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Abstract

Ni'matwati.2021. Students' Perception on the Use of Word Search Game Strategt in
Learning English Vocabulary (4 Descriptive Research ar the Eighth Grade of SMPN
6 Iinggimoncong Satap Sanggiringan Malino). Thesis of English Department. The
faculty of Teacher Training and Education, Muhammadiyah University of Makassar,
Supervised by Radiah Hamid and Andi Asri Jurmaty.

This research aims to determine the students’ perception on the use of Word
Search Game Strategy in Learning English Vocabulary at the Eighth Grade of SMPN
6 Tinggimoncong Satap Sanggiringan M X

This research applied the ’ tve, Quantitive Method and used the
questionnaire as an instrumen / '*-\ earch consisted of 20 students
at the Eighth Grade of SA / i
sample was taken by usj
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Abstrak

Ni'matwati.2021. Persepsi siswa terhadap strategi penggunaan permainan pencarian
kata dalam belajar kosakata Bahasa Inggris (Penelitian Quantitaif Deskriptif pada
Siswa Kelas Delapan SMP Negeri 6 Tinggimoncong Satap Sanggirngan Malino).
Penelitian dan Program Studi Bahasa Inggris. Fakultas Keguruan dan Ilmu Pendidikan.
Universitas Muhammadiyah Makassar. Penelitian di bimbing oleh (Radiah Hamid dan
Andi Asr Junuaty ).

Penelitian ini bertujuan untuk mendgetahui persepsi siswa terhadap strategi

delapan SMP Negeri 6 Satap

Penelitian ini menggug
kuisioner sebagai instrum
delapan SMP Negeri_
menggunakan teh

eskriptif dan menggunakan
b beuimlah 20 siswa kelas
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CHAPTER1

INTRODUCTION

A. Background

English is the world’s most commontlanguage. Smith as cited in Telebinezhad

be determined by

mastering language skills. The goal of the four skills is specifically to offer

communicative competence to students. However, since they do not have sufficient

vocabulary, grammar skills and the ability to pronounce the words correctly in English,




most students consider EFL to be difficult to learn. Therefore, students have an
appropriate knglish vocabulary gnd to leam English at school as a foreign language.
In Indonesian Schools, English is defining as a subject in the national curriculum, It is
taught at the beginning from Primary School to university, As we know, in Indonesia,

the aim of teaching Enghish 1s to encouragie learners to use English as a means of

communication. Therefore, if learn —,/\ sam, English well, they should have a

capability of vocabulary.
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..... _ -grade students who
are classified as for beginners, they have many problems in learning English

vocabulary. It is difficult to remember the meaning of words, to memorize the

pronunciation of words, and it also happens that it 1s impossible to pronounce the




language properly. Using suitable strategies such as game is one way 1o teach English
vocabulary. One type of media that can be used to teach vocabulary 15 a game.
According to Hadfield, as cited in Deesri (2002), "a game is an activity that has rules,

a goal, and some element of fun." A game is a type of activity in which leamners play
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rning vocabulary

by using Word Se: € students to know
their perception. According to Chee (2002), perception 1s the reception of stimuli that

can be influenced by an individual's mental awareness, experience, knowledge,

motivation, and social interactions. An individual's perceptions eventually give rise to




an individual's attitudes. There reasons why the researcher chose SMPN 6
linggimoncong Satap Sangginingan, the regency of Malino as a place to conduct the
research. The first, vocabulary is the essential element of learning English for the
students and the second, English teacher has applied the Word Search Game Strategy

in the classroom, based on interview withdthe English teacher (Mrs. Nurhayati, SS),

Based on the above descriptio s initerested in carrying out the research

1, /cv
under the title “Studenis ' / \ earch (GGame Sirategy m

the

out the students’ learning English

vocabulary at the Eight Grade of SMPN 6 Tinggimoncong Satap Sanggiringan Malino,

D. Significances of the Research

This research 1s expected to yield useful information for people such as:




|. For the English Teachers
This research may provide information for teachers about students’ perception
on Word Search Game Strategy that can inspire in teaching English vocabulary

in the classroom.

2. For the Students

This research may enab heir perception on using Word




CHAPTER T
REVIEW OF RELATED LITERATURE
A. Previous Related Research Findings
Various researchers concerning this study have undertaken several

investigations. Several of the research findihgs are brietly summarized below:

1. Naibaho and Ambrosia (2013 a on students” perception of

P

\\\\\\Il
!; \\“ ¥

\/ s "?\'f\.- =

...............

..._‘

N0

\‘\\\“

s

n of students’

perceptions of learmng vocabulary through jumble words, 1t has been discovered
that students who are interested in learning vocabulary learn enthusiastically. They

had a positive perception when the teacher applied this game in the classroom.




This research has similarities in variables with others based on the research
findings above. The previous research above with this research is focussing on
students” perception in learning vocabulary. While the difference was the first
researcher used the Guessing game, the second researcher used Jumble Words, and this

research applied Word Search Game as strateg

B. Some Pertinent Ideas

contamned in the language.

Vocabulary of a person’ acquisition is closely linked to language skills, as

Anderson and Nunan (2000) states that vocabulary acquisition is often necessarily




linked to the development of linguistic abilities in reading, listening, writing and

speaking, and without grammar, phonic and orthographic information, not working,

The above opinion can be understood that the learning of vocabulary is often

related to the development of language skills, i e, reading, listening, speaking and

writing, and the vocabulary wn -r.mn properly without knowledge of

grammar, phonetics and spelling »._ finition, it can be known that
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* ﬁ 2 so state that

nnot say without
grammar although someone can say very little with grammar. Based on the above,
we can conclude that vocabulary is an important basic in language learning. In this

case, the role of vocabulary is not less important than grammar. The lack of




vocabulary will bring many troubles to the students in learning English because
without good vocabulary mastery they will get difficult to communicate their ideas.
Therefore, the role of vocabulary is really essential in learning English because
vocabulary will support the students in mastering English skills.

c. Lypes of Vocabulary

--------




2) Receptive Vocabulary
Receptive vocabulary 1s the collection of words for which, when listening or
reading, a person may assign meanings. These are frequently less familiar to

pupils and less frequently used terfns (Sergeant, 2007).

. Roles of Vocabulary

3) Improving Achievement

Students with large vocabulary and achievement assessments perform higher

than those with limited vocabulary.

10




4) Enhancing Thinking and Communication
A broad vocabulary allows for communicating in ways that are precise, strong,
convincing and interesting. In conclusion, learners have to pay a greater
attention to the vocabulary teaching because the knowledge of is very
important. The teacher must havefan effective and efficient strategy in order

to make the aim of tﬂ_ﬂ: A]

| 7e0 11

It is subdivided
than, Makassar, and
the Borobudur temple), common nouns (choir, state, and woman),

concrete nouns (table, disk, and chair), abstract nouns (pain, bravery,

11




and love), count nouns (pens, ducks, and guitar), mass nouns (rice,
applesauce, and gravy), and group nouns (board, bank and government),
b. Verbs

Verbs are action-oriented words. Nouns that refer to situations,

Prepositions are any words that assist in locating objects and actions in
time and place. For instance, before, above, and behind.

b. Conjunction




Conjunctions are sometimes referred to as logical connectors because
they indicate the relationship between the linked clauses. For instance,
while, due to, but, unless, and, or.

¢. Pronouns

Pronouns refer to nouns that\have been mentioned in the discourse or

indicate the impendi /\

in the first
is not yet complete. Learning vocabulary is a cyclical process that begins with
encountering new words and initial learning, and continues with repeated

encounters, each time expanding understanding of the terms' meanings and

13




usage in a foreign language. This means that each time the pupils encounter
certain terms, they are indirectly strengthening their knowledge of them. Nation
(2008) asserts that vocabulary instruction cannot be left to itself. He outlines
how to maximize vocabulary acquisition through communicative tasks in the

tfollowing manner:
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cquining a clear

1e words.

As previously stated, vocabulary development entails the comprehension
of novel word forms. Learners are expected to understand how a word 15

pronounced and how it is written, These are critical components of the word's

14




comprehension, The instructor can participate in word forms in a variety of ways,
Attentively begin, pupils must listen to and repeat what the teacher says. Second,
the students pay attention to the written form, such as word spelling and the imual
and final letters. Thirdly, students take note of grammatical details, such as the

article used in the multiple or singulafmoun. Fourth, kids copy and organize new

often given Iittle
priority to vocabulary teaching and learning, but recently there has been a
renewed interest in the nature of vocabulary and 1t 1s role in learning and teaching

(Richard as cited in Munir, 2016).




Teachers are expected to have language skills in simple English when
teaching English vocabulary to young learners. In other words, the aim of English
teaching is introducing the language, which means that the current context of the
situation must be used by the teaching processes. Teachers have to do this
because teaching English vocabuldry to children s different from adults.

Teachers should try using ..t/\

xplain the meaning of the words being

taught as clearly 2

e At at a good vocabulary
f—-/ \(\ P‘*S MUH4 @I;\w e learners. (2) It
7

‘O

P - 3
7o &4

2. The CRAEET RPN ERICE CA I,
/)/t )

&I
gt

convey info : el dshadhin his demonstrates
that the language and voes onie another. Furthermore,
Haswell (2001) asserts that without a comprehension of vocabulary, there will be
no language acquisition or language learning, whether in the first or second

language. According to Cameron (2001), acquiring words is not yet complete.
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Learning vocabulary is a cyclical process that begins with encountering new words
and initial learming, and continues with repeated encounters, each time expanding
understanding of the terms’ meanings and usage in a foreign language. This means
that each time the pupils encounter certain terms, they are indirectly strengthening
their knowledge of them. Nation (20084 @sserts that vocabulary instruction cannot
be left to itself, He t}uﬂlﬂ ocabulary acquisition through
communicative tasks inthe \
, ,./ NS MUH .
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itten input and
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e words, the five

essential steps are to have sources for meeting new words, acquiring a clear image,

whether visual or auditory or both, and making use of the words.




As previously stated, vocabulary development entails the comprehension of
novel word forms. Learners are expected to understand how a word is pronounced
and how it is written. These are critical components of the word's comprehension.
The instructor can participate in word forms in a variety of ways. Attentively begin,

pupils must listen to and repeat what the teacher says. Second, the students pay

$ &\l

~ o

:
yy

ST —in fact learnineistl

::::::

) create motivating
and dynamic class is game. The reason is that learning takes place when students
take part in activitiés that require them to use what they have been drnlled on in a

relaxed atmosphere. The game is suitable not only for children, but also for adults.

18




According to Shuterland (2009), the Word Search Game is an excellent way
tor children to memorize and expand their vocabulary, A Word Search 1s essentiaily
a collection of seemingly random words that move vertically, horizontally. or
diagonally in two directions; forward or backward in each of these four directions.

I'he Word Search game 15 a type of word finding game that is well-known for

assisting pupils in recognizing A game in which the letters of a word

\ p play this game, players
.,.\ -
W88

\\\\\\ﬂ'h////

‘A‘\\ \f’

directio

unfamiliar with the rules, most students appreciate games and enjoy.

19




¢. Procedure to teach vocabulary by using Word Search

Game acuvities can be effective methods for teaching voungsters a foreign
language. As such, a critical component of the teacher's equipment should be a word
search game that may be utilized to develop situational language. According to
Shutterland, as cited in Munawaroh (24
vocabulary games:

1} The teacher prov

}, the following strategy 15 suitable tor

s understand the game's

T L,
::::::::

and instruction, they play the game.
5) The teacher gives the students 20 minutes to complete their task and requires

them to memorize at least ten words and discuss them together. How objects or

20




events are regarded also has an effect on how they are perceived. The rules were
adapted from Shutterland (2009).
d. The Advantages and Disadvantages of Word Search Game
Gemert (2020) believes there are several the advantages and disadvantages

of using word search game as follc

The Advantages:

“-\p\!(u AA !S 3 4,4

Treat was ) !k :
S ER\SLLT
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3) Doing word search may take students away from their close relationship
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3. The Concept of Perception
a. Defimition of Perception
According to Ou (2017), perception is defined as: 1) The way you think
about something and your view of how it is. 2) The manner in which you see things

using your senses of sight, hearing, and o on.3) | he innate ability to comprehend

(&\F\K ASC‘L?

\\\\\\“i h///l i

The initial stage of perception is selection, during which we convert
information about ambient sumuli into meamngful experiences. In our daily

lives, we are continually inundated with so much information that we may face

22




this stimulation in the blink of an eve: the words we are hearing, the witness to
an accident, the ticking of a clock, to mention a few examples, because our
UNIVETSE ENCOMpasses everything.

. Organization

The second stage of the perceivingprocess 15 organization. We must arrange

the data we collect Fru urldhby recognizing relevant patterns,

el nic

''''''''''
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h we learn about

construct the image of others in ways that serve to stabilize, predict, and

manage our view of the social world to the extent that we attribute stable straits

and enduring disposition on the other people. We believe that by




understanding their behavior and predicting their future actions, we can better
guide our interactions with them.
2) Social Perception

Social perception is trying to understand people, whether they are

professional athletes, pohitical leaders, criminals, defendants, entertainers, or

2\

impact on how
they are interpreted. Any of a number of words could emerge. Depending on
the stimuli that we register. | he connection we make between these stimuli

and our interpretation of them.

24




C. Positive and Negative Perception
Positive perception 1s a personal judgment about a specific object that
1S positive or as expected. Meanwhile, a negative perception is a personal
judgment about a specific object that is not as expected According to

Robbins (2003), positive perception stems from an individual's satisfaction
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¢. Object can’t react but people can, that is why, perception of human can
change from time to time.

25




Perception of human or society is a process to capture meaning from social
objects and events in environment that happened. Evervone has different
perception about society. There are some principle about social perception
according to Deddy (2015)

\ 9\ ///'l“p‘\\\
By =\

¢

vl

\  ‘4kaaN

D. Theoretical Framework

The theoretical framework underlving this research is given in the following

[hagram:
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CHAPTER 111
RESEARCH METHOD
A. Research Design
The researcher conducted this research using Descriptive Quantitative, The

objective of this study was to identify studénts perception about Word Search Game
Strategy in learning English voca /\ ed as quantitative study because

interpreted as sentences.

- 2 ‘:_‘
o O Word
P r N ) dena D

///llllu\\\\
o 1

Tinggimoncong Sat: sgaringin eonsisting of 20 students. The reason for choosing
the participants because the students of eighth grade had been taught by the teacher
using Word Search game strategy. The purposive sampling technique was used n this

research.
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C. Research Variable and Indicator
I. Research Varable
This research used two variables. The independent variable was English
vocabulary, and the dependent variable was Word Search Game Strategy.

2. Research Indicator

The indicator of this reses . g he students’ perception the use

vocabulary in terms of

. 'l A
S\l
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Positive Negative

Strongly Agree 5 1




Agree -+ 2

Neutral 3 3

Disagree 2 4

3
(Dawes, 2008)

Strongly Disagree

"_f_!- b Re ‘." g/
5 )
O\

N0
it

¥ 7

the students. The data from the questionnaire was used to learn about the students’
perception on the use of word search game in learning English vocabulary. The
Likent Scale using to analyze and was classified into five levels. There were two

types of statements: positive and negative opinions.

30




F. Technique of Data Analysis
The researcher used the following formula to anaiyze the data:

1. Caleulate each respondent's overall score from the questionnaire.

P 2 100%
—'ﬁ'?‘i %

\\\\"' '://
x‘

n  Total sample

(Gay, 2012)
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Table 3.2
Level of Perception

Level of Perception Score

Positive 61-100

32



CHAPTER IV

FINDINGS AND DISSCUSSION

A. Findings

There were 20 participants used to gllect the data and gathered through the use

of questioner. Then the researcherfanal : mmine the percentage. which is

lllllllll
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The table above show about the teacher used interesting media in teaching English
vocabulary so, the students easy to understand shows that 2 ( 10%) students choose
strongly agree (SA), 14 (70%) agree (A ), 4 (20%) neutral (N), none select disagree (D)
and strongly disagree (SD), Most of the students agreed when the teacher used

.“&.'J KRV ;)‘$

7/

(“ ) 4 \,
The Table ¢ &2 e ga . o teacher in
({ %
teaching English vogs : studonis _

12 (60%) agree (A | ongly disagree

(SD). It means most of students agree that game is one of the media used by the teacher

to teach English vocabulary.




Table 4.3 “Item 37: The teacher showing on how to playing the game

No. Opinion Frequency | Fercentage (%)
1. Strongly Agree 4 20
2 Agree 13 65

4. Disagree | ?
5. Strongly Disagree -
Total 20 30

a5




The table above show about the teacher asks the students 1o play the game shows
that 4 (20%) students choose 1o strongly agree (SA), 12 (60%) agree (A). 4 (20 %)
neutral (N). none choose to disagree (D) and strongly disagree (SD). It means most

students agree the teacher asks them to play the game,

Table 4.5 “Item 5": The form of Efiglishivocabulary game is random

N\
N\

Percentage (%)

Table 4.6 “Item 6": the game ing by students with find and match the
letters to become a word
i,
No. Opinion Frequency | Percentage (%)
i 2 Strongly Agree - B

36




No. Opinion Frequency | Percentage (%)
2, Agree 15 s
3, Neutral 5 25
4 Disagree i :

Strongly Disagree

Total

20

- b




The table above show about I can memorize and pronounce ten words after playing
the game™ shows that 10 (50%) students choose strongly agree (SA), 5 (25%) agree
(A), 5 (25 %) neutral (N), none choose to disagree (D) and strongly disagree (SD). It
means most of students agree that they can memorize and pronounce ten words after

playing the game.

Table 4.8 “Item 8": The

'4,"“ ' ; “\\: 7 \
W NN

) s smr IR
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(@u ; 50%) agree
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(A), 3 (15 %) neutral )AKA ARSI
l— A

It means most of st S ag | game could increase

their vocabulary.
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Table 4.9 “Item 9”: The teacher gives five minutes to complete the game

No. Opinion Frequency | Percentage (%)
1. Strongly Agree 3 15
2 Agree 6 30

Q"o \\“P‘KASSAA ‘?

- \\m\'h /
\\\\ \u\‘xu/ ;,/ ~

=

Disagree 2

Strongly Disagree
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No. Opinion Frequency Percentage (%)

Total 20 100

The table above show about I found five new words after playing the game

shows that 3 (15%) students choose stronglhagree (SA ), || (55%) agree (A ), 4 (20%)

Agres |\ \\\lh,////

\“ S 2EY
N ", %

= quickly shows
that 5 (25%) students ¢ ongly agree(SA ), 10 (50% ) agree (A), 5 (25%) neutral
(N). none choose to disagree (1)) and strongly disagree (SD). [t means the majonity of

students agree, and they felt happy when they can finish the game quickly.




Table 4.12 “Item 12”: The game for learning English vocabulary is easy to

play
No. Opinion Frequency | Percentage (%)
L. Strongly Agree 10 50
2, 35

Strongly Disagree
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Nu' ﬂ]lillinn Fl'ﬂ]“ﬂ“’:}' Pertﬂﬂﬂge [‘}a,
Total 20 100

Table 4.13 above is about I prefer to play this game alone shows that 6 (30%)

B.ppv-

EoA

?PQ'TA

(D) and strongly disagree (SD), It means the majority of students agree the game is fun.
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Table 4.15 *“Item 15”: It’s easy to pronounce new words after playing this

game
No. Opinion Frequency Percentage (%)
L Strongly Agree 3 25
2 Agree 1 30

thn/jy/

\\‘\ \ AA\

/ {///

. i,
No. Opinion Frequency | Percentage (%)
Strongly Agree -
2 Agree I >




No. Opinion Frequency Percentage (%)
3. Neutral 5 25
4 Disagree f 30
5. Strongly Disagree 8 40
Total 20 100

Table 4.17 above is about | felt frustrated when 1 can’t find the words quickly

shows that none students choose strongly agree (SA) agree (A), 5 (25%) neutral (N), 8




{40%) choose to disagree (D) and 7 (35%) choose strongly disagree (SD). Tt means that

most of students disagree they felt frustrated when they can’t find the words quickly.

Table 4.18 “Item 18™: It is difficult for me to memorize the words in the game

No. Opinion Frequency Percentage (%)

Strongly Agree

No Opinion Frequency Percentage (%)
i Strongly Agree
2. Agree 1 3
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No Opinion Frequency Percentage (%)
3. Neutral 4 20
4 Disagree T 23
5. Strongly Disagree 4 20
Total 100
Table 4.19 above A y s shows that none
students choo p e neutral
b
(N, 1 . < ’
the W
Ta is
gam
No. )
e
1. /)
2
3 d / A
4. 0
5 trongly Disagree 20
Total 20 100

Table 4.20 above 1s about My vocabulary does not increase after playing this game

shows that | (5%) student choose strongly agree (SA), | (5%) choose agree (A), 8




(40%) choose neutral (N), 6 (30%) choose disagree (D) and 4 (20%) choose strongly
disagree (SD), It means the majority of students neutral their vocabulary does not
increase after playing the game,

3. The mean score of the students” perception on the use of Word Search Game in

Learning Enghsh Vocabulary.

The mean score of the rese

///,/&%';;;ﬁy\\\\\‘
voeabulary 15784 indieating (”’,’!:’!V\-\}\. smian of the use of
' /"’ !l' \

Table 4.21 (level of perception)

Level of perception Score
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Positive 61-100
Neutral 21-60
Negative 0-20
(Best, in Fitriani 2010)
The table of level a perceptiond : a positive perception of using

Word search Game in lec

b 4
B. Discussion
L/ A A v
<
tap
Sangg
to dete ; : gy in
learning \
\J % N
Bas ! ; e 1S o used by
. 2 :
the teacher : with the
A ;
statement. Mo o : _ memorize
\J

and pronounce | A ysis, the mean
score of students’ - : _ s Strategy in learning

English vocabulary was 78,4 % of students had a positive perception. |'he finding also
showed that all of the students agreed Word Search Game Strategy implemented by the
teacher in learning English vocabulary because the game can help students increase

their language. 1t 1s related to Shutterland (2009) states that Word Search Game 1s one




of the top games that are great for students to memorize and increase vocabulary, The
students’ positive response related with Robbins (2003 states that positive perception
stems from an individual’s satisfaction with a specific object, which becomes their
source perception, and individual’s knowledge and experience with the entity

perceived.  Lhe theory above shows that théstudents feel sausfied with using Word

Search Game in learning English ve€abu
This research is sdpp uded that based on the
_,,,‘-/ ({‘ !}S MUH4 4,;@ abulary through
jumble wg @Q’ \“\p;‘g‘uAm 3 5 5 Ant [ learning
\A Y 44) 7, .
\ ‘e, e | -
Wy by (i

a5 T s o heabio
FaIme, 3 10 Al

e 0o

SMPN & Satap
Sanggaringan Malino at Eighth Grade had a positive perception about using Word
Search Game in learning English vocabulary. They agreed that the Word Search Game

could help them memorize and pronounce ten words after playing the game. Most
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students also decided that Word Search Game could increase their vocabulary because

the game is interesting, and they could be an enthusiast in learning new words,




CHAPTER YV

CONCLUSION AND SUGGESTION

A. Conclusion

Based on the findings and discussion of data analysis research in the previous

S o
N
AR
LHiR
\

‘.

]
=

A\

. For the Next Researcher
It will be interesting 1f the next researcher uses this thesis as a reference for

vocabulary teaching and learming studies.
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Appendix 2
QUESTIONNAIRE

Kelas

Intruksi:

Silahkan berita tanda (V) pag
anda.

ang sesual dengan kondisi

Keterangan:

SA

(The teacher used an interesting
media in  teaching  English




vocabulary so the students easy
to understand)

media yang digunakan oleh gury
dalam mengajar kosakata bahasa

||||||

(The game is playing by students
with find and match the letters to
became a word).
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Setelah memainkan permainan
sava bisa mengingat sepuluh kata
dan menyebutkannya.

(I can memorize and pronounce
fen words afier plaving the

9
‘b QXKAS S 4

\\\\\“h,//

game quickly).
Punmnn:t kqsahta




(the game for learning English
vocabulary is easy to play).

Saya lebih senang memainkan
permainan ini sendiri.

(1 prefer 1o play this game alone)

R

falaiiss -

(1t is difficult for me to memorize
the words in the game).
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Saya  sulit  menyelesaikan
permainan ini dalam waktu 20
i

(It is difficult for me to finish this
game in 20 minutes).
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Appendix 5

DOCUMENTATION

Oke mam

Teru Murtuaryati

Oh y& anak-anakku, mam ingin memperke
rmahasiswi unismuh,. Narmanya miss o

dengan penmainan kota

Kalian masih ingat dengn e
berikan di awal semestaik
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BHS INGGRIS kis IX

Hulga

Anda

Says ahan membornikan kuassioner kepads adik?
untub mengetnhul pendepat KaliEn remang
penggunuaan permainnn kato dolam belajar ko

Iye, mam
-t im0
Iye rmiam
Antl

Anulo
Snyn aloan et e nio g




BHS INGGRIS kis 11X

Ok, miss
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& T EHS IHGGR!S kls I1X

o =

I Murhavati
O miss nikma dan anak-anakki sekalian |angan
lpea i jawah kuesioner 1sh. Oh ya; untuk mater

descriptive text kita lanjutkan pads pertemuan

ly, mam

Helga
lyamam |

Ivana
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Appendix 6

Word search game




