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MODUL 8  

GIVING AND RECEIVING 

FEEDBACK  
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Daniel Goleman 
(penulis – Emotional Intelligence) 

“Feedback adalah  

alat untuk mengembangkan 

perubahan dan pertumbuhan,  

bukan pelampiasan emosional !” 
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• Feedback dapat memotivasi dan 

menginspirasi berdasarkan kenyataan 

• Penelitian menunjukkan bahwa orang yang 

menerima feedback konstruktif secara 

reguler akan cenderung memiliki kinerja 

yang baik  

Nilai Feedback 
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• Semua orang memerlukan feedback – 

tanpa feedback kita akan merasa 

terisolasi dan tertekan  

• Mahir memberikan feedback akan 

meningkatkan hubungan dan kinerja Anda 

sehingga Anda semakin layak dan 

dipercaya 

Nilai Feedback 
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• Ketika seseorang : 

– Telah mencapai hasil yang memuaskan  

– Telah bekerja keras untuk mencapai suatu 

hasil  

– Telah berinisiatif untuk melakukan lebih dari 

tugas dan pekerjaannya untuk membantu  

– Memiliki motivasi rendah dan Anda ingin 

meningkatkannya  

– Memerlukan persepsi positif 

Kapan Memberikan Feedback ? 
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• … atau ketika seseorang : 

– Tidak melakukan sesuatu sehingga timbul 

masalah  

– Terlibat konflik dan telah menjadi karakteristik 

konsisten dalam hubungan dengan orang lain 

– Sering membutuhkan campur tangan/perbaikan 

dalam melakukan pekerjaan 

– Mereka tidak dapat diandalkan dalam pekerjaan 

Kapan Memberikan Feedback ? 
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BOOST In Giving Feedback 

• Balanced 

• Owned 

• Observed 

• Specific 

• Timely  
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Impact Desired 
outcome 

Action/Behaviour 
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S.A.R.A.H.  
Model Respons terhadap Feedback 

Honesty 

(Jujur) 

‘Mungkin yang  

mereka katakan  

ada benarnya … 

Acceptance  

(Menerima) 

‘Mengapa mereka 

berkata begitu?”  

Rejection 

(Menolak) 

‘Yah, mereka 

akan berkata 

begitu…  

Anger 

(Marah) 

‘Berani benar  

   mereka berkata … 

Shock 

(Terkejut) 

‘Mereka  

berkata apa … 

Feedback 
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ROLEPLAY 
GIVING 

FEEDBACK 
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Memberikan Feedback secara Efektif  

Perilaku – the Don’ts 

• Hanya fokus pada kelemahan atau area 

perbaikan  

• Menggunakan feedback sebagai 

pelampiasan kemarahan Anda  

• Menyalahkan orang lain 

• Bersikap agresif 

• Kurang berempati 
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Memberikan Feedback secara Efektif 

Perilaku – the Do’s 

• Siapkan fakta 

• Empat mata 

• Fokus pada masalah, bukan pribadi 

• Gunakan bahasa positif 

• Bangun “penerimaan” 

• Berikan motivasi 

• Empati 

• Sepakati tindak lanjut 
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Self-Produced 

Game Board: 

FlexLead 
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Objectives: 
 

• FlexLead Game Board is 

specifically designed to facilitate 

the participants increasing their 

leadership skill 

 

• Giving participants the 

opportunity to exchange ideas 

and to practice leadership skill 

in certain situation and challenge 

 

• Enable participants to ‘shape up’ 

their Leadership Flexibility in the 

most fun way possible. 

“Practice 
Makes 
Perfect” 

FlexLead Game Board 
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How to win 
• The winner team is the team who gained the highest 

points. The game is over when one of the players 

reaches “FINISH” (*with the right number displayed 

on the dice, during their last round) 

 

• Total steps are the accumulation points that player 

got from: 

     1. Challenge card, 

     2. Development card, 

     3. Situation card 
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Key Parts 

 

How the point determines the steps: 

+2 means 2 steps forward 

+1 means 1 step forward 

 -1 means move 1 step backwards 

  0 means stay at your space 

 

 

Situation Card is taken from TACK Twelve 

Supervisory/Management Situations. 

 

Each time players take this card, they 

should take the alternative solution card 

at the same time. 
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Key Parts 

• Challenge cards will give the player the 

opportunity to challenge themselves to explore 

solution regarding some cases presented. 

 

• Development card will give the player the 

opportunity to explore the ideas and possibilities 

to develop their staff accordingly and effectively, 

based on their needs and characteristic. 

 

• The player will move forward 2 steps points 

when the answer is correct, and 1 step when the 

answer is half correct or almost correct, as well 

as for the player who can answer the question 

that can not be answered by another player 


