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Abstract 

 

Educational game-based learning has become increasingly prevalent in global educational 

contexts, extending beyond traditional English classrooms and contributing to increased 

student motivation, engagement, and competence. This study examined the effectiveness of 

integrating educational games into English language learning compared with conventional 

teaching methods in a junior high school in Jambi Province, Indonesia. English instruction at 

the junior high school level often faces challenges, particularly because many students enter 

secondary education with limited prior exposure to English. To address this issue, the present 

study investigated the use of several educational game applications—Duolingo, Quizlet, 

ABCmouse, and Kahoot—to improve English language skills among seventh-grade students 

over one semester. The research employed a quantitative experimental design involving 58 

students divided into two groups: an experimental group (n = 29) that used educational games 

and a control group (n = 29) that received conventional instruction. Data were collected 

through pre-tests and post-tests assessing vocabulary, grammar, and communicative 

competence. Statistical analysis using an independent samples t-test revealed no significant 

difference between groups at the pre-test stage (t = 0.45, p = 0.65). However, after the 

intervention, the experimental group demonstrated significantly higher post-test scores (M = 

73, SD = 4) than the control group (M = 65, SD = 6), with a significant difference (t = −6.334, 
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p < 0.001) and a large effect size (d = 1.63). These findings indicate that integrating educational 

games can substantially enhance students’ engagement and English language proficiency. 

Practically, this study highlights the potential of combining multiple educational game 

applications to support technology-integrated English instruction and improve learning 

outcomes in Indonesian secondary schools. 

Keywords: English language teaching, experimental design, gamification, junior high 

school, educative games 
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1. Introduction 

Educational game-based learning has become a significant global phenomenon, especially in 

countries in Asia such as Vietnam, Pakistan, India, Japan and Indonesia. In this context, these 

countries face similar challenges in integrating games into learning, especially learning 

English to increase students' learning motivation while developing critical skills such as 

problem solving and collaboration (Setiawan & Wiedarti, 2020). Large populations in those 

countries have shown an increasing trend in the adoption of educational games as a tool to 

address educational disparities and increase accessibility. (Bang et al., 2024; Haidar, 2019; 

Laghari et al., 2017; Shen, 2023; Van Vo & Thuy Vo, 2020). Although infrastructure and 

technology access challenges remain, this approach has proven effective in motivating young 

people to learn through fun and interactive experiences. Additionally, the implementation of 

educational games in these diverse cultural contexts offers opportunities to enrich students' 

learning experiences by considering local values and contextually relevant content. 

However, many problems occur during English learning process, especially in Indonesia 

where English is as the foreign language. The researchers revealed similar problems when 

teaching in one of the public schools in Jambi City, Jambi Province, Indonesia. Many 

students enrolled this school at VII grade having limited English competence due to 

inadequate exposing of English in their elementary schools. In fact, the conventional learning 

methods widely used in schools were often less effective in attracting students' interest and 

motivation to learn English. Moreover, the independent curriculum currently implemented 

encouraged fun and technology-integrated learning, but teachers found many obstacles 

during its implementation. Therefore, it is expected that educational games can be an 
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effective platform for learning English. Employing games as learning tools, students can 

improve their English skills naturally through contextual interactions. This approach not only 

facilitates better understanding of the language but also promotes practical use of the 

language in everyday situations, increasing students' confidence in communicating using 

English in an increasingly connected global environment (Kessler, 2018). 

Recent research showed some techniques used by the teachers to improve English 

learning. The Listen, Repeat, and Trace (LRT) technique was one of the techniques 

contributing to enhance students’ English vocabularies (Wulan and Nurlaili, 2025). 

Meanwhile, the other techniques relate closely to the gamification. Dehghanzadeh et al, 

(2021), Gael & Elmiana (2021), and Zhang & Hasim (2023) examined a systematic review 

of empirical research on gamification in EFL/ESL teaching. Their studies showed positive 

impact of gamification on English language learning which increased students’ motivation, 

inclusion and competence. By integrating game elements into the learning process, students 

become more motivated and actively engaged, which contributes to improving their English 

language skills. In addition, gamification also creates a more inclusive learning environment, 

allowing all students to feel involved and valued in the learning process. 

Furthermore, research by Q. Pham (2022) found that the use of gamification tools in 

English learning can improve students' vocabulary retention. This research showed that 

gamified applications increase student learning motivation, engagement, and create a more 

student-friendly classroom environment, which in turn increases vocabulary retention. In 

addition, research by Annamalai et al. (2022) in ESL classes in Lithuania emphasized the 

importance of gamification as a teaching tool that can increase students' motivation, focus, 

and learning independence. Yazid et al. (2024) also highlighted the positive impact of 

gamification on English language teaching practices, emphasizing students’ engagement, 

motivation and overall learning experience. Case study by Lafleur (2024) demonstrated that 

gamified daily rewards on vocabulary digital flashcard learning can improve self-directed 

learning skills and learning efficiency through scheduled learning practice. 

In Indonesia, learning process using educational games has been widely implemented with 

applications such as Duolingo, Quizlet, ABCmouse, and Kahoot. Studies show that these apps 

have significant benefits. Duolingo is effective in improving linguistic aspects, such as 

vocabulary and grammar, as well as building a positive attitude towards language learning 

with an attractive interface and structured learning system (Anton Adi Purwanto & 

Syafryadin, 2023; Astarilla, 2018; Hidayati & Diana, 2019; Inayah et al., 2020; Jaelani & 

Sutari, 2020; Mulya & Refnaldi, 2016). Quizlet improves vocabulary retention and facilitates 

independent learning through digital flashcards, games, and tests (Aprilani & Suryaman, 

2021; Info, 2021; Nguyen et al., 2021; A. T. Pham, 2022; Sanosi, 2018; Thi et al., 2020; 

Waluyo & Bucol, 2021). ABCmouse, aimed at children, introduces basic English concepts 
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through interactive educational games, increasing interest in learning from an early age (Thai 

& Ponciano, 2016; Whelan, 2019; Zamora & Pittman, 2018). Kahoot, with its interactive 

quizzes, increases student engagement and motivation, making learning more competitive 

and fun (Mahbub, 2020; Singh et al., 2021; Susanti, 2017; Wang & Tahir, 2020). The 

combination of these various applications creates a dynamic learning environment and 

supports the development of students' English language skills in Indonesia. 

Many previous studies only used one application and were conducted in several meetings, 

so they did not provide a comprehensive picture of the effectiveness of various educational 

game applications in the long term. Based on many benefits presented in the previous studies, 

the current researchers used several educational game applications for one semester. This 

approach aimed at creating a more holistic and sustainable technology-based English 

learning environment. By utilizing various applications such as Duolingo, Quizlet, 

ABCmouse, and Kahoot in an integrated manner, this research evaluated how a combination 

of these tools could work together to more effectively increase students' motivation, 

engagement, and English learning outcomes. The current research was expected to provide 

new insights into educational game-based learning strategies leading to more optimal and 

applicable implementation in the educational context in Indonesia. 

Gamification in the learning process is a strategy that utilizes game elements to enhance 

student engagement, motivation, and learning outcomes. Integrating components such as 

points, challenges, badges, and leaderboards, gamification aims to create a more interactive 

and enjoyable learning environment (Zadeja & Bushati, 2022). Gamification approach has 

been acknowledged for its potential to increase students' concentration, motivation, 

engagement, and overall positive experiences (Oliveira et al., 2023). In educational settings, 

gamification has been effectively used to boost students’ motivation, engagement, and 

learning performance. Through incorporating game elements into the learning process, 

gamification helps to establish an effective educational environment that enhances children's 

motivation and engagement (Permana et al., 2022). 

Research suggests that gamified learning interventions have the capacity to enhance 

student engagement and improve learning outcomes (Buckley & Doyle, 2016). Various game 

elements such as scores, challenges, and rewards in gamification promotes competitiveness, 

cooperation, and exploration of complex concepts in a fun and interactive manner. 

Additionally, it has a positive impact on student motivation and engagement in various 

academic tasks (Kassymova et al., 2024). In conclusion, gamification in the learning process 

is a valuable tool that not only enhances student engagement and motivation but also 

improves learning outcomes and overall educational experiences. In addition, integrating 
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game elements into educational settings creates a dynamic and interactive learning 

environment that encourages student participation and achievement. 

Gamification refers to the use of game elements in non-game contexts to enhance students' 

motivation, engagement, and learning outcomes. This concept has gained considerable 

attention in education, particularly in English language learning, due to its ability to make 

learning more engaging, effective, and competitive. Gamification incorporates game 

elements such as points, levels, badges, challenges, and leaderboards into the learning 

environment. These elements are designed to stimulate intrinsic motivation, which comes 

from within the students themselves, driven by the desire to achieve goals and overcome 

challenges presented. In the context of English language learning, gamification can be 

implemented through various means, such as mobile applications, online platforms, or 

specially designed classroom games. 

The application of gamification in English language learning can encompass a range of 

activities, from vocabulary and grammar exercises to simulations of real-life communicative 

situations. For example, students may have tasks or challenges that they must accomplish 

using English, earning points or recognition for each accomplishment they achieve. By 

integrating elements such as points, levels, badges, challenges, and leaderboards, 

gamification would be able to successfully create a more interactive and enjoyable learning 

environment. This approach has been acknowledged for its potential to increase students' 

concentration, motivation, engagement, and overall positive experiences (Oliveira et al., 

2023). 

Gamification not only enhances the learning process but also fosters student involvement 

and achievement (Vardarlier, 2021). Incorporating game elements into the learning process 

helps establish an effective educational environment that enhances children's motivation and 

engagement (Semartiana et al., 2022). Furthermore, gamification has been shown to reduce 

boredom, increase student engagement in class activities, and enhance learning motivation 

without compromising the understanding of the material (Putra & Priyatmojo, 2021). 

Moreover, it does not only increase students' motivation through game elements such as 

rewards, points, and rankings, but also encourages them to actively participate in learning. 

According to (Zhang & Hasim, 2023), Students tend to be more motivated to complete 

assignments and achieve learning goals when there are elements of competition and 

recognition involved. This creates a competitive yet supportive learning environment, where 

students feel encouraged to strive to do better. 

Gamification also makes learning more interesting and interactive, thereby increasing 

overall student engagement. Students are more actively engaged in learning activities 

because they can see their progress visually through the use of points, badges or levels they 
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have earned. These elements not only provide instant feedback to students, but also help them 

develop independent learning skills and take responsibility for their personal achievements. 

Q. Pham (2022) asserted that digital flashcards significantly contributed to improving 

student’s knowledge in terms of various words, vocabularies, and phrases in English. At this 

point, the students have more opportunities to consolidate their understanding of new 

vocabulary, thereby strengthening their overall understanding of the language. 

Additionally, gamification facilitates self-directed and inclusive learning. (Annamalai et 

al., 2022; Lafleur, 2024) highlighting that game elements such as self-setting study time and 

self-tracking of progress provide opportunities for students to learn based on their learning 

style and characteristics. Thus, it does not only increase students' intrinsic motivation but also 

allows all students to feel involved and valued in the learning process, regardless of their 

learning style or background. Moreover, gamification is not just a tool to improve English 

learning outcomes, but also to create an inclusive and competitive learning environment for 

all students. Teachers, tutors, and all the educators could integrate the gamification approach 

into their teaching process to create a more enjoyable, effective, and relevant learning 

experience for students.  

2. Method 

2.1. Research design and approach 

This research employed a quantitative experimental research design to investigate the impact 

of using four educational games (Duolingo, Quizlet, ABCmouse, and Kahoot) on English 

language learning in 7th grade of one junior high school in Jambi City, Jambi Province, 

Indonesia for one semester. The students in each class comprised of 29 students regardless 

their gender, and family background. The classes were divided into two groups: an 

experimental group receiving treatment using educational games, and a control group 

undergoing conventional teaching methods without educational games. The researchers 

focused only on the outcomes of these groups after receiving the treatment through their post-

test results. 

In the experimental group, Duolingo was utilized to enhance students' English language 

skills through intensive practice in various language aspects, while Quizlet focused on 

expanding vocabulary and understanding grammar structures. In addition, ABCmouse was 

employed to measure the fundamental English language concepts interactively and 

engagingly, particularly for students needing better initial comprehension. Kahoot, with its 

competitive and interactive quiz approach, was implemented to enhance student engagement 

and motivation in learning English. Meanwhile, the control group received standard English 

language lessons without educational games, focusing on four major curriculum topics as per 

standard requirements. Both groups follow the independent curriculum. Each of these 
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platforms was implemented in four separate meetings, resulting in a total of sixteen meetings 

for the experimental treatment. 

The researchers collected the data from both groups before and after the treatment to 

measure progress in vocabulary understanding, grammar, and overall English 

communication skills. Statistical analysis such as the t-test was employed to compare 

learning outcomes between the two groups, aiming to identify whether the use of educational 

games yields significant differences in English language learning outcomes compared to 

conventional methods. The significant differences were measured by using an analysis 

statistic with a significant value of P <0.05 (normality of data via Shapiro-Wilk). 

 

2.2. Participants 

Participants were selected using a random sampling method to ensure unbiased 

representation and minimize potential bias in the study. The population consisted of eight 

seventh-grade classes, from which two classes were randomly selected using a lottery 

technique. Each class had an equal probability of being chosen, ensuring fairness in the 

sampling process. After the selection, one class was randomly assigned as the experimental 

group and the other as the control group, each consisting of 29 students (n = 58 in total). This 

procedure ensured that randomization occurred at the class level rather than the individual 

level, which is appropriate in a classroom-based experimental design. 

In terms of demographic characteristics, the participants had a mean age of approximately 

12–13 years old, which is typical for seventh-grade students. Based on preliminary data from 

school records, the students’ prior English achievement was relatively homogeneous, with 

an average English score of around 70 (on a scale of 0–100). This homogeneity was further 

confirmed through a statistical homogeneity test, which indicated that there was no 

significant difference in variance between the experimental and control groups. This result 

suggests that both groups had comparable baseline abilities before the intervention. 

The researchers ensured that every class had an equal chance of being selected, enhancing 

the study's reliability and generalizability across similar educational contexts. Additionally, 

the randomized selection process minimized selection bias and maintained ethical standards, 

as no specific group of students was intentionally targeted. This approach allowed the study 

to objectively evaluate the impact of educational game-based learning on students’ English 

learning outcomes without undue influence on participant behavior or responses. 
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Table 1. Participants 

No Class 
Number of 

Students 
Group 

Mean 

English 

Score 

Description 

1 VII-A 29 Population - Not selected 

2 VII-B 29 Experimental 70 
Gamified learning (Duolingo, 

Quizlet, ABCmouse, Kahoot) 

3 VII-C 29 Population - Not selected 

4 VII-D 29 Population - Not selected 

5 VII-E 29 Population - Not selected 

6 VII-F 29 Control 70 Conventional learning 

7 VII-G 29 Population - Not selected 

8 VII-H 29 Population - Not selected 

Total 
8 

Classes 
232 Students - - - 

 

2.3. Instrument test 

The research employed standardized assessment instruments during both the initial and final 

tests at the end of the semester to evaluate English language learning outcomes. These 

instruments were carefully selected to effectively measure the key aspects of language 

proficiency targeted in the study, including vocabulary comprehension, grammar knowledge, 

and overall communicative ability. The initial test served as a baseline measure to establish 

the starting point of each participant's language skills before any intervention took place, 

while the final test at the end of the semester provided a comprehensive evaluation of their 

progress over the study period. 

Similarly, the final semester test used the same assessment tools to measure the impact of 

using educational games on language learning progress. By maintaining consistency in the 

assessment instruments between the pre-test and the final semester test, the study aimed to 

accurately quantify the extent of improvement attributable to the implementation of 

educational games. The instruments utilized in both tests were designed to provide objective 

data on participants' linguistic development, ensuring that the findings could be rigorously 

analyzed to draw meaningful conclusions about the efficacy of gamified learning approaches 

in enhancing English language education. 

3. Findings and Discussion 

This research aimed to evaluate the effect of using educational games in English language 

learning among the 7th-grade students at a junior high school for one semester. Two sample 

groups were utilized: an experimental class employing educational games (Duolingo, 

Quizlet, ABCmouse, and Kahoot) and a control class using conventional teaching methods. 
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At the beginning of the semester, the average pre-test score for the experimental class was 

60 with a standard deviation (SD) of 10, while the average pre-test score for the control class 

was 59 with SD 9. Thus, an independent t-test was conducted to assess the differences 

between the two groups at the outset of the research, revealing no significant difference 

between the pre-test scores of the experimental and control classes (t = 0.45, p = 0.65). This 

number indicated that the initial English language proficiency of students in both groups was 

equivalent. 

After one semester of implementing different teaching methods using various educational 

games or employing gamification approach (i.g Duolingo, Quizlet, ABCmouse, and Kahoot), 

the average post-test score for the experimental class increased to 73 with SD 4, whereas the 

average post-test score for the control class increased to 65 with SD 6. The statistical analysis 

using an independent t-test showed a significant difference between the post-test scores of 

the two groups (t = -6,334 p < 0.001). These results indicated that students in the experimental 

class, using educational games, experienced greater improvement in English language 

proficiency compared to students in the control class using conventional teaching methods. 

The following figures show us the results of the SD, Independent Sample Test, and 

Independent Sample Effect Size of both control and experimental classes after receiving the 

treatment. 

Table 2. The Post-tests of control class and experimental class after gamification treatment 

 

Table 3. The independent sample test control class and experimental class after gamification 

treatment 
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Table 4. The independent samples effect size of both classes 

 

 

Table 4 showed that the effect size significantly exceeds the “large” category at 1.63. The 

number indicates the difference between the two groups has a very strong impact; a clear and 

substantial in the context of this study. In addition, the value at 1.63 has a very large influence 

on the observed outcome. 

The significant increase in post-test scores for the experimental class suggests that the use 

of educational games can enhance student engagement and motivation in learning English, 

thereby improving their learning outcomes. These findings support the implementation of 

educational games such as Duolingo, Quizlet, ABCmouse, and Kahoot as effective learning 

aids in English education at the junior high school level. This research provides empirical 

evidence that gamification approaches in English language learning can bring significant 

benefits to the development of students' language skills, particularly in terms of motivation, 

engagement, and mastery of content. Thus, the integration of technology and innovative 

teaching methods is highly recommended for adoption in English education curricula in 

schools.  

At the beginning of the research, English language proficiency in both groups was similar, 

as indicated by similar pre-test results between the experimental and control groups. 

However, after one semester of using different teaching methods such as employing various 

educational games (Duolingo, Quizlet, ABCmouse, and Kahoot), there was a significant 

difference in post-test results. The average post-test score for students in the experimental 

class increased to 73 with a standard deviation of 4, whereas in the control class only 

increased to 65 with a standard deviation of 6. Statistical analysis using an independent t-test 

showed a significant difference with a t-value of t = -6,334 p < 0.001. Thus, the improvement 

in English language proficiency in the experimental class was significantly greater compared 

to the control class. 

These findings demonstrate that integrating educational games such as Duolingo, Quizlet, 

ABCmouse, and Kahoot in English language learning effectively enhance the students’ 

engagement and motivation in terms of their English communication skills, vocabularies and 
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grammar or structures, and their learning active participation in the classroom. The Duolingo 

and ABCmouse significantly enhanced students’ communication skills as the researchers 

greatly exposed them to practice using the Duolingo to speak and ABCmouse to read short 

phrases or sentences. In addition, the Quizlet significantly increased students’ knowledge in 

terms of lexicons, vocabularies, and structures. Meanwhile, Kahoot app attracted active 

engagement and participation of the students during the learning process. All in all, 

integrating each of this game had led to improving students’ score and outcomes of English 

mastery and competence. 

One of the key factors supporting the effectiveness of educational games is their ability to 

enhance students' intrinsic motivation. Various game elements such as points, badges, and 

rankings provide instant feedback and recognition for students' achievements. Thus, the use 

of educational games also allows students to learn in a more independent and responsible 

manner towards their personal achievements. 

Furthermore, the integrated use of various educational game applications over one 

semester provided new insights into how this holistic approach can be applied in the 

educational context in Indonesia. In fact, using this holistic approach was more effective 

compared to using a single application in the short term. For instance, Duolingo is effective 

in improving language aspects and skills, while Quizlet aids in vocabulary retention and self-

learning through digital flashcards and games. ABCmouse introduces basic English language 

concepts interactively, especially for students needing better initial understanding, and 

Kahoot enhances student engagement and motivation through interactive quizzes. 

The results of this research indicate a significant positive impact of using educational 

games on English language learning among 7th-grade students at one junior high school in 

Jambi City, Jambi Province, Indonesia. Based on data analysis from pre-tests and post-tests, 

students receiving and exposing the educational games showed greater improvement 

compared to those using conventional teaching methods. This research provided empirical 

evidence that gamification approaches in English language learning could bring significant 

benefits to the development of students' language skills. These findings support the 

integration of technology and innovative teaching methods in English education curricula in 

schools in Indonesia. Therefore, it is expected the English learning environment and process 

through various educative gamification approach could lead to more inclusive and 

competitive learning environment, allowing all students to feel engaged and valued in the 

learning process. 

Despite the positive findings, several limitations should be acknowledged. First, this study 

was conducted in a single school with a relatively small sample size, which may limit the 

generalizability of the results to other contexts. Second, differences in students’ access to 
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digital devices and internet connectivity may have influenced their level of participation and 

engagement during the intervention. Third, the study did not implement a blinding procedure, 

meaning that both students and the teacher were aware of the treatment, which may introduce 

potential bias in behavior and performance. 

Future research is recommended to involve larger and more diverse samples across 

multiple schools, as well as to consider mixed-method approaches to explore students’ 

perceptions and experiences in greater depth. Additionally, further studies could examine the 

long-term effects of gamification and investigate how individual game elements contribute 

to specific language learning outcomes. 

4. Conclusion 

This study found that the use of educational game-based learning in English instruction for 

seventh-grade junior high school students had a significant positive effect on students’ 

language abilities. The integration of applications such as Duolingo, Quizlet, ABCmouse, 

and Kahoot! contributed to increased student engagement, participation, and motivation 

during the learning process. Students became more active and responsive, while game 

elements such as points and rankings provided immediate feedback that supported their 

learning progress. These findings indicate that gamified learning can effectively support 

English language development, particularly in vocabulary and grammar. 

However, this study was limited to a relatively small sample size and a single educational 

context. Therefore, future research is recommended to involve larger and more diverse 

samples to improve generalizability. In addition, employing mixed-methods designs could 

provide deeper insights into students’ experiences, perceptions, and learning processes when 

using gamification. Further studies may also explore the long-term impact of educational 

game integration and compare the effectiveness of individual applications to better 

understand their specific contributions to language learning outcomes. 

 

References 

 

Annamalai, N., Zakarneh, B., Eltahir, M. E., Al Salhi, N. R., & Zyoud, S. H. (2022). an 

Exploratory Study of Non-Technological Gamified Lessons in a Lithuanian Esl 

Classroom. International Journal of English Language and Literature Studies, 11(4), 

167–180. https://doi.org/10.55493/5019.v11i4.4664 

Anton Adi Purwanto, & Syafryadin. (2023). Students’ Perception on Using Duolingo for 

Learning English Vocabulary. JET (Journal of English Teaching), 9(1), 70–82. 

https://doi.org/10.33541/jet.v9i1.4506 



Retno et al.   57 

 

Aprilani, D. N., & Suryaman, M. (2021). Students’ Perception in Learning English 

Vocabulary Through Quizlet. JET (Journal of English Teaching), 7(3), 343–353. 

https://doi.org/10.33541/jet.v7i3.3064 

Astarilla, L. (2018). University students’ perception towards the use of Duolingo 

application in learning English. CelSciTech-UMRI, 3, 1–9. 

http://ejurnal.umri.ac.id/index.php/PCST/article/download/985/562 

Bang, H. J., Setoguchi, E., Mackey, A., & Fujii, A. (2024). L2 learning outcomes of a 

research-based digital app for Japanese children. Studies in Second Language 

Acquisition, 46(2), 504–534. https://doi.org/10.1017/S0272263124000147 

Buckley, P., & Doyle, E. (2016). Gamification and student motivation. Interactive 

Learning Environments, 24(6), 1162–1175. 

https://doi.org/10.1080/10494820.2014.964263 

Dehghanzadeh, H., Fardanesh, H., Hatami, J., Talaee, E., & Noroozi, O. (2021). Using 

gamification to support learning English as a second language: a systematic review. 

Computer Assisted Language Learning, 34(7), 934–957. 

https://doi.org/10.1080/09588221.2019.1648298 

Gael, K. E., & Elmiana, D. S. (2021). Mobile-Assisted Language Learning (MALL) in 

English language acquisition: a critical literature review. JELTIM (Journal of English 

Language Teaching Innovations and Materials), 3(2), 76. 

https://doi.org/10.26418/jeltim.v3i2.49813 

Haidar, S. (2019). The role of English in developing countries. English Today, 35(3), 42–

48. https://doi.org/10.1017/S0266078418000469 

Hidayati, T., & Diana, S. (2019). Students’ motivation to learn English using mobile 

applications: the case of Duolingo and Hello English. JEELS (Journal of English 

Education and Linguistics Studies), 6(2), 189–213. 

Inayah, N., Yusuf, Q., & Fibula, N. (2020). Exploring Undergraduate Students’ Perception 

Toward the Use of Duolingo in Learning English. Humanities & Social Sciences 

Reviews, 8(3), 76–85. https://doi.org/10.18510/hssr.2020.839 

Jaelani, A., & Sutari, D. R. (2020). Students’ Perception of Using Duolingo Application as 

A Media in Learning Vocabulary. Bogor English Student and Teacher (BEST) 

Conference, 2, 40–47. 

Kassymova, G. K., Nursultan, M., & Xu, W. (2024). Overview Study on Using 

Gamification in Education for Personality Development. Iasaýı Ýnıversıtetіnіń 

Habarshysy, 131(1), 335–345. https://doi.org/10.47526/2024-1/2664-0686.27 

Kessler, G. (2018). Technology and the future of language teaching. Foreign Language 

Annals, 51(1), 205–218. https://doi.org/10.1111/flan.12318 

Lafleur, L. (2024). The effects of gamified daily awards on digital vocabulary flashcard 

learning: A case study. Technology in Language Teaching & Learning, 6(2), 1–20. 



58 SALEE: Study of Applied Linguistics and English Education 

 

https://doi.org/10.29140/tltl.v6n2.1195 

Laghari, Z. P., Kazi, H., & Nizamani, M. A. (2017). Mobile Learning Application 

Development for Improvement of English Listening Comprehension. International 

Journal of Advanced Computer Science and Applications, 8(8), 229–237. 

https://doi.org/10.14569/ijacsa.2017.080830 

Mahbub, M. A. (2020). Learning English mediated by Kahoot: Insights from the 

Indonesian EFL instructors. Journal on English as a Foreign Language, 10(2), 246–

267. https://doi.org/10.23971/jefl.v10i2.1917 

Mulya, A., & Refnaldi. (2016). Journal of English Language Teaching Using 

School.Duolingo.com as an Alternative E-Learning at Senior High School for 

Teaching and Learning English Online. Journal of English Language Teaching, 5(1), 

287–296. http://ejournal.unp.ac.id/index.php/jelt 

Nguyen, T. T., Nguyen, D. T., Nguyen, D. L. Q. K., Mai, H. H., & Le, T. T. X. (2021). 

Quizlet as a Tool for Enhancing Autonomous Learning of English Vocabulary. 

AsiaCALL Online Journal, 13(1), 150–165. https://doi.org/10.54855/acoj221319 

Oliveira, W., Hamari, J., Shi, L., Toda, A. M., Rodrigues, L., Palomino, P. T., & Isotani, S. 

(2023). Tailored gamification in education: A literature review and future agenda. In 

Education and Information Technologies (Vol. 28, Issue 1). Springer US. 

https://doi.org/10.1007/s10639-022-11122-4 

Permana, P., Suwirmayanti, N. L., Rahayuda, I. G., & Santriari, N. L. (2022). 

Implementation of Edunesia Learning Media Platform Based on Mobile Ionic 

Typescript. International Conference on Information Science and Technology 

Innovation (ICoSTEC). 

Pham, A. T. (2022). University Students’ Perceptions on the Use of Quizlet in Learning 

Vocabulary. International Journal of Emerging Technologies in Learning, 17(7), 54–

63. https://doi.org/10.3991/ijet.v17i07.29073 

Pham, Q. (2022). Maximizing Vocabulary Retention with Gamification Tools. Scientific 

Journal of Tan Trao University, 8(4), 16–25. https://doi.org/10.51453/2354-

1431/2022/837 

Putra, P. P., & Priyatmojo, A. S. (2021). Students’ perception toward gamification applied 

in English language classroom. ELT Forum: Journal of English Language Teaching, 

10(1), 21–29. https://doi.org/10.15294/elt.v10i1.40558 

Rizky Setiawan, M., & Wiedarti, P. (2020). The effectiveness of quizlet application 

towards students’ motivation in learning vocabulary. Studies in English Language and 

Education, 7(1), 83–95. https://doi.org/10.24815/siele.v7i1.15359 

Sanosi, A. B. (2018). The Effect of Quizlet on Vocabulary Acquisition. Asian Journal of 

Education and E-Learning, 6(4), 4–11. https://doi.org/10.24203/ajeel.v6i4.5446 

Shen, J. (2023). Using Mobile game-based English Vocabulary Learning Apps to Improve 



Retno et al.   59 

 

Vocabulary Acquisition in Primary School. Journal of Education, Humanities and 

Social Sciences, 8, 82–86. https://doi.org/10.54097/ehss.v8i.4230 

Singh, C. K. S., Rengasamy, K., Singh, T. S. M., Ong, E. T., Yunus, M. M., Rahmayanti, 

H., & Ichsan, I. Z. (2021). A Review of Research on The Effectiveness of Using 

Kahoot to Enhance Students’ Motivation to Learn English. Turkish Journal of 

Computer and Mathematics Education (TURCOMAT), 12(3), 201–207. 

https://doi.org/10.17762/turcomat.v12i3.657 

Susanti, S. (2017). Fun activities in teaching English by using Kahoot! 2nd International 

Seminar on Education. Empowering Local Wisdom on Education for Global Issue, 

453–459. 

Thai, K. P., & Ponciano, L. (2016). Journal of Applied Research on Children: Informing 

Policy for Children at Risk Improving Outcomes for At-Risk Prekindergarten and 

Kindergarten Students with a Digital Learning Resource Improving Outcomes for At-

Risk Prekindergarten and Kindergarten Stude. Journal of Applied Research on 

Children: Informing Policy for Children at Risk, 7(2). 

Thi, V., Luu, M., & Lian, A. (2020). Prosody-Based Techniques for Enhancing EFL 

Learners’ Listening Skills in Proceedings of the 8th OpenTesol international 

conference 2020 (. 2020(July), 263–276. 

Van Vo, L., & Thuy Vo, L. (2020). EFL Teachers’ Attitudes towards the Use of Mobile 

Devices in Learning English at A University in Vietnam. Arab World English Journal, 

11(1), 114–123. https://doi.org/10.24093/awej/vol11no1.10 

Vardarlier, P. (2021). Gamification in human resources management: an agenda suggestion 

for gamification in HRM. Pressacademia, 8(2), 129–139. 

https://doi.org/10.17261/pressacademia.2021.1402 

Waluyo, B., & Bucol, J. L. (2021). The impact of gamified vocabulary learning using 

quizlet on low-proficiency students. Call-Ej, 22(1), 158–179. 

Wang, A. I., & Tahir, R. (2020). The effect of using Kahoot! for learning – A literature 

review. Computers and Education, 149(January), 103818. 

https://doi.org/10.1016/j.compedu.2020.103818 

Whelan, T. (2019). Utilizing iPad Applications to Increase Preschool Students’ Knowledge 

of Rhyme. 1–37. 

Wulan, R., & Nurlaili. (2025). Implementing Listen, Repeat, and Trace (LRT) Technique to 

Improve Students’ English Vocabularies. JURNAL HURRIAH: Jurnal Evaluasi 

Pendidikan Dan Penelitian, 6(2), 799-812. https://doi.org/10.56806/jh.v6i2.245 

Yazid, S. R., Heriyawati, D. F., & Mistar, J. (2024). Unveiling Student Perspectives: 

Exploring the Impact of Gamification in English Language Teaching. English Review: 

Journal of English Education, 12(1), 137–148. 

https://doi.org/10.25134/erjee.v12i1.9371 



60 SALEE: Study of Applied Linguistics and English Education 

 

Zadeja, I., & Bushati, J. (2022). Gamification and Serious Games Methodologies in 

Education. International Symposium on Graphic Engineering and Design, 599–605. 

https://doi.org/10.24867/GRID-2022-p66 

Zamora, V., & Pittman, R. T. (2018). The Effects of Two Computer-Based Reading 

Software Programs on Student Reading Performance. Texas Association for Literacy 

Education Yearbook - Connections in the Community: Fostering Partnerships through 

Literacy, 5, 56–62. 

Zhang, S., & Hasim, Z. (2023). Gamification in EFL/ESL instruction: A systematic review 

of empirical research. Frontiers in Psychology, 13(January), 1–12. 

https://doi.org/10.3389/fpsyg.2022.1030790 

  

 

 

 

 


