
 

 

APPENDIX 

 

1) Students Transkrip Interview 

Questions 

Ketut Rose 

Please 

Introduce 

yourself 

Why do you 

choose 

Housekeeping 

Program? 

What do you 

know about 

Housekeeping 

Program? And 

do you have 

any 

experiences 

before? Please 

tell me your 

experiences 

What will you 

do after you 

graduate from 

this campus? 

Answer 

My name is 

xxx, you can 

call me xxx , 

From xxx , I 

age 19. 

Dapat 

rekomendasi , 

bagus aja 

Ada tools, dan 

informasi dari 

teman kalau 

ini bagus 

Mau nya kerja 

di Bali, 5 

stars. 

Astungkara 

bisa Kapal 

Questions 

Gede Rey 

Please 

Introduce 

yourself 

Why do you 

choose 

Housekeeping 

Program? 

What do you 

know about 

Housekeeping 

Program? And 

do you have 

any 

experiences 

before? Please 

tell me your 

experiences 

What will you 

do after you 

graduate from 

this campus? 



 

 

Answer 

My name is 

xxx , I from 

xxx  

Kata teman di 

kampus ini 

bagus , saya 

pilih HK 

karena bagus 

Kurang tahu, 

Tidak begitu 

paham Bahasa 

Inggris sir.  

Mau 

meningkatkan 

ekonomi 

keluarga 

Questions 

Kadek Adson 

Please 

Introduce 

yourself 

Why do you 

choose 

Housekeeping 

Program? 

What do you 

know about 

Housekeeping 

Program? And 

do you have 

any 

experiences 

before? Please 

tell me your 

experiences 

What will you 

do after you 

graduate from 

this campus? 

Answer 
My name is 

xxx   

Fasilitas nya 

bagus 

Kurang paham 

sir, Belum tau 

Ingin ke 

Cruise ship 

Questions 

I Made Sheldon 

Please 

Introduce 

yourself 

Why do you 

choose 

Housekeeping 

Program? 

What do you 

know about 

Housekeeping 

Program? And 

do you have 

any 

experiences 

before? Please 

tell me your 

experiences 

What will you 

do after you 

graduate from 

this campus? 

Answer 

My name is 

xxx , My 

village is xxx 

I have 6 

months 

trainee in xxx. 

Sorry I don’t 

know  

My goal is 

Cruise Ship 



 

 

, I age xxx , I 

address at 

xxx 

I mechanic in 

xxx. I there 

with from 

SMK 

Questions 

Ketut Angie 

Please 

Introduce 

yourself 

Why do you 

choose 

Housekeeping 

Program? 

What do you 

know about 

Housekeeping 

Program? And 

do you have 

any 

experiences 

before? Please 

tell me your 

experiences 

What will you 

do after you 

graduate from 

this campus? 

Answer 

My name is 

xxx , You call 

me xxx , I 

from xxx , 

Karena 

fasilitas nya 

bagus 

Kurang paham 

pertanyaan 

nya sir. Sorry I 

don’t know 

HK  

Rencana mau 

disini dlu sir. 

Mau cari 

pengalaman 

di hotel 

bintang 5 

Questions 

Gede Oscar 

Please 

Introduce 

yourself 

Why do you 

choose 

Housekeeping 

Program? 

What do you 

know about 

Housekeeping 

Program? And 

do you have 

any 

experiences 

before? Please 

tell me your 

experiences 

What will you 

do after you 

graduate from 

this campus? 



 

 

Answer 

Name xxx , I 

xxx ,   

 

The rest 

unclear   

Rekomendasi 

dari teman-

teman katanya 

bagus. 

Fasilitas 

kampus bagus 

Dulu pernah 

jadi Bell Boy 

dan Room di 

hotel.   

Target is 

Cruise Ship 

Questions 

I Gede Lamar 

Please 

Introduce 

yourself 

Why do you 

choose 

Housekeeping 

Program? 

What do you 

know about 

Housekeeping 

Program? And 

do you have 

any 

experiences 

before? Please 

tell me your 

experiences 

What will you 

do after you 

graduate from 

this campus? 

Answer 

Belum bisa 

sir,, 

 

Name xxx , 

 

Just name  

Kakak dari 

sini, bagus 

kampusnya 

dan pengajar 

nya seru.  

Pernah di 

hotel, Room 

dulu dan PA  

Not Answer 

Questions 

Kadek Agustine 

Please 

Introduce 

yourself 

Why do you 

choose 

Housekeeping 

Program? 

What do you 

know about 

Housekeeping 

Program? And 

do you have 

any 

experiences 

before? Please 

What will you 

do after you 

graduate from 

this campus? 



 

 

tell me your 

experiences 

Answer 

I name xxx , 

 

Unclear and 

Not 

Understand  

Not Answer Not Answer  

Mau ke hotel, 

Di Bali aja, 

bintang 5 

Questions 

Ketut Aliando 

Please 

Introduce 

yourself 

Why do you 

choose 

Housekeeping 

Program? 

What do you 

know about 

Housekeeping 

Program? And 

do you have 

any 

experiences 

before? Please 

tell me your 

experiences 

What will you 

do after you 

graduate from 

this campus? 

Answer 

Maaf pak, 

belum paham 

Bhs Inggris 

 

Not answer 

and can not 

say anything 

in English  

Not 

Answering 

Pengalaman 

belum ada 

pak,  

Rencana 

kapal pak, I 

go Cruise  

Questions 

Gede Alianda 

Please 

Introduce 

yourself 

Why do you 

choose 

Housekeeping 

Program? 

What do you 

know about 

Housekeeping 

Program? And 

do you have 

What will you 

do after you 

graduate from 

this campus? 



 

 

any 

experiences 

before? Please 

tell me your 

experiences 

Answer 

My name xxx 

, from xxx, 

hobby  xxx  

Mau ke kapal 

dan mau pilih 

HK. Rencana 

dari dulu 

soalnya 

Dulu di hotel 

sir, 

pengalaman di 

HK juga 3 

bulan di 

Laundry  

I target to 

Cruise ship sir 

 

2) Creating of the Games using Wordwall 

Teachers can design the games according to the learning process in the 

classroom. English language games can be created after logging in to the Wordwall 

website. 

 

 

 To login into the Wordwall, teachers can use their own Google account. 

Then, click the “Create Activity” to create new activities. After finishing create one 

activity, teachers can see their own activities by clicking the “My Results” option 

from the picture above.  For the teacher, it needs to upgrade the Wordwall to the 

premium version to be able to access full of its content. The price is reasonable to 

access it every month. Therefore, the students will be able to access it for free with 

all of the activities on Wordwall.  



 

 

 

  

There are many templates that teachers can use with different styles of 

practice that the teachers are going to do. Each template has its own characteristics. 

Take one of the examples from the "Quiz" template. When the teachers use it, the 

template will show certain questions that the students need to answer correctly. 

Some of the templates also provide listening skills or listening media. There are so 

many ways that the teachers can use those templates. Moreover, it can make the 

students feel more enjoyment with the different templates from the practice.  

 

 

 Teachers need to create the title of the activities first, then they need to put 

an instruction to the students about what kind of activities that they need to do. 



 

 

There is no limit to the number of questions teachers can create. For the option, the 

maximum is 6 options. When creating the questions, teachers can type in the 

question column, then put the answers to the options below it. It has to have one 

correct answer for each question on the option list. To make another question, 

teachers can click add the number 1 question below. Moreover, teachers can copy 

and paste the question in order have a similar question to the next question. 

Providing Housekeeping Vocabulary for each question can be a good solution to 

help students increase their vocabulary mastery step by step. All the questions need 

to be related to the material on the campus. Therefore, students can use the 

gamification website, namely Wordwall for studying activities at home.  

 

 

In developing digital games for gamification-based learning, visuals play a 

crucial role, serving as a bridge between academic content and students' emotional 

experiences. Without good visuals, learning activities through digital games tend to 

feel monotonous or even boring. Attractive visual design, such as the use of 

harmonious colors, contextual illustrations, clear icons, and responsive animations, 

can create a more lively and less monotonous learning environment. Wordwalls 

feature numerous engaging visuals that teachers can use in developing learning 

games. Pedagogically designed visuals also help students understand vocabulary or 

concepts more concretely through pictorial and symbolic representations, thereby 

strengthening cognitive processes and long-term memory. Furthermore, 

aesthetically pleasing and interactive displays can enhance students’ curiosity, 

intrinsic motivation, and emotional engagement during the process of improving 

English vocabulary. Therefore, the integration of appropriate visual elements into 



 

 

digital games not only enhances the visuals but also serves as an effective 

instructional strategy to foster learning enjoyment and support optimal achievement 

of learning objectives for housekeeping students.   

 

 

There are various options for organizing learning activities through digital 

games. Teachers are required to organize the content of the game before giving it 

to students to ensure clear activities, both in terms of allocating time for the activity 

and addressing challenges during the practice process. Game settings include the 

setting of the time, the maximum number of student mistakes (lives when answering 

wrong), and random questions. Teachers can test students' abilities in carrying out 

the activity by changing the game settings in the future. This can help determine 

whether students' levels have improved. Make sure to click the "Apply" after 

finishing setting the game to save it. 



 

 

 

 

The following picture is the main menu before ready to play the games. 

Before seeing this menu, students are required to access the link provided by the 

teacher, whether using a smartphone or a laptop. After clicking the provided link, 

they can begin the game by selecting the "Start" option in the example image above. 

The game requires an internet connection, so students can turn on cellular data or 

use the provided Wi-Fi. 



 

 

 

 

The teacher provides various questions related to the material given. For 

example, in this picture, the material is Cleaning Tools. So all the questions will be 

related to the Cleaning Tools' materials. Students are required to answer all the 

questions to the best of their knowledge. Vocabulary mastery in the housekeeping 

material is provided through the provided options, along with clues for each 

questions. Students are going to memorize a significant amount of important 

vocabulary within the housekeeping material. There is a time limit for completing 

the questions as well, and once the time runs out, the questions will automatically 

close, preventing students from continuing their work. If the teacher previously 

used a "lives limit" for answering questions, incorrect answers will result in a loss 

of the game progress. If the game's lives run out before time runs out, the student is 

declared the game over. The presence of engaging challenges can further fuel 

students' enthusiasm for learning, leading them to strive for victory. Student grades 

can be seen in the points in the upper right corner of the question, and the number 

of questions can be seen below. 



 

 

 

 

The scoring system in the example picture above can increase students' 

activeness for learning when engaging in gamification-based learning activities. 

Scores are implied not only as a learning evaluation tool but also as a form of direct 

feedback that reinforces students' efforts and learning achievements. When students 

earn points for successfully completing assigned problems, they feel recognized for 

their progress. Structured and transparent scoring helps students see their progress, 

increasing a sense of self-confidence and competitiveness.  



 

 

 

 

Furthermore, the scoring system can create healthy challenges and positive 

competition among students in the class, moreover encouraging active participation 

and greater engagement in the learning process, thus increasing learning enjoyment. 

Scoring in gamification activities is not simply a game element, but a highly 

effective pedagogical strategy for continuously increasing student motivation, 

engagement, and enthusiasm for learning Housekeeping vocabulary in the 

classroom. 



 

 

 

 

To gain a good understanding when answering questions, students also need 

to identify where their errors lie. The Wordwall displays a menu that allows students 

to view their incorrect answers and see actual corrections. Students can learn from 

their previous mistakes, allowing them to improve their future answers to questions 

about their learning material. Therefore, students can also increase their vocabulary 

mastery based on their previous mistakes. 

 

 



 

 

If teachers want to provide learning assessments through the Wordwall 

application, they can view the Leaderboard menu. This menu displays the total 

scores of students and teachers. Teachers can filter the number of nominations they 

wish to include. Wordwall provides a convenient assessment facility, eliminating 

the need to review individual student answers to determine their points. By 

understanding student progress, teachers can provide more comprehensive training 

to those students. 

 

3) Students’ Journals 

 

 



 

 

 

 

Each journal assigned by the author differs. The journals in first month 

through third month allow students to write about their progress in bilingual ways, 

namely Indonesian and English. Students are allowed to mix their languages to 

familiarize themselves with writing in English with new vocabulary. The journal-

by-month format indicates that students begin writing in the initial phase (first 

month), and the following month with different stories and different games. This 

journals will serve as a record of students' stories throughout the learning process. 

The fourth until sixth journal are required to use full English. 

 

 



 

 

 

 

a) First Journal  

 



 

 

 

 



 

 

 

 

 

b) Second Journal 



 

 

 

 



 

 

 

 



 

 

 

 

c) Third Journal  

 



 

 

 

 



 

 

 

 

 

d) Fourth Journal  



 

 

 

 



 

 

 

 



 

 

 

 

e) Fifth Journal  

 



 

 

 

 



 

 

 

 

 

f) Sixth Journal  
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