af the turtle for
being so slow.

Much fo the rabbit's surprise, the
furtle challenged him to a race.
The rabbit thought this was a
: 2od joke and accepted the
,,ollenge The fox was the
omplre of the race. As the race
began, the rabbit raced way
ahead of the mme J!;si like

B lavel'yci\"‘e b 5ught.

“"9 'ﬂbb“ 90’ io fhe holfway paint and could not see the turtle
anywhere. He wes hot and tired and decided to stop and take a
short nap. All this_time the turtie kept walking step by step by step.
He never quit no matter how hot or tired he got. He just kept
goirg.

However, the | rabbit slepi longer than he had Ihough' anu woke
up. He could n ot see the turtle anywhere! He went d full- speed to
the finish line *out found the turtie iere waiting for hin.
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t forrel PR (8

2. Gabriele Toty- 1-C9)

2. M(\'—hQBO‘ k— P ( \5) Name:

Yy Revande: A-P-W C20). 2o
QUESTIONS:

1. What kind of the text above?

Answer: frie tobbiy,  4hah  lovieS fe Witk $0 o Forning
Compg §ibion

2. What is the purpose of the text above?

Answer: Boe  ergecynet ke  replar

3. Who was boasting?
Answer: tabhiy

4. Who could run fast?
Answer: Tobss

5. Who wanted to challenge the rabbit to a race?
Answer: tutke

6. What happened at the race began?
Answer: {\o tobbt toced oinged CE kwe bucle

7. What happened at the half-way point?
Answer: the fabbib g\,,@_t,

8. What did the turtle do?
Answer: ny,. slooy

9. Who won the race?
Answer: fuckle

10. What lesson do we learn from this story?

Answer: ¢ must be triend qad  nok unde Negkimate
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/

One day a robbﬂfwg; boasting
about how fast he cald run. He

_Was laughing at th tyrfle for
. beingsosiow.

:
Much fo the rabbi's curnrise, the
_ lurtle challenged him o v qe-e.
tq= The rabbit thought this was a
»od joke and accepted the
chllenge. The fox was the
Jmpire of the race. As the race
began, the rabbitt roced,..m_!y
M ohead of the turfle, jut likee
it gl I . everyo .y ught.
The rabbit got to the halfway ¢int and could not see the turlle
anywhere. He was hot and #d and decided 1o stop and take a
short nap. All this fime the turt.kept walking step by step by step.
He never quit no mafter how ot or tired he gof. He just kept

However, the qbbit 'ePtionge! than he had thought anewok e
UP. He could | 4 see the turtle Olywhere! He went d full-speed to

the finish line 5t found the turtle ‘here waiting for hin.
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Name: Falcen . davane
Absen: ILI

QUESTIONS:

1. What kind of the text above?
Answer: g (e

2. What is the purpose of the text above?
Answer: No matker how great our abilities are, we mvst¢ nok be

arrogane and yndereSeimat others .
3. Who was boasting?
Answer: Va\hy it

4. Who could run fast?

Answer: (‘q\q\?ik

5. Who wanted to challenge the rabbit to a race?
Answer: f-yré (e

6. What happened at the race began?
Answer: %l e kv,_{le Ag{ eat

7. What happened at the half-way point?
Answer: the rabbit sleep

8. What did the turtle do?
Answer: Y- Q0 p run

9. Who won the race?

Answer: { \ {le.

10. What lesson do we learn from this story?

Answer: (1, arrogartt
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I

- One day a rabbit was boasting
about how fast he could run. He

~ was laughing at the
, turtl
being so slow. | e

Much !, \hetabbit's surorise, the
}udle challenged him fo Sach.
The rabbit thought this wos a
bnod joke and accepfed the
chiyllenge. The fox was the
umpire of the race. As the race

' began, the rabbit raced way
B e S e - ahead of the tuile, just like
everyone thought.

The rabbit gol .
to the halfway paint and could not see the turtie

anywhere. He w ,
short nap. Al m;;r::":"d tire:d and decided to stop and take a
e turtle. kept walking step by s*ep by step.

He never quitho

matter h

golnp: ow hoot or tired he got He just kept

However. the ,ppit slept Jonger than he had thout |

up. He could = ht ant wo*®
X \of see the turtle anywhere! He went \ full-speed 10

the finish fine 4 found the turtle fivere waiting for >
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Name; U2

Absen:

QUESTIONS:

1. What kind of the text above?
Answer: Nacra fiye Yex

2. What is the purpose of the text above?
Answer: Yele the story-or arabbisv and a ruwle who are ‘acing

3. Who was boasting?
Answer: 4y rabbit

4. Who could run fast?
Answer: the robbiV¥

5. Who wanted to challenge the rabbit to a race?
Answer: the turtle

6. What happened at the race began?
Answer: ¢ 4ne cace began e rathiv Mced why aheol or the rg Fhble

7. What happened at the half-way point?
Answer: The bite got the hals way  yoink and could pet teg Yee

retle gogwhare « Hoe was hot € Ticed and decided 4o S ol e
8. What did the turtle do? @ Stevt tag

Answer: He wag dedded to Stop and 4ake ashorp nap

9. Who won the race?
Answer: ¢ Xurt\le

10. What lesson do we learn from this story?
Answer: (he lessovt we  (gaen Fror  Aavs crory (F thot we thould wot he
e 2 “ Undecestime other reople
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-One day a rabbi'ygs poasting
about how fast he c\“d run. He
- was laughing at ¥ y,rie for
being so slow

- Much o the rabbit, .,prise, the
turtle challenged by, 16 'Qd

The rabbit though this was a
good joke and gccepted the
challenge. The (ox was the
wmpire of the rac< s the race
began, the rabbil raced way
. ahead of the tuje just lne
' everyone thoyught.

The rabbit got to the halfwav Point and could not see the turtle
anywhere. He wa's hot and tired and decided to stop and take a
short nap. All this. time the turtle kept walking step by slep by step.
He never quit no matter how hot or tired he got. He just kept

going.
However, the rabbit §lepf longer than he had thouqht ond W°!f€

up. He could not see the turtle an ywhere! He went al mn-speed to
the finish line but found the turtie here waiting for him.

\
|
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Name:Pyar) - ehnay Y abi < LpessA-
Absen: W%~

QUESTIONS:

1. What kind of the text above?
Answer: fabe! . A@me Nappatile EXE

2. What is the purpose of the text above?
Answer: T6 @2 n (€T (ala

3. Who was boasting?
Answer: The Rabhit

4. Who could run fast?
Answer: Rayuk-

5. Who wanted to challenge the rabbit to a race?
Answer: The turtle

6. What happened at the race began?
Answer: T he ace began “ith ROBEETAND Wwa 7 dhea] of the

EUltle, jouse lipe evervone Ehoudht.
7. What happened at the half-way point?

Answer: b tapyd-

8. What did the turtle do? .
Answer: the e Lepk w;\\ub }.\;O«Nlj- shp > e

9. Who won the race?
Answer: Yuck\e.

10. What lesson do we learn from this story?
Answer: Persgve [ang and consistens eFROEE (o [pad to Suemess
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87% 8

Date
Wed May 22 2024 10:57

Total Questions

Number of Players

24

Hosted by
Alfiyatu Nuuriyyah

Participant Attempts

24

® This report displays results derived from the students' all attempts.

Questions

No. Question

The rabbit and the turtle were good
friends.

2 The turtle could run very fast.

The rabbit took a nap during the

race.

2 The turtle laughing at the rabbit for
being so slow.

5 The turtle won the race.

6 The rabbit walked slowly step by
step

7 The rabbit thought that he would win
the race.

8 The turtle worked hard for the race.

Time

12 secs

12 secs

13 secs

14 secs

9 secs

11 secs

11 secs

9 secs

Responses
Accuracy
Correct Incorrect Unattempted
92% 22 2 0
83% 20 4 0
71% 17 6 1
75% 18 6 0
75% 18 5 1
71% 17 7 0
71% 17 7 0

83% 20 3 1
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Players

Rank

20
21
22
23

24

Player Name
(yaffi)

(gendiss)
(Gabrielle)

(Tasya)

NAYUKI INO (NAYUKI INO)
(*kim_kim_my??)
(cicialixya)
(WICAK_FALCON)
(RIAN.FALCON)
(keyyxxyz)
(HIKMAL.FALCON)
(Keren)

(Selvyyy)

(Dinara Holscher)

Theresiaangel Theresiaangel
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(adeliaaaa)
(Jaisela)
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(ichsan)

(Mikhaya)
(Andriunn)
(DEVANO.FALCON)

(Revanda)

Avg. Time
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12 secs
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17 secs
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21 secs
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21 secs

12 secs
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12 secs
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11 secs

24 secs

16 secs

14 secs
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13 secs
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10 secs

Points
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20

35

20

40

40

30

30

30

20

35

35

40

35

35

20

40

25

40

40

40

35

20

Accuracy

63%

50%

88%

50%

100%

100%

75%

75%

75%

50%

88%

88%

100%

88%

88%

50%

38%

100%

63%

100%

100%

100%

88%

50%

Correct

5/8

4/8

7/8

4/8

8/8

8/8

718

8/8

7/8

7/8

4/8
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