
 

 

 

 

 

 

 

112 

 

REFERENCES 

Aisyah, Jullia. "Students’ reading anxiety in English foreign language classroom." 

Journal of English and Education 5, no. 1 (2017): 56-63. 

 

Alferink, L. A., & Farmer-Dougan, V. “Brain-(not) based education: Dangers of 

misunderstanding and misapplication of neuroscience research” (2010): 

Exceptionality, 18, 42–52 

 

Anderson, J. R. Cognitive Psychology and Its Implications. Macmillan. 2013 

 

Anderson, Michael C., Alan Baddeley, and Michael W. Eysenck. Memory. 

Psychology Press. 2009 

 

Arumugam, Rooban, and Norah Md Noor. "Mobile Apps Based on Keller 

Personalized System of Instruction to Promote English Vocabulary 

Acquisition." Int. J. Interact. Mob. Technol. 15, no. 23 (2021): 4-17. 

 

Astutik, Y., Setiawan, S., Anam, S., & & Suhartono, S. “I Can Teach with My 

Videos: How Do Teachers Teach English to Young Learners in a 

Technology-Limited Environment?” International Journal of Learning. 

(2022) 

 

Baddeley, Alan. "Working Memory: Looking Back and Looking Forward." Nature 

Reviews Neuroscience 4, no. 10 (2003): 829-839. 

 

Bakar, Ab Rahim, Shamsiah Mohamed, Asmawati Suhid, and Ramlah Hamzah. 

"So You Want to Be a Teacher: What Are Your Reasons?" International 

Education Studies 7, no. 11 (2014): 155-161. 

 

Bai, Chunguang, Patrick Dallasega, Guido Orzes, and Joseph Sarkis. "Industry 4.0 

Technologies Assessment: A Sustainability Perspective." International 

Journal of Production Economics 229 (2020): 107776. 

 

Bochennek, Konrad, Boris Wittekindt, Stefanie-Yvonne Zimmermann, and 

Thomas Klingebiel. "More Than Mere Games: A Review of Card and 

Board Games for Medical Education." Medical teacher 29, no. 9-10 

(2007): 941-948. 

 

Borg R Walter, Gall D. Meredith. Educational Research. Longman, New York. 

2003 

 

Bradfield, Chris. Godot 4, Game Development Projects. Packt Publishing. 

Birmingham. 2023 

 



 

 

 

 

 

 

 

113 

 

Bransford, J. D., Brown, A. L., & Cocking, R. R. How People Learn: Brain, Mind, 

Experience, and School. Washington, DC: National Academy Press. 

2000. 

 

Brown, Douglas H., Teaching by Principles an Interactive Approach to Language 

Pedagogy. California. Longman. 2000 

 

Brown, Richard G., and Graham Pluck. "Negative symptoms: the ‘pathology’of 

motivation and goal-directed behaviour." Trends in neurosciences 23, no. 

9 (2000): 412-417. 

 

Byram, M. Teaching and Assessing Intercultural Communicative Competence. 

Multilingual Matters. 1997 

 

Choo, LEE Bee, Debbita Tan Ai Lin, and Ambigapathy Pandian. "Language 

Learning Approaches: A review of Research on Explicit and Implicit 

Learning in Vocabulary Acquisition." Procedia-Social and Behavioral 

Sciences 55 (2012): 852-860. 

 

Cook, J. L., & Cook, G. The World of Children (3rd ed.). Boston, MA: Allyn & 

Bacon. 2014 

 

Creswell, J. W., Research Design: Qualitative, Quantitative, and Mixed method 

Approaches. California. Sage. 2014 

 

Cózar-Gutiérrez, Ramón, and José Manuel Sáez-López. "Game-based learning and 

Gamification in Initial Teacher Training in the Social Sciences: An 

Experiment with MinecraftEdu." International Journal of Educational 

Technology in Higher Education 13 (2016): 1-11. 

 

Cummins, J. The Role of Primary Language Development in Promoting 

Educational Success for Language Minority Students. In Schooling and 

Language Minority Students: A Theoretical Framework. Evaluation, 

Dissemination, and Assessment Center. California State University. 1981 

 

Dick & Carey. The Systematic Design of Instruction. Merrill. Pearson. 2009 

 

“Disney Movie Zootopia Try Everything” Homepage online available 

https://disney.fandom.com/ internet accessed on May 9, 2024 

 

Dubinsky, J. M., Roehrig, G., & Varma, S. “Infusing Neuroscience into Teacher 

Professional Development”. Educational Researcher (2013): 42, 317–

329 

 

Duchesne, Stephane, Catherine F. Ratelle, and Simon Larose. "Bidirectional 

Relations between Autonomous Motivations and Approach Goals and 

https://disney.fandom.com/


 

 

 

 

 

 

 

114 

 

Their Contribution to School Functioning." Educational Psychology 42, 

no. 2 (2022): 240-258. 

 

Ed.i,. Desain Grafis Profesional dengan Adobe Photoshop CS 4. Yogyakarta: Andi. 

2010 

 

Ellis, Nicholas Carlton, and Nick C. Ellis. “Implicit and Explicit Learning of 

Languages”. Studies in Second Language Acquisition, Volume 18, Issue 

4, December 1996, pp. 512-513 DOI: 

http://doi.org/10.1017/S02722631000154121994. 

 

Elliot, A. J., & Dweck, C. S. Competence and motivation. Handbook of competence 

and motivation, 3-12. 2005 

 

Ertmer, Peggy A., and Anne Ottenbreit-Leftwich. "Removing Obstacles to the 

Pedagogical Changes Required by Jonassen's Vision of Authentic 

Technology-Enabled Learning." Computers & Education 64 (2013): 

175-182. 

 

Felicia, Patrick. "What Evidence Is There That Digital Games Can Contribute to 

Increasing Students’ Motivation to Learn." Available in http://linked. 

eun.org/web/guest/digital-games-pract. 2011 

 

Filgona, Jacob, John Sakiyo, D. M. Gwany, and A. U. Okoronka. "Motivation in 

Learning." Asian Journal of Education and Social Studies 10, no. 4 

(2020): 16-37. 

 

Fischer, K. W. Mind, Brain, and Education: Building a Scientific Groundwork for 

Learning and Teaching. Mind, Brain, and Education, 3, 2–16. 2009 

 

Gamal, Annisa Hafizah. "Developing Multimedia Technology For Efl Classrooms 

In Indonesia Using Addie Model: A Literature Review." Eltr Journal 7, 

no. 1 (2023): 14-22. 

 

Grabe, W., & Stoller, F. L. Teaching and Researching Reading. Routledge. 2002 

 

“Godot Engine”, Free Open Source 2D and 3D Game Engine. Homepage Online 

available from https://godotengine.org/; Internet accessed on March 7, 

2024  

 

Hake, R.R. “Interactive-Engagement Versus Traditional Methods: A Six-Thousand 

Student Survey of Mechanics Test Data for Introductory Physics 

Courses”. American Journal of Physics, (1998): (66) 64. DOI: 

10.1119/1.18809. 

 

Hallifax, Stuart, Elise Lavoué, and Audrey Serna. "To Tailor or not to Tailor 

Gamification? An Analysis of the Impact of Tailored Game Elements on 

https://godotengine.org/
https://godotengine.org/;%20%20%20Internet%20accessed%20on%20March%207,%202024%20at%2022:30%20WIB
https://godotengine.org/;%20%20%20Internet%20accessed%20on%20March%207,%202024%20at%2022:30%20WIB


 

 

 

 

 

 

 

115 

 

Learners’ Behaviours and Motivation." In International Conference on 

Artificial Intelligence in Education, pp. 216-227. Cham: Springer 

International Publishing, (2020). 

 

Harahap, S. H., & & Kembaren, F. R. “Teachers' Perceptions of Utilizing Quizizz 

Application inELT for Young Learners”. Scope: Journal of English 

Language Teaching, (2023). 

 

Hinton, C., Miyamoto, K., & Della-Chiesa, B. “Brain Research, Learning and 

Emotions: Implications for Education Research, Policy and Practice”. 

European Journal of Education (2008): 43, 87–103. 

 

Hobri. Metodologi Penelitian dan Pengembangan. PENA Salsabila. Jember.  2010 

 

Hosseini, Mohsen Masoumain, Toktam Masoumain Hosseini, Karim Qayumi, and 

Shahriar Hosseinzadeh. "How to Develop a Memory Game for Clinical 

Courses: A Leading Approach to the Interaction of Education." Journal 

of Medical Education 22, no. 1 (2023). 

 

Huang, R., Spector, J. M., & Yang, J. Educational Technology: A Primer for the 

21st Century. Springer. 2019 

 

Hwang, Gwo‐Jen, Han‐Yu Sung, Chun‐Ming Hung, Li‐Hsueh Yang, and Iwen 

Huang. "A Knowledge Engineering Approach to Developing 

Educational Computer Games for Improving Students' Differentiating 

Knowledge." British journal of educational technology 44, no. 2 (2013): 

183-196. 

 

Januszewski, A. & Molenda, M. (Eds.). Educational Technology: A definition with 

Commentary Technology. New York. Routledge. 2008 

 

Kapp, Karl M. The Gamification of Learning and Instruction: Game-Based 

Methods and Strategies for Training and Education. John Wiley & 

Sons, 2012. 

 

Kessels, Roy PC. "Patients’ Memory for Medical Information." Journal of the 

Royal Society of Medicine 96, no. 5 (2003): 219-222. 

 

Klien, Stephen B. Learning Principles and Applications. McGraw-Hill 

International Editions. 1996 

 

Koivisto, Jonna, and Juho Hamari. "The Rise of Motivational Information Systems: 

A Review of Gamification Research." International Journal of 

Information Management, 45 (2019): 191-210. 

 

Krashen, S. D. Principles and Practice in Second Language Acquisition. Pergamon. 

1982 



 

 

 

 

 

 

 

116 

 

 

Krisnayanti, Iga Ayu Anggela Heni, and Rudy Pramono. "Pengembangan Dan 

Pemanfaatan Media Pembelajaran Fun Indonesian Folktales Pada 

Pembelajaran Bahasa Inggris Siswa Kelas X Sma Negeri 1 Negara." 

Jurnal Ilmiah Mandala Education 9, no. 2 (2023). 

 

K. Shabani, M. Khatib, and S. Ebadi, “Vygotsky’s Zone of Proximal Development: 

Instructional Implications and Teachers’ Professional Development,” 

English Language Teaching, vol. 3, no. 4 (2010): 237-248. 

 

 

“Kurikulum Merdeka”, Sistem Informasi Kurikulum Merdeka. Homepage Online 

available from https://kurikulum.kemdikbud.go.id/kurikulum-

merdeka/ : Internet accessed on April 11, 2024   

 

Kurt Tiftik, G. Ö. K. Ç. E. "Technology-mediated tasks in the young learners’ EFL 

classroom." (2021). 

 

Kusmayanti, Ima Normalia, and Retno Hendryanti. "Square Talks®: A Mobile App 

to Support EFL Learners’ Vocabulary Development." Jo-ELT 

(Journal of English Language Teaching) Fakultas Pendidikan Bahasa 

& Seni Prodi Pendidikan Bahasa Inggris IKIP 8, no. 2 (2021): 139-

151. 

 

Larson, Kristi. "Serious Games and Gamification in the Corporate Training 

Environment: A literature Review." TechTrends 64, no. 2 (2020): 

319-328. 

 

Li, Y., & Zhai, Q. “Analysis of Deficiencies and Countermeasures of Using 

Computer Multimedia in English Teaching Advances in Intelligent 

and Soft Computing.” (2011): 108, 141–147. 

https://doi.org/10.1007/978-3-642-24775-0_22 

 

“LMS Spada”, Homepage online available from https://lmsspada.kemdikbud.go.id/ 

: Internet accessed on April 21, 2024 

 

Lo, Chung Kwan, and Khe Foon Hew. "A Comparison of Flipped Learning with 

Gamification, Traditional Learning, and Online Independent Study: 

The Effects on Students’ Mathematics Achievement and Cognitive 

Engagement." Interactive Learning Environments 28, no. 4 (2020): 

464-481. 

 

Majuri, Jenni, Jonna Koivisto, and Juho Hamari. "Gamification of Education and 

Learning: A Review of Empirical Literature." In Proceedings of the 

2nd International GamiFIN Conference, GamiFIN 2018. CEUR-WS, 

2018. 

 

https://kurikulum.kemdikbud.go.id/kurikulum-merdeka/
https://kurikulum.kemdikbud.go.id/kurikulum-merdeka/
https://doi.org/10.1007/978-3-642-24775-0_22
https://lmsspada.kemdikbud.go.id/


 

 

 

 

 

 

 

117 

 

Maritha, Ema, and Saniago Dakhi. "The Effectiveness of Picture: An Empirical 

Evidence in Vocabulary Mastery." Online Submission 3, no. 3 (2017): 

163-176. 

 

Martínez-Valencia, Ricardo Fabrizio, José Antonio Montero-Valverde, Miriam 

Martínez-Arroyo, and Juan Miguel Hernández-Bravo. "A Web App 

for Teaching Specialized English Vocabulary–Case of Study: 

Computer Sciences." In International Conference on Technologies 

and Innovation, pp. 260-274. Cham: Springer International 

Publishing, 2022. 

 

McAnarney, E. R. Adolescent Brain Development: Forging New Links. Journal of 

Adolescent Health (2008): 42, 321–323. 

 

McCarthy, M., & O’Dell, F. English Vocabulary in Use advanced: vocabulary 

reference and practice: with answers. Cambridge. 2017 

 

M. Suyanto,. Multimedia Alat Untuk Meningkatkan Keunggulan Bersaing, 

Yogyakarta: Andi. 2003 

 

Nation, I. S. P. Learning Vocabulary in Another Language, 2nd ed. 

Cambridge, England: Cambridge University Press. 2013 

 

Nagy, William E., Richard C. Anderson, and Patricia A. Herman. "Learning Word 

Meanings from Context During Normal Reading." American 

Educational Research Journal 24, no. 2 (1987): 237-270. 

 

N. Fleming. Introduction to VARK. Colorado, Colorado State University Press, 

R.M. Felder, Learning and Teaching Styles in Second and Foreign 

Language Education, North Carolina. 1987 

 

Ramli, Ramli. "The effect of Learning Motivation on Student’s Productive 

Competencies in Vocational High School, West Sumatra." 

International Journal of Asian Social Science 4, no. 6 (2014): 722-

732. 

 

Ryan, Richard M., and Edward L. Deci. "Intrinsic and Extrinsic Motivations: 

Classic Definitions and New Directions." Contemporary Educational 

Psychology 25, no. 1 (2000): 54-67. 

 

Piaget, J. The Origins of Intelligence in Children. International Universities Press. 

1952 

 

Perez, M. R., Manssul, D. M., Adao, R., Yu, W., Lagman, A. C., & & Alix, A. 

“Design and Development of Animated Film as Educational Resource 

Material for Muslim Young Learners”. Proceedings of the 2021 9th 

International Conference on Information Technology: IoT and 



 

 

 

 

 

 

 

118 

 

SmartCity, (2021). 

 

Petersen, Steven E., and Michael I. Posner. "The Attention System of The Human 

Brain: 20 Years After." Annual Review of Neuroscience 35 (2012): 

73-89. 

Pham, L. Utilizing Digitally Mediated Warm-up Activities for Developing 

Intercultural Literacyin Young EFL Students: An Exploratory Study. 

Technology in Language Teaching & Learning. 2023. 

 

Pun, M. “The Use of Multimedia Technology in English Language Teaching: A 

Global Perspective”. Crossing the Border: International Journal of 

Interdisciplinary Studies (2014), 1(1), 29–38. 

https://doi.org/10.3126/ctbijis.v1i1.10466 

 

Putu Ade, A.P., & Trisna Jayantika, I.G.A. Panduan Penelitian Eksperimen Beserta 

Analisis Statistik Dengan SPPS. Deepublish Grup. CV Budi Utama. 

2018 

  

Richey C. Rita; Klien D James. Design and Development Research; Routledge; 

New York, London. 2009 

 

Saffold, F. “Engaging Young Learners through Online Teaching”. eLearn. (2021): 

issue 1. http://dx.doi.org/10.1145/3447871.3447536 

 

Sari, N., Mirizon, S., & Inderawati, R. Developing Learning Media of  Recount 

Texts for Vocational High School Students. English Review: Journal 

of English Education (2021): 9(2), 263–276. 

 

Schmitt, N., Cobb, T., Horst, M., & Schmitt, D. How Much Vocabulary is Needed 

to Use English? Replication of Van Zeeland & Schmitt (2012), Nation 

(2006) and Cobb (2007). Language Teaching, 50(2), 212-226. 

https://doi.org/10.1017/s0261444815000075 

 

Setiawan, H. ”Developing Interactive Multimedia for Teaching Reading 

Comprehension on Narrative Texts Based on South Sumatera Local 

Culture”. IDEAS: Journal on English Language Teaching and 

Learning, Linguistics and Literature (2010), 9(2), 632–641. 

https://doi.org/10.24256/ideas.v9i2.2161 

 

Setiawan, Muhammad Rizky, and Pangesti Wiedarti. "The Effectiveness of Quizlet 

Application Towards Students’ Motivation in Learning Vocabulary." 

Studies in English Language and Education 7, no. 1 (2020): 83-95. 

 

Shi, Yue, Martha Larson, and Alan Hanjalic. "Collaborative Filtering Beyond the 

User-Item Matrix: A Survey of the State of the Art and Future 

Challenges." ACM Computing Surveys (CSUR) 47, no. 1 (2014): 1-45. 



 

 

 

 

 

 

 

119 

 

 

Sugiyono. Metode Penelitian Pendidikan (Pendekatan Kuantitatif, Kualitatif, dan 

R&D). Bandung: Alfabeta, 2015 

 

Sugiyono. Metode Penelitian & Pengembangan (Research and Development). 

Alfabeta. Bandung. 2022 

 

Surmanov, S., & Azimova, M. Analysis of Difficulties in Vocabulary Aquisition. 

The Journal of Legal Studies, 6(1) (2020): 144-153. 

 

Sopian, S., Inderawati, R., & Petrus, I. Developing E-learning Based Local 

Folklores for Eighth Graders. English Review: Journal of English 

Education, (2019) 8(1), 101. https://doi.org/10.25134/erjee.v8i1.1813 

 

Taghizadeh, M., & & Yourdshahi, Z. H. Integrating Technology into Young 

Learners' Classes: Language Teachers' Perceptions. Computer 

Assisted Language Learning 982-1006. (2020). 

 

Thiagajaran, S., Semmel, D.S & Semmel, M.I. Instructional Development for 

Training Teachers of Exceptional Children. Minneapolis, Minnesota: 

Leadership Training Institute/Special Education, University of 

Minnesota. 1974 

 

Thompson, Patrick W. "Conceptual Analysis of Mathematical Ideas: Some 

Spadework at the Foundations of Mathematics Education." In 

Proceedings of the Annual Meeting of the International Group for the 

Psychology of Mathematics Education, vol. 1, pp. 31-49. Morelia: 

PME, (2008). 

 

Tsai, Y. L., & Tsai, C. C. Digital Game-Based Second-Language Vocabulary 

Learning and Conditions of Research Designs: A meta-analysis study. 

Computers & Education (2018): 125, 345-357. DOI: 

10.1016/j.compedu.2018.06.02 

 

Wahyuningsih, Sri. "Men and Women Differences in Using Language: A Case 

Study of Students at STAIN Kudus." EduLite: Journal of English 

Education, Literature and Culture 3, no. 1 (2018): 79-90. 

 

Wang, Bor-Tyng. "Designing Mobile Apps for English Vocabulary Learning." 

International Journal of Information and Education Technology 7, no. 4 

(2017): 279. 

 

Wang, Dakun. Vocabulary acquisition: Implicit learning and Explicit Teaching. 

National Institute of Education. Singapore. 2000 

 

https://doi.org/10.25134/erjee.v8i1.1813


 

 

 

 

 

 

 

120 

 

Widyahening, Christiana Evy. "Penggunaan Teknik Pembelajaran Fishbone 

Diagram Dalam Meningkatkan Keterampilan Membaca Siswa." Jurnal 

Komunikasi Pendidikan 2, no. 1 (2018): 11-19. 

 

Wiedarti, Pangesti, K. Laksono, and P. Retnaningsih. "The Master Design of the 

School Literacy Movement." Journal of Basic Education 1, no. 2 

(2018). 

 

Wijaya, Herry Derajad, and Yudo Devianto. "Application of Multimedia in Basic 

English Vocabulary Learning with the ADDIE Method." International 

Journal of Computer Techniques (IJCT), ISSN (2019): 2394-2231. 

 

Woolfolk, Anita. Educational Psychology. Pearson Education Limited. USA. 2016  

 

Yani, A. Model Project Based Learning Untuk Meningkatkan Motivasi Belajar. 

Ahli Media Press. Malang. 2021 

 

Zainuddin, Zamzami, Samuel Kai Wah Chu, Muhammad Shujahat, and Corinne 

Jacqueline Perera. "The Impact of Gamification on Learning and 

Instruction: A Systematic Review of Empirical Evidence." Educational 

Research Review 30 (2020): 100326. 

 

 


