
71 
 

 
 

 

REFERENCES 

Abanikannda, M. O. (2019). Towards Enhancing Quality Learning Among 

Undergraduate Students In Nigeria’s Universities: The Place Of Social Media 

Networking. Asian Journal Of Distance Education, 14(1), 88–97. 

Apsari, Y. (2018). Reflective Reading Journal In Teaching Writing. Indonesian Efl 

Journal, 4(2), 39–47. 

August, D., Carlo, M., Dressler, C., & Snow, C. (2005). The Critical Role Of 

Vocabulary Development For English Language Learners. Learning Disabilities 

Research And Practice, 20(1), 50–57. Https://Doi.Org/10.1111/J.1540-

5826.2005.00120.X 

Bajpai, S. (2014). Goodness Of Measurement: Reliability And Validityejmanager. 

Com/Mnstemps/67/67-1380953319. Pdf·... International Journal Of Medical 

Science And Public Health, 3(2). 

Bakhsh, S. A. (2016). Using Games As A Tool In Teaching Vocabulary To Young 

Learners. English Language Teaching, 9(7), 120–128. 

Barcroft, J. (2015). Vocabulary In Language Teaching. Vocabulary In Language 

Teaching, 1–36. Https://Doi.Org/10.4324/9781315679549 

Candiasa, I. M. (2021). Analysis Of E-Learning User Satisfaction Itb Stikom Bali 

Using End User Computing Satisfaction (Eucs) Method. Journal Of Physics: 

Conference Series, 1810(1). Https://Doi.Org/10.1088/1742-6596/1810/1/012017 

Chairani, S. (2021). Using Scrabble For Learning English Vocabulary Atman 2 

Kuantan Singingi. 

Darfilal, I. (2015). The Effectiveness Of Using Language Games In Teaching 

Vocabulary The Case Of Third Year Middle School Learners. University Of 

Tlemcen. 

Deesri, A. (2002). Games In The Esl And Efl Class. The Internet Tesl Journal, 8(9), 

1–5. 

Dunn, A. M., Hofmann, O. S., Waters, B., & Witchel, E. (2011). Cloaking Malware 

With The Trusted Platform Module. In Proceedings Of The 20th Usenix Security 

Symposium (Pp. 395–410). 

Early, S. L. (2011). Book Review Student Engagement Techniques: A Handbook For 

College Faculty. Journal Of The Scholarship Of Teaching And Learning, 11(1), 

155–157. 



72 
 

 
 

Erev, I., Cohen, D., & Yakobi, O. (2022). On The Descriptive Value Of The Reliance 

On Small-Samples Assumption. Judgment And Decision Making, 17(5), 1043–

1057. 

Fujiwara, M., Wright, J. S., Manney, G. L., Gray, L. J., Anstey, J., Birner, T., Davis, 

S., Gerber, E. P., Lynn Harvey, V., Hegglin, M. I., Homeyer, C. R., Knox, J. A., 

Krüger, K., Lambert, A., Long, C. S., Martineau, P., Molod, A., Monge-Sanz, B. 

M., Santee, M. L., … Zou, C. Z. (2017). Introduction To The Sparc Reanalysis 

Intercomparison Project (S-Rip) And Overview Of The Reanalysis Systems. 

Atmospheric Chemistry And Physics, 17(2), 1417–1452. 

Https://Doi.Org/10.5194/Acp-17-1417-2017 

Hornby, K., Hornby, L., & Shemie, S. D. (2010). A Systematic Review Of 

Autoresuscitation After Cardiac Arrest. Critical Care Medicine, 38(5), 1246–

1253. Https://Doi.Org/10.1097/Ccm.0b013e3181d8caaa 

Jordan, R. R. (1997). English For Academic Purposes. Cambridge University Press. 

Júnior, E. S., Reis, A. C. B., Mariano, A. M., Barros, L. B., De Almeida Moysés, D., 

& Da Silva, C. M. A. (2019). Systematic Literature Review Of Gamification And 

Game-Based Learning In The Context Of Problem And Project Based Learning 

Approaches. International Symposium On Project Approaches In Engineering 

Education, 9, 169–177. 

Kasiram, M., & Subrayen, R. (2013). Social Exclusion Of Students With Visual 

Impairments At A Tertiary Institution In Kwazulu-Natal. South African Family 

Practice, 55(1), 66–72. 

Kobzeva, N. (2015). Scrabble As A Tool For Engineering Students’ Critical Thinking 

Skills Development. Procedia-Social And Behavioral Sciences, 182, 369–374. 

Komalasari, D. A. (2022). An Analysis Of Student Difficulties In Mastering 

Vocabulary In Eight Grade At Smpn 06 Kotabumi In The Academic Year Of 2021 

/ 2022. Griya Cendikia, 7(2), 266–276. Https://Doi.Org/10.47637/Griya-

Cendikia.V7i2.366 

Lidiasari, Y., Sofian, S., & Supardi, I. (2017). Using Scrabble Game In Improving 

Students’vocabulary Mastery Of Smp Negeri 1 Jawai. Jurnal Pendidikan Dan 

Pembelajaran Khatulistiwa (Jppk), 6(12). 

Liu, T. Y., & Chu, Y. L. (2010). Using Ubiquitous Games In An English Listening And 

Speaking Course: Impact On Learning Outcomes And Motivation. Computers 

And Education, 55(2), 630–643. 

Https://Doi.Org/10.1016/J.Compedu.2010.02.023 

Liu, Z. Y., Shaikh, Z. A., & Gazizova, F. (2020). Using The Concept Of Game-Based 

Learning In Education. International Journal Of Emerging Technologies In 



73 
 

 
 

Learning, 15(14), 53–64. Https://Doi.Org/10.3991/Ijet.V15i14.14675 

Martí-Parreño, J., Seguí-Mas, D., & Seguí-Mas, E. (2016). Teachers’ Attitude Towards 

And Actual Use Of Gamification. Procedia-Social And Behavioral Sciences, 228, 

682–688. 

Mccarthy, M. J. (1984). A New Look At Vocabulary In Efl. Applied Linguistics, 5(1), 

12–22. Https://Doi.Org/10.1093/Applin/5.1.12 

Mustika, M., Sari, M. L., Kao, C. Te, & Heh, J. S. (2014). Digital Bingo Game As A 

Dynamic Assessment In A Reading Instruction For Learning Indonesian As A 

Foreign Language: A System Architecture. Proceedings - Ieee 14th International 

Conference On Advanced Learning Technologies, Icalt 2014, 219–221. 

Https://Doi.Org/10.1109/Icalt.2014.233 

Pearson, P. D., Hiebert, E. H., & Kamil, M. L. (2007). Vocabulary Assessment: What 

We Know And What We Need To Learn. Reading Research Quarterly, 42(2), 

282–296. Https://Doi.Org/10.1598/Rrq.42.2.4 

Prensky, M. (2003). Digital Game-Based Learning. Computers In Entertainment (Cie), 

1(1), 21. 

Rahman, A. A., & Angraeni, A. (2020). Empowering Learners With Role-Playing 

Game For Vocabulary Mastery. International Journal Of Learning, Teaching And 

Educational Research, 19(1), 60–73. Https://Doi.Org/10.26803/Ijlter.19.1.4 

Ramadhani, R., Aulawi, H., & Ikhwana, A. (2022). University Students’ Perspectives 

On Lecturer’s Digital Class Organization In Teaching Esp Amid Covid-19 

Pandemic. Elsya : Journal Of English Language Studies, 4(1), 34–44. 

Https://Doi.Org/10.31849/Elsya.V4i1.8643 

Reinecke, L. (2009). Games And Recovery: The Use Of Video And Computer Games 

To Recuperate From Stress And Strain. Journal Of Media Psychology, 21(3), 

126–142. Https://Doi.Org/10.1027/1864-1105.21.3.126 

Richards, J. C., & Renandya, W. A. (2002). Methodology In Language Teaching: An 

Anthology Of Current Practice. Cambridge University Press. 

Rosidi, A., & Falianti, E. (2013). The Effectiveness Of Using Scrabble And Bingo Game 

Technique Toward Studentsâ€Tm Vocabulary Mastery At The Tenth Grade Of 

Sman 2 Metro Academic. Year. 

Salkind, N. J. (2010). Encyclopedia Of Research Design (Vol. 1). Sage. 

Sarı, D. F., Yusuf, Y. Q., Darniati, N., & Fajrina, D. (2020). Boosting Young Efl 

Students’ Speaking Through Game Activities. Elementary Education Online, 

19(2), 436–444. Https://Doi.Org/10.17051/Ilkonline.2020.689664 



74 
 

 
 

Shamrock, O. W. (2022). Disability, Religion And Work Among Vulnerable 

Populations: An Inquiry Of Women Experiences And Perspectives. State 

University Of New York At Binghamton. 

Siti, N. (2017). The Effectiveness Of Scrabble Game To Improve Students’ Vocabulary 

Mastery Gangan Ganda Somantri - Siti Nurhayati Bale Bandung University. Bale 

Bandung University, 41–47. 

Sucandra, S., Budiman, M. A., & Fajriyah, K. (2022). Analisis Kesulitan Penguasaan 

Kosakata Pembelajaran Muatan Lokal Bahasa Inggris Pada Siswa Kelas Iv Di Sd 

Plus Latansa Kabupaten Demak. Wawasan Pendidikan, 2(1), 71–80. 

Sugiyono, P. D. (2018). Quantitative, Qualitative, And R&D Research Methods. 

Bandung:(Alfabeta, Ed.). 

Sugiyono, S. (2019). The Quantitative, Qualitative, And R&D-Based Research 

Methods. Bandung: Alfabeta. 

Sugiyono, Sugiyono. (2010). Educational Research Methods: Quantitative, 

Qualitative, And R & D Approaches. Bandung: Cv. Alfabeta. 

Sultan, Y. (2018). Reinforcing Efl Young Learners Vocabulary Through Scrabble 

Game. 53–54. 

Suprianti, G. A. P., & Pratama, I. P. M. (2017). The Effect Of Dictogloss Strategy On 

The Listening Competency Of The Tenth Grade Students At Sma Negeri 1 

Sukasada In Academic Year 2016/2017. International Journal Of Language And 

Literature, 1(1), 80–88. 

Suryam Dora, D. (2017). The Implementation Of Observe And Remember Game To 

Improve Students’ Vocabulary Mastery At Seventh Grade Of Mts S. Al-

Washliyah Tembung. Studies On Variation In Milk Production And It’s 

Constituents During Different Season, Stage Of Lactation And Parity In Gir Cows 

M.V.Sc D Suryam Dora Livestock, 6–18. 

Temitayo, O., Nayaya, M. A., & Lukman, A. A. (2014). Management Of Disciplinary 

Problems Management Of Disciplinary Problems In Secondary Schools : Jalingo. 

Global Journal Of Human Social Science Linguistics & Education, 13(14), 5–11. 

Thornbury, S. (2017). Scott Thornbury’s 30 Language Teaching Methods Google 

Ebook: Cambridge Handbooks For Language Teachers. Cambridge University 

Press. 

Tuminah, N., Selong, Y., & Faridha, N. (2021). Analysis Of Error Using Simple Past 

Tense On Recount Text Class Viii B Students Of Smp Pelita Ngabang In The 

Academic Year 2019/2020 Landak District. Udayana Journal Of Social Sciences 

And Humanities (Ujossh), 5(1), 28. 



75 
 

 
 

Https://Doi.Org/10.24843/Ujossh.2021.V05.I01.P04 

Uberman, A. (1998). The Use Of Games: For Vocabulary Presentation And Revision. 

Forum, 36(1), 20–27. 

Wardani Indah Satuna. (2015). Improving Students ’ Vocabulary Mastery. Okara, 

1(2018260020), 132. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 


