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Learnin
Outcom%s PLO-16 Demonstrate a good understanding of English language learning concepts from a national and global
(PLO) perspective.
Program Objectives (PO)
PO-1 Understanding the basic concepts, techniques, and procedures of English language teaching through
games, songs, and storytelling
PO -2 Planning, implementing, and evaluating English language teaching through games, songs, and storytelling
PO -3 Developing a practical handbook of teaching English through games, songs, and storytelling
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each learning Evaluation Student Assignments, materials | Assessment
Week- SAaE [ Estimated time] Weight (%)
= % o References
(Sub-PO) Indicator Criteria & Form | Offline ( Online ( online)
offline )
(1) (2 (3) (4) (5) (6) (7) (8)
1 Become able to Being able to Project 3%
understand the select traditional | Form of Based
?:::Sk:%igzgg,egt:d gggtemporary S:rst?s:: :rnt : Iée)? r5n(i)ng
procedures of games in TEFL licipatory
English language Activities
teaching through
games, songs, and
story telling. PLO-2
2 Er?gggg 23'3120 1.Being able to Project 0%
Based
basic concepts, sele_c_t Learnin
techniques, and traditional 2 X 50 9
procedures of and
English language contemporary
teaching through games
games, songs, and ’ d
story telling. PLO-2 songs, an
stories used
in TEFL
2.Become able
to identify
appropriate
techniques
and
procedures in
teaching
English
through
games,
songs, and
stories
3 Be((j:ome a(kj)lehto 1.Being able to Project 0%
understand the Based
basic concepts, selelc‘t Learnin
techniques, and traditional 2 X 50 9
procedures of and
English language contemporary
teaching through games
games, songs, and ' d
story telling. PLO-2 songs, an
stories used
in TEFL
2.Become able
to identify
appropriate
techniques
and
procedures in
teaching
English
through
games,
songs, and
stories
4 Be able to apply 1.Being able to Project 0%
appropriate apply Based
techniques, and . Learnin
procedures of appropriate 2 X 5(; 9
English language techniques
teaching through and
games and songs
and be able to do Eroclgfiures of
story telling in an nglis
interesting way. teaching
through
games and
songs
2.Being able to
tell stories
interestingly
to facilitate
the students'
learning




Be able to apply 1.Being able to Project 0%
appropriate apply Based
techniques, and . Learning
procedures of appropriate 2 X 50
English language techniques
teaching tgrough and
Caes Spongs | proceduesol
story telling in an English
interesting way. teaching
through
games and
songs
2.Being able to
tell stories
interestingly
to facilitate
the students'
learning
Being able to use 1.Being able to Project 0%
relevant learning select Based
sources and IT as . Learnin
media to teach suitable and 2% 50 9
English through relevant
games, songs, and learning
story telling sources and
ITasa
medium to
teach English
through
games,
songs, and
story telling
2.Being able to
use them in
teaching
English
Being able to use 1.Being able to Project 0%
relevant learning select Based
sources and IT as . Learnin
media to teach suitable and 2 X 50 9
English through relevant
games, songs, and learning
story telling sources and
ITasa
medium to
teach English
through
games,
songs, and
story telling
2.Being able to
use them in
teaching
English
Mid-term Test 0%
2 X 50
Being abtl)? t(f) be 1.Be able to Project 0%
r nsi r
c%srﬁgle?ingeao plan the E:;ren?n
project on project on 2 X 50 9
designing and designing
Ideveloping and
n m ;
angunge Sames | doveloping
English at junior games,
and senior high songs, and
school levels that stories to

conform to the
learning objectives
and learner's
characteristics.

teach English
at junior and
senior high
school level
2.Be able to
design and
develop
games,
songs, and
stories to
teach English
at junior and
senior high
school level




10 Being abtl)(le tffJ be 1.Be able to Project 0%
responsible for Based
completing a plan the Learnin
project on project on 2e)?50 9
designing and designing
developing and
language games :
and songs to teach developing
English at junior games,
and senior high songs, and
school levels that stories to
Iceoe?rfr?igg (t)%jtgstives teach English
and learner's at junior and
characteristics. senior high

school level
2.Be able to
design and
develop
games,
songs, and
stories to
teach English
at junior and
senior high
school level

11 Being abllj? t? be 1.Be able to Project 0%
responsible for Based
completing a plan the Learnin
project on project on 5% 50 9
designing and designing
developing and
language games ;
and songs to teach developing
English at junior games,
and senior high songs, and
school levels that stories to
conform to the teach English
learning objectives R
and learner's at junior and
characteristics. senior high

school level
2.Be able to
design and
develop
games,
songs, and
stories to
teach English
at junior and
senior high
school level

12 Being abllo? t? be 1.Be able to Project 0%
responsible for Based
completing a plan the Leamin
project on project on X 5(') 9
designing and designing
developing and
language games :
and songs to teach developing
English at junior games,
and senior high songs, and
school levels that stories to

conform to the
learning objectives
and learner's
characteristics.

teach English
at junior and
senior high
school level
2.Be able to
design and
develop
games,
songs, and
stories to
teach English
at junior and
senior high
school level




13 Being abtl)cle t(f) be 1.Be able to Project 0%
completing plan the P
project on project on
designing and designing 2 X 50
developing and
language games ;
and songs to teach developing
English at junior games,
and senior high songs, and
school levels that stories to
Iceoe?rfr?igg (t)%jtgstives teach English
and learner's at]gnlor_and
characteristics. senior high

school level
2.Be able to
design and
develop
games,
songs, and
stories to
teach English
at junior and
senior high
school level

14 Being able to be 1.Being able to Project 0%
Completing & design pased
project on games, Learning
designing and songs, and 2 X 50
developing stories to
language games teach English
and songs to teach P d
English at junior at junior an
and senior high senior high
school levels that school level
ioarming opjectives |  2:Being able to
and learner's pre;ent the
characteristics. project
PLO-12 designed

before

15 Being able to be 1.Being able to Project 0%
responsible for desian Based
completing a 9 Learning
project on games, 2 X 50
designing and songs, and
developing stories to
language games teach English
and songs to teach L d
English at junior atjunior an
and senior high senior high
school levels that school level
Iceoa?rfr%ng; gl)thQ(?tives 2.Being able to
and learner's present the
characteristics. project
PLO-12 designed

before

16 Being able to be 1.Being able to Project 0%
responsible for desian Based
completing a 9 Learning
project on games, 2 X 50
designing and songs, and
developing stories to

English at junior
and senior high

conform to the
and learner's

characteristics.
PLO-12

language games
and songs to teach

school levels that

learning objectives

teach English
at junior and
senior high
school level
2.Being able to
present the
project
designed
before

Evaluation Percentage Recap: Project Based Learning

No | Evaluation Percentage
1. | Participatory Activities 3%
3%

Notes




1.

10.
11.
12.

Learning Outcomes of Study Program Graduates (PLO - Study Program) are the abilities possessed by each
Study Program graduate which are the internalization of attitudes, mastery of knowledge and skills according to the
level of their study program obtained through the learning process.

The PLO imposed on courses are several learning outcomes of study program graduates (CPL-Study Program)
which are used for the formation/development of a course consisting of aspects of attitude, general skills, special
skills and knowledge.

Program Objectives (PO) are abilities that are specifically described from the PLO assigned to a course, and are
specific to the study material or learning materials for that course.

Subject Sub-PO (Sub-PO) is a capability that is specifically described from the PO that can be measured or
observed and is the final ability that is planned at each learning stage, and is specific to the learning material of the
course.

Indicators for assessing ability in the process and student learning outcomes are specific and measurable
statements that identify the ability or performance of student learning outcomes accompanied by evidence.
Assessment Criteria are benchmarks used as a measure or measure of learning achievement in assessments
based on predetermined indicators. Assessment criteria are guidelines for assessors so that assessments are
consistent and unbiased. Criteria can be quantitative or qualitative.

Forms of assessment: test and non-test.

Forms of learning: Lecture, Response, Tutorial, Seminar or equivalent, Practicum, Studio Practice, Workshop
Practice, Field Practice, Research, Community Service and/or other equivalent forms of learning.

Learning Methods: Small Group Discussion, Role-Play & Simulation, Discovery Learning, Self-Directed Learning,
Cooperative Learning, Collaborative Learning, Contextual Learning, Project Based Learning, and other equivalent
methods.

Learning materials are details or descriptions of study materials which can be presented in the form of several
main points and sub-topics.

The assessment weight is the percentage of assessment of each sub-PO achievement whose size is
proportional to the level of difficulty of achieving that sub-PO, and the total is 100%.

TM=Face to face, PT=Structured assignments, BM=Independent study.
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