
 

93 

 

REFERENCES 

 

Adipat, S., Laksana, K., Busayanon, K., Ausawasowan, A., & Adipat, B. (2021). 

Engaging Students in the Learning Process with Game-Based Learning: The 

Fundamental Concepts. International Journal of Technology in Education. 

https://doi.org/10.46328/ijte.169 

Alqahtani, M. (2015). The importance of vocabulary in language learning and how 

to be taught. International Journal of Teaching and Education, III(3), 21–34. 

https://doi.org/10.20472/TE.2015.3.3.002 

Amalia, A. R. (2020). Improving Students Vocabulary Mastery through Guess My 

Move Game Gender-Based. Acuity: Journal of English Language Pedagogy, 

Literature and Culture. https://doi.org/10.35974/acuity.v5i2.2329 

Amna Emda. (2017). Kedudukan Motivasi Belajar Siswa Dalam Pembelajaran. 

Lantanida Journal. 

Arumsari, & Octaviani, K. (2021). The effectiveness of virtual learning on English 

speaking skill for students of information system program. Surakarta English 

and Literature Journal, 4(1), 32–43. 

Ashraf, H., Motlagh, F. G., & Salami, M. (2014). The Impact of Online Games on 

Learning English Vocabulary by Iranian (Low-intermediate) EFL Learners. 

Procedia - Social and Behavioral Sciences, 98, 286–291. 

https://doi.org/10.1016/j.sbspro.2014.03.418 

Astuti, D., & Nurhayati, W. (2015). Improving Students’ English Pronunciation 

Ability through Go Fish Game and Maze Game. 15(2), 1411–3031. 

Atsani, L. (2020). Transformasi Media Pembelajaran Pada Masa Pandemi Covid-

19.Jurnal Studi Islam. Jurnal Studi Islam. 

Bakhsh, S. A. (2016). Using Games as a Tool in Teaching Vocabulary to Young 

Learners. English Language Teaching, 9(7), 120. 

https://doi.org/10.5539/elt.v9n7p120 

Bavi, F. (2018). The Effect of Using Fun Activities on Learning Vocabulary at the 

Elementary Level. Journal of Language Teaching and Research, 9(3), 629. 

https://doi.org/10.17507/jltr.0903.24 

Brown, H. D. (1994). Teaching by Principles: Techniques and Principles in 

Language Teaching (3rd Edition). Prentice Hall Regents. 

Budasi, I. G., Ratminingsih, N. M., Agustini, K., & Risadi, M. Y. (2020). Power 

Point Game, Motivation, Achievement: The Impact and Students’ Perception. 



 

94 

 

International Journal of Instruction, 13(4), 509–522. 

https://doi.org/10.29333/iji.2020.13432a 

Cahyaningsih, P. D., Putra, I. N. A. J., & Mahendrayana, G. (2021). Teaching 

Strategies Used By English Teachers in Online Learning. International 

Journal of Language and Literature. https://doi.org/10.23887/ijll.v5i2.31684 

Cameron, L. (2001). Teaching languages to young learners. Cambridge University 

Press. 

Chen, Y. C. (2017). Empirical study on the effect of digital game-based instruction 

on students’ learning motivation and achievement. Eurasia Journal of 

Mathematics, Science and Technology Education. 

https://doi.org/10.12973/eurasia.2017.00711a 

Chung, L. Y., & Chang, R. C. (2017). The effect of gender on motivation and 

student achievement in digital game-based learning: A case study of a 

contented-based classroom. Eurasia Journal of Mathematics, Science and 

Technology Education, 13(6). 

https://doi.org/10.12973/EURASIA.2017.01227A 

Constantinescu, R. S. (2012). Learning by Playing: Using Computer Games in 

Teaching English Grammar to High School Students. Education Source. 

Copland, F., Garton, S., & Burns, A. (2014). Challenges in Teaching English to 

Young Learners: Global Perspectives and Local Realities. TESOL Quarterly, 

48(4), 738–762. https://doi.org/10.1002/tesq.148 

De Wilde, V., & Eyckmans, J. (2017). Game on! young learners’ incidental 

language learning of english prior to instruction. Studies in Second Language 

Learning and Teaching. https://doi.org/10.14746/ssllt.2017.7.4.6 

Ekiz, S., & Kulmetov, Z. (2016). The factors affecting learners’ motivation in 

english language education. Journal of Foreign Language Education and 

Technology, 1(1). 

Fahrurrozi, . (2017). Improving Students’ Vocabulary Mastery by Using Total 

Physical Response. English Language Teaching. 

https://doi.org/10.5539/elt.v10n3p118 

Fitriati, I., Purnamasari, R., Fitrianingsih, N., & Irawati, I. (2021). Implementasi 

Digital Game Based Learning Menggunakan Aplikasi Educandy Untuk 

Evaluasi Dan Motivasi Belajar Mahasiswa Bima. Prosiding Penelitian Dan 

Pengabdian 2021. 

Gamlo, N. (2019). The Impact of Mobile Game-Based Language Learning Apps on 

EFL Learners’ Motivation. English Language Teaching, 12(4), 49. 

https://doi.org/10.5539/elt.v12n4p49 



 

95 

 

Garton, S. (2014). Unresolved issues and new challenges in teaching English to 

young learners: the case of South Korea. Current Issues in Language 

Planning, 15(2), 201–219. https://doi.org/10.1080/14664208.2014.858657 

Ghanbaran, S., & Ketabi, S. (2014). Multimedia games and vocabulary learning. 

Theory and Practice in Language Studies, 4(3). 

https://doi.org/10.4304/tpls.4.3.489-496 

Ghozali, I. (2016). 

Aplikasi  Analisis  Multivariete  dengan  Program  IBM  SPSS  23. 

Badan  Penerbit Universitas Diponegoro. 

Gokbulut, B. (2020). The effect of mentimeter and Kahoot applications on 

university students’ E-learning. World Journal on Educational Technology: 

Current Issues, 12(2). https://doi.org/10.18844/wjet.v12i2.4814 

Gozcu, E., & Caganaga, C. K. (2016). The importance of using games in EFL 

classrooms. Cypriot Journal of Educational Sciences. 

https://doi.org/10.18844/cjes.v11i3.625 

Gustiani, S. (2020). Students ’ Motivation in Online Learning During Covid-19 

Pandemic Era : a Case Study. Holistics Journal. 

Harmer, J. (2001). Book Review : The Practice of English Language Teaching. 

RELC Journal, 32(1), 135–136. 

https://doi.org/10.1177/003368820103200109 

Hasram, S., Arif, F. K. M., Nasir, M. K. M., Mohamad, M., Daud, Md. Y., Rahman, 

M. J. A., & Mohammad, W. M. R. W. (2020). Online Games for Primary 

School Vocabulary Teaching and Learning: A Literature Review. Creative 

Education, 11(11). https://doi.org/10.4236/ce.2020.1111170 

Hasram, S., Nasir, M. K. M., Mohamad, M., Daud, M. Y., Rahman, M. J. A., & 

Mohammad, W. M. R. W. (2021). The effects of wordwall online games 

(Wow) on english language vocabulary learning among year 5 pupils. Theory 

and Practice in Language Studies, 11(9). 

https://doi.org/10.17507/tpls.1109.11 

Hatch, E., & Brown, C. (2001). Vocabulary, Semantics and Language Education. 

Foreign Language Teaching and Research Press. 

Hornby, AS. (2006). Oxford Advanced Learners’ Dictionary. Oxford University 

Press. 

Huyen, N. T., & Nga, K. T. (2003). Learning Vocabulary through Games: The 

Effectiveness of Learning Vocabulary Through Games. Asian EFL Journal. 



 

96 

 

Insani Nurchintyawati, S.Pd.,M.Pd. (2022). Android Based Educational Game in 

Learning and Teaching English Vocabulary. Journal of Applied Linguistics, 

2(1). https://doi.org/10.52622/joal.v2i1.44 

Jena, Dr. P. C. (2013). Effect of Teaching English Through Language Games on 

Academic Achievement of Rural Primary School Students. 1(3), 1–12. 

Jones, S. M., Katyal, P., Xie, X., Nicolas, M. P., Leung, E. M., Noland, D. M., & 

Montclare, J. K. (2019). A ‘KAHOOT!’ Approach: The Effectiveness of 

Game-Based Learning for an Advanced Placement Biology Class. Simulation 

and Gaming, 50(6). https://doi.org/10.1177/1046878119882048 

Juhana. (2014). Teaching English to young learners : Some Points to be Considered. 

Asian Journal of Education and E-Learning. 

Junling, L., & Yawen, Z. (2015). Study of the application of ipad-based digital 

learning games in english game teaching in the primary school. International 

Journal of Online Engineering, 11(9). https://doi.org/10.3991/ijoe.v11i9.5070 

Kacetl, J., & Klímová, B. (2019). Use of smartphone applications in english 

language learning—A challenge for foreign language education. In Education 

Sciences. https://doi.org/10.3390/educsci9030179 

Khamees, K. S. (2016). An Evaluative Study of Memorization as a Strategy for 

Learning English. International Journal of English Linguistics, 6(4). 

https://doi.org/10.5539/ijel.v6n4p248 

Klimova, B. F. (2015). Games in the Teaching of English. Procedia - Social and 

Behavioral Sciences, 191, 1157–1160. 

https://doi.org/10.1016/j.sbspro.2015.04.312 

Koyan, I. W. (2012). Statistik pendidikan teknik Analisis data kualitatif. 

Educational Statistics: Qualitative Analysis Techniques. Undiksha Press. 

Kusuma, I. P. I., Adnyani, N. L. D. S., & Taharyanti, G. A. P. (2017). Developing 

10 interesting games as alternatives to the monotonous use of flashcards for 

vocabulary learning and assessments. Script Journal: Journal of Linguistic 

and English Teaching. 

Kusumaningrum, W. R., & Binarti, E. (2021). Jeopardy classroom instruction: 

Fostering students’ motivation to learn English vocabulary. JEES (Journal of 

English Educators Society), 6(1). https://doi.org/10.21070/jees.v6i1.1211 

Lelawati, S., Dhiya, S., & Mailani, P. N. (2018). The Teaching Of English 

Vocabulary To Young Learners. PROJECT (Professional Journal of English 

Education), 1(2). 



 

97 

 

Li, R. (2021). Does Game-Based Vocabulary Learning APP Influence Chinese EFL 

Learners’ Vocabulary Achievement, Motivation, and Self-Confidence? SAGE 

Open. https://doi.org/10.1177/21582440211003092 

Lorenset, C. C. (2016). Motivation and digital games for English as a second 

language learning. Anais Do Encontro Virtual de Documentação Em Software 

Livre e Congresso Internacional de Linguagem e Tecnologia Online; v. 5, n. 

1 (2016): V Anais Do Evidosol/Ciltec-Online, June. 

Malik, S. (2014). Effectiveness of arcs model of motivational design to overcome 

non completion rate of students in distance education. Turkish Online Journal 

of Distance Education, 15(2). https://doi.org/10.17718/tojde.18099 

Masni, H. (2017). Strategi Meningkatkan Motivasi Belajar Mahasiswa Harbeng 

Masni 1. Jurnal Digdaya. 

Meidianty, W. (2014). Meningkatkan Penguasaan Kosakata Bahasa Inggris 

Menggunakan Metode Game “Hangman” Pada Siswa Kelas VIIIB SMP 

Negeri 4 Tamiang Layang Tahun Ajaran 2013-2014 (Improving English 

Vocabulary Mastery By Using Hangman Game Method to Students of Class 

VIIIB in SM. Jurnal Bahasa, Sastra dan Pembelajarannya. 

https://doi.org/10.20527/jbsp.v4i1.3794 

Mokhtar, F. A. (2016). Rethinking Conventional Teaching In Language Learning 

And Proposing Edmodo As Intervention A Qualitative Analysis. Malaysian 

Online Journal of Educational Technology, 4(2). 

Munawaroh. (2017). The Influence of Teaching Methods and Learning 

Environment to the Student’s Learning Achievement of Craft and 

Entrepreneurship Subjects at Vocational High School. International Journal 

of Environmental and Science Education, 12(4). 

Naderiheshi, A. (2022). Review of Literature on Teaching English Vocabularies 

Through Games to Young Language Learners. Journal of Language Teaching 

and Research, 13(1). https://doi.org/10.17507/jltr.1301.02 

Nasrollahi-Mouziraji, A., & Nasrollahi-Mouziraji, A. (2015). Memorization Makes 

Progress. Theory and Practice in Language Studies, 5(4). 

https://doi.org/10.17507/tpls.0504.25 

Nation, I. S. P. (2001). Learning vocabulary in another language. University Press. 

Ng, B. K., Suaib, N. M., Sihes, A. J., Ali, A., & Shah, Z. A. (2020). Educational 

mobile game for learning English words. IOP Conference Series: Materials 

Science and Engineering, 979, 012007. https://doi.org/10.1088/1757-

899X/979/1/012007 



 

98 

 

Ningtyas, S. I. (2021). Application of Educational Game Learning Media for Early 

Childhood TKQ Al-Banna. KANGMAS: Karya Ilmiah Pengabdian 

Masyarakat, 2(3). https://doi.org/10.37010/kangmas.v2i3.394 

N.K.S. Widarini, I.N.A.J. Putra, & N.P.E. Marsakawati. (2021). Teachers Strategies 

in Online Learning During Covid Pandemic. Jurnal Pendidikan Bahasa 

Inggris Indonesia. https://doi.org/10.23887/jpbi.v9i2.487 

Nugraha, D. Y., Nugraha, D., & Widyastuti, W. (2021). The Correlation between 

Learning Motivation and Learning Outcomes on Mathematics Subjects in XII 

Science Class Senior High School 4 Bone. Anatolian Journal of Education, 

6(1), 157–466. https://doi.org/10.29333/aje.2021.6113a 

Nunan, D. (2018). Teaching English to Young Learners. In Handbook of Research 

in Second Language Teaching and Learning. 

https://doi.org/10.4324/9781315716893-6 

Nurhabibah, P., Fikriyah, F., & Dewi, K. (2021). Pengembangan Website Educandy 

Sebagai Alat Evaluasi Pada Pembelajaran Bahasa Indonesia untuk Siswa 

Kelas V. Fon: Jurnal Pendidikan Bahasa Dan Sastra Indonesia, 17(2). 

https://doi.org/10.25134/fon.v17i2.4652 

Nurohmat. (2021). The Effect of Online Learning on Students ’ Learning 

Achievement ( Overview of Learning English Achievement ). Jurnal Ilmu 

Pendidikan (JIP), 12(2), 165–171. 

Octaberlina, L. R., & Rofiki, I. (2021). Using Online Game for Indonesian EFL 

Learners to Enrich Vocabulary. International Journal of Interactive Mobile 

Technologies, 15(1). https://doi.org/10.3991/IJIM.V15I01.17513 

Okaz, A. A. (2014). Lesson plan - online games to teach vocabulary to young 

learners. Teaching English with Technology. 

Oktafiyana, C., & Septiana, Y. A. (2021). Pengembangan Media Pembelajaran 

Interaktif Menggunakan Game Educandy dan Video Animasi Kinemaster dan 

Animaker pada Pembelajaran Pengenalan Kosakata Anggota Tubuh dan Panca 

Indera beserta Fungsi dan Cara Perawatannya. Edustream : Jurnal Pendidikan 

Dasar, 5(2). 

Pinter, A. (2017). Teaching young language learners. Oxford University Press. 

Plass, J. L., Homer, B. D., & Kinzer, C. K. (2015). Foundations of Game-Based 

Learning. Educational Psychologist. 

https://doi.org/10.1080/00461520.2015.1122533 

Pranitasari, D., & Noersanti, L. (2017). Intrinsic and Extrinsic Factors to Affect 

Students Learning Motivation (Case Study on The Firsth Degree Students in 

STIE Indonesia). 15. http:www.serialsjournals.com 



 

99 

 

Pransiska, R. (2017). Benefits of Bilingualism in Early Childhood: A Booster of 

Teaching English to Young Learners. Proceedings of the 3rd International 

Conference on Early Childhood Education (ICECE 2016). 

https://doi.org/10.2991/icece-16.2017.68 

Pratama, E. Y., & Awaliyah, Y. (2008). Teacher’s Strategies in Teaching Speaking 

to Young Learners. English Journal. 

Ratminingsih, N. M. (2016). Efektivitas Media Audio Pembelajaran Bahasa Inggris 

Berbasis Lagu Kreasi di Kelas Lima Sekolah Dasar. JPI (Jurnal Pendidikan 

Indonesia). https://doi.org/10.23887/jpi-undiksha.v5i1.8292 

Ratminingsih, N. M. (2017). Metode dan Strategi Pembelajaran Bahasa Inggris. 

Rajawali Press. 

Ratminingsih, N. M. (2018). Implementasi Board Games dan Pengaruhnya 

Terhadap Hasil Belajar Bahasa Inggris. Jurnal Ilmu Pendidikan, 24(1), 19. 

https://doi.org/10.17977/um048v24i1p19-28 

Risadi, M. Y. (2019). The Effect of The Use of Powerpoint Game on Learning 

Motivation and Vocabulary Mastery of 4th Grade Elementary School Students 

in Cluster General Sudirman of South Denpasar District in Academic Year 

2018/2019. Thesis. Singaraja: Universitas Pendidikan Ganesha.  

Rogers, J., & Révész, A. (2019). Experimental and quasi-experimental designs. In 

The Routledge Handbook of Research Methods in Applied Linguistics. 

https://doi.org/10.4324/9780367824471-12 

Sabirli, Z. E., & Coklar, A. N. (2020). The effect of educational digital games on 

education, motivation and attitudes of elementary school students against 

course access. World Journal on Educational Technology: Current Issues. 

https://doi.org/10.18844/wjet.v%vi%i.4993 

Sabri, M. M. Z., Pratolo, B. W., & Basopi, P. (2019). How daily code mixing 

becomes a new strategy for teaching vocabulary mastery. Journal of Education 

and Learning (EduLearn). https://doi.org/10.11591/edulearn.v13i4.13372 

Santosa, M. H., Pratama, I. P. S., & Putra, I. N. A. J. (2020). Developing Android-

Based English Vocabulary Learning Materials for Primary School Students. 

JEELS (Journal of English Education and Linguistics Studies). 

https://doi.org/10.30762/jeels.v7i1.1467 

Santoso, A. M., Amin, M., Sumitro, S. B., & Lukiati, B. (2017). Learning 

Motivation of Students During the Implementation of Lecturing Based in 

Silico Approach. International Journal of Research and Review, 4(9). 

https://doi.org/10.17977/um048v24i1p19-28


 

100 

 

Saputra, A. D., Septiani, L., Adriani, R., & Sundari, H. (2021). Game-Based 

English Learning for Young Learners: A Systematic Review. JEdu: Journal 

of English Education, 1(3). https://doi.org/10.30998/jedu.v1i3.4752 

Shabaneh, Y., & Farrah, M. (2019). The Effect of Games on Vocabulary Retention. 

Indonesian Journal of Learning and Instruction, 2(01). 

https://doi.org/10.25134/ijli.v2i01.1687 

Shabdin, A. A. (2016). Vocabulary Memorization Strategies among Arab 

Postgraduate English Foreign Language Learners. Advances in Language and 

Literary Studies, 7(5). https://doi.org/10.7575/aiac.alls.v.7n.5p.184 

Simkova, M. (2014). Using of Computer Games in Supporting Education. Procedia 

- Social and Behavioral Sciences, 141, 1224–1227. 

https://doi.org/10.1016/j.sbspro.2014.05.210 

Sutarto, S., Sari, D. P., & Fathurrochman, I. (2020). Teacher strategies in online 

learning to increase students’ interest in learning during COVID-19 pandemic. 

Jurnal Konseling Dan Pendidikan, 8(3). https://doi.org/10.29210/147800 

Taufik, Hilmun, P., Sabella, E. N., & Sabrina, S. M. (2020). The Use of Digital 

Game-Based Learning in EFL Classroom: Teacher’s voices. 

https://doi.org/10.2991/assehr.k.200427.056 

Tavıl, Z. M., & İşısağ, K. U. (2009). Teaching Vocabulary to Very Young Learners 

through Games and Songs. Ekev Academic Review. 

Tran, T. Q. (2020). EFL students’ attitudes towards learner autonomy in English 

vocabulary learning. English Language Teaching Educational Journal, 3(2), 

86. https://doi.org/10.12928/eltej.v3i2.2361 

Ulya, M. (2021). Penggunaan Educandy dalam Evaluasi Pembelajaran Bahasa 

Indonesia. Lingua Rima: Jurnal Pendidikan Bahasa Dan Sastra Indonesia, 

10(1), 55–63. 

Utku, Ö., & Dolgunsöz, E. (2018). Teaching Efl Vocabulary To Young Digital 

Natives: a Study With Turkish 5Th Grade Efl Learners. International Online 

Journal of Education and Teaching. 

Vasileiadou, I., & Makrina, Z. (2017). Using Online Computer Games in the ELT 

Classroom: A Case Study. English Language Teaching, 10(12), 134. 

https://doi.org/10.5539/elt.v10n12p134 

Vijayalakshmi, V., & Patchainayagi, S. (2020). Role of Memory in Language 

Learning -A Review. International Journal of Early Childhood Special 

Education, 12(2). https://doi.org/10.9756/INT-JECSE/V12I2.201057 



 

101 

 

Wahyu, A., & Simanullang, R. H. (2020). Student Stress Due to Online Learning 

During the Covid-19 Pandemic. Jurnal Aisyah : Jurnal Ilmu Kesehatan. 

https://doi.org/10.30604/jika.v5i2.346 

Wahyuni, S., & Yulaida, H. (2014). Flashcards as a Means to Improve EFL 

Learners’ Vocabulary Mastery. JEELS (Journal of English Education and 

Linguistics Studies). https://doi.org/10.30762/jeels.v1i1.35 

Wardani, A. D., Gunawan, I., Kusumaningrum, D. E., Benty, D. D. N., Sumarsono, 

R. B., Nurabadi, A., & Handayani, L. (2020). Student Learning Motivation: A 

Conceptual Paper. https://doi.org/10.2991/assehr.k.201112.049 

Wardani.H, R. C., Saputro, I. E., & Rusli, S. Z. (2020). Online Game towards the 

Students’ Vocabulary of Technology and Information Department at 

UNIMUDA Sorong. INTERACTION: Jurnal Pendidikan Bahasa, 7(1). 

https://doi.org/10.36232/jurnalpendidikanbahasa.v7i1.439 

Wattendorf, E., Festman, J., Westermann, B., Keil, U., Zappatore, D., Franceschini, 

R., Luedi, G., Radue, E. W., Münte, T. F., Rager, G., & Nitsch, C. (2014). 

Early bilingualism influences early and subsequently later acquired languages 

in cortical regions representing control functions. International Journal of 

Bilingualism. https://doi.org/10.1177/1367006912456590 

Wichadee, S., & Pattanapichet, F. (2018). Enhancement of performance and 

motivation through application of digital games in an english language class. 

Teaching English with Technology, 18(1). 

Winatha, K. R., & Setiawan, I. M. D. (2020). Pengaruh Game-Based Learning 

Terhadap Motivasi dan Prestasi Belajar. Scholaria: Jurnal Pendidikan Dan 

Kebudayaan. https://doi.org/10.24246/j.js.2020.v10.i3.p198-206 

Wulandari, N. L. P. T., Ratminingsih, N. M., & Ramendra, D. P. (2020). Strategies 

Implemented in Teaching English for Young Learners in Primary School. 

Journal of Education Research and Evaluation. 

https://doi.org/10.23887/jere.v4i3.26228 

Wulandari, T. R., & Yanti, C. H. (2017). Identifying and Analyzing Frequent Verbs 

Used in Students’ Speaking and Listening Activity. 

https://doi.org/10.2991/conaplin-16.2017.79 

Yang, W. D., & Dai, W. P. (2012). Vocabulary memorizing strategies by chinese 

university students. International Education Studies, 5(1). 

https://doi.org/10.5539/ies.v5n1p208 

Yazid, H., & Neviyarni. (2021). Pengaruh Pembelajaran Daring Terhadap 

Psikologis Siswa Terdampak Social Distancing Akibat Covid-19. Jurnal 

Human Care. 



 

102 

 

Yu, X. (2020). English Vocabulary Teaching Techniques at Junior Middle Schools. 

English Language Teaching, 13(11), 12. 

https://doi.org/10.5539/elt.v13n11p12 

Zarzycka-Piskorz, E. (2016). Kahoot it or not?: Can games be motivating in 

learning grammar? Teaching English with Technology. 

Zhang, B., & Shao, X. (2021). A Study of Chinese College Students’ English 

Learning Motivation. Open Journal of Social Sciences, 09(07). 

https://doi.org/10.4236/jss.2021.97019 

  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

https://doi.org/10.5539/elt.v13n11p12

