REFERENCES

Agbayani, M. (2025). Effectiveness of Game-Based Learning Approach in
Improving The Vocabulary Skills of Kindergarten Pupils. ISRG Journal of
Arts, Humanities and Social Science, 3(4).

https://doi.org/10.5281/zenodo.15825991

Ahmed, F. E. Y. (2026). Applying Al-enhanced digital games in teaching English

vocabulary.

Al-Aosail, A. B. F., Lamouchi, A., & Ibrahim, S. A. (2024). Digital games for
learning vocabulary. CALL-EJ.

Aliaga, M., & Gunderson, B. (2002). Interactive Statistics. Pearson Education,

Inc.

Apsari, A., Nitiasih, K., & Kresnawati, D. (2026). A Needs Analysis of
Kindergarten Students ° Reading Engagement in English Learning through
Storybooks. 5(2), 1003—1010.

Ardayati, A., & Ramasari, M. (2025). Acting, Guessing, Learning:
Communicative Games as a Strategy to Boost Vocabulary Mastery in Young
EFL Learners. Journal of Ultimate Research and Trends in Education, 7.

https://doi.org/10.31849/utamax. vxxx

Aulia. (2022). Penerapan Metode Pembelajaran Tanya - Jawab dalam Bentuk
Roda Keberuntungan untuk Meningkatkan Hasil Belajar Siswa pada Mata
Pelajaran PAI di SMP Seri Tanjung Kabupaten Ogan Ilir. Raden Fatah
Palembang.

Aulia, M., Achmad, D., & Putri, I. (2025). Mobile Assisted-Language Learning to
Improve Students’ Lexical Resources via the Use of Wayground Application.

English Education Journal.

Azzahra, S., & Kaniadewi, N. (2025). Building Vocabulary in Primary School
Students Using Contextual Teaching Learning Model. CJPE: Cokroaminoto
Juornal of Primary Education, 8.

62



Campbell, D. T., & Stanley, J. C. (1963). Experimental and Quasi-Experimental
Designs for Research. Houghton Mifflin Company.

Chamalia, N., Nurhayati, E., & Dewi, G. K. (2024). Pengembangan Media
Pembelajaran Roda Putar untuk Meningkatkan Hasil Belajar Siswa Kelas IV
Sekolah Dasar. JIIP (Jurnal llmiah Ilmu Pendidikan), 7(September), 11002—
11009.

Creswell, J. W. (2012). Educational Research: Planning, Conducting, and
Evaluating Quantitative and Qualitative Research (4th ed.). Pearson

Education, Inc.

Dalimunthe, N. H., Ahkas, A. W., & Aufa. (2024). Implementasi Media Roda
Suku Kata untuk Meningkatkan Membaca Pemula pada Peserta Didik.
Jurnal Multidisiplin Ilmu Akademik, 1(5), 79-95.
https://doi.org/10.61722/jmia.v1i5.2559

Earichappan, D., & Hashim, H. (2024). Game-based learning in ESL classroom.
International Journal of Academic Research in Progressive Education and

Development. https://doi.org/10.46886/IJARPED/v13-i3/18662

Esmaeilzadeh, F., Ghahari, S., & Rohani, G. (2025). Artificial Intelligence in
Language Teaching and Assessment: A Systematic Review of Research. The

Asian Journal of Applied Linguistics.

Fauzia, A. Z., & Yulia, Y. (2025). Empowering Vocabulary Mastery through
Digital Game-based Learning. Journal of Education Technology, 9.
https://doi.org/10.23887/jet.v914.98454

First, E. F. E. (2024). EF English Proficiency Index 2024. https://www.ef.com/epi

Hiratsuka, T. (2025). Research Methods in Applied Linguistics The volunteer
participation paradox : Ethical tensions between self-selection and targeted
sampling. Research Methods in Applied Linguistics, 4(2), 100206.
https://doi.org/10.1016/].rmal.2025.100206

Indah, E., Nitiasih, P. K., & Rismadewi, M. (2026). Need Analysis for
Developing an SDG 15 ( Life on Land ) Big Book to Support Preschoolers °

63



English Learning through Shared Reading. Abdi Cendekia: Jurnal
Pengabdian Masyarakat, 5(2), 1547-1554.

Laila, M. N., Rojabi, A. R., & Machfudi, M. I. (2023). Engaging Secondary
School Learners in a Vocabulary Course through a Spinning Wheel Game.
Pioneer: Journal of Language and Learning, 15(2).
https://doi.org/10.36841/pioneer.v15i2.3880

Leasa, M., & Sahalessy, A. (2025). Local Content Learning Tools with Blended
Learning Based on Maluku Culture to Improve 21st Century Life Skills. JPI
(Jurnal Pendidikan Indonesia).

Li, S., Ou, L., & Lee, L. (2026). The Timing of Corrective Feedback in Second
Language Learning. Language Teaching Cambridge University Press.
https://doi.org/10.1017/50261444824000478

Magdalena, M., Dewi, N. P., & Fatmawan, A. R. (2025). Integrating Learning
Media to English Vocabulary Acquisition in Elementary School. Riwayat:

Educational Journal of History and Humanities.

https://doi.org/10.24815/jr.v813.48389

Moon, S. A. (2025). Teaching Vocabulary to Young Learners: A Review.
Department of English and Humanities University of Liberal Arts
Bangladesh.

Nation, L. S. P. (2022). Learning Vocabulary in Another Language (3rd ed.).

Cambridge University Press.

Nazara, D. K., Mustapa, N., & Hendriawan, D. (2025). The Influence of Digital
Learning Media on Children. PAUDIA : Jurnal Penelitian Dalam Bidang
Pendidikan Anak Usia Dini.

Nguyen Hoang, A. (2026). Vocabulary Acquisition in Young EFL Learners: A
Thematic Review of Strategies, Media, and Outcomes. International Journal

of Language Instruction, 5(1).

Novela, D. J., & Muryanti, E. (2023). The Effectiveness of Spinning Wheel
Games in Introducing English Vocabulary in Children in Kindergarten.

64



Atthufulah: Jurnal Pendidikan Anak Usia Dini.

Noviarini, T., Paderan, M., Hamdani, Z., Fransiska, F., & Fitriani, D. (2026).
Enhancing Young Learners’ English Vocabulary Mastery through Animal
Quest Gamification. JOLLT Journal of Languages and Language Teaching.

Nuraisyah. (2025). Pngaruh Model Pembelajaran Learning Cycle 7¢
Menggunakan Media Spinning Wheels terhadap Hasil Belajar Peserta Didik
pada Mata Pelajaran IPAS di Kelas 5 MIS MMA 4 Sukabumi. UIN Raden
Intan Lampung.

OECD. (2023). PISA 2022 Results. https://www.oecd.org/publication/pisa-2022-

results

Oktadela, R., Elida, Y., & Roziah, R. (2025). Developing Literacy Wheel Media:
An Innovation to Improve English Reading Skills of Primary Learners.

Journal of Languages and Language Teaching (JOLLT).

Oktafia, Y., Susilawati, E., & Suhartono, L. (2025). The Effect of Using Spinning
Wheel Media on Students > Vocabulary Mastery. Humanitatis: Journal of
Language and Literature, 12(1), 67-78.

Padmadewi, N., & Adnyani, L. (2017). Teaching English to young learners.
Journal of Psychology and Instruction.

Padmadewi, N., & Dewi, L. (2025). The impact of interactive learning media on
students’ engagement and learning outcomes. International Journal of

Language Learning.

Pradana, K., Utami, 1., & Ana, 1. (2026). Interactive Hybrid Book for Inclusive
Reading Activities. Journal of Education Study (JoES).
https://doi.org/10.36663/joes.v611.1134

Rahmawati, N., Rahmi, Muitara, H., Awaliyah, S., & Jaiz, A. (2022).
Pengembangan Roda Suku Kata untuk Pembelajaran Bahasa Indonesia Kelas

IT SD. Reduplikasi Jurnal Penelitian Bahasa Indonesia Universitas

Gorontalo, 23-33.

65



Ratminingsih, N. M., & Budasi, I. G. (2023). Digital Dictionary-Based Learning
Media to Support Students’ Literacy and Vocabulary Development. Journal
of English Teaching.

Rukayah, Jauhar, S., & Radaiyah. (2025). Pengaruh Media Spinning Wheel
terhadap Hasil Belajar Bahasa Indonesia Siswa Kelas V SD Negeri 125
Karampue Kecamatan Sinjai Utara Kabupaten Sinjai. MACCA: Science-Edu

Journal.

Sadiyah, L., Taufiqulloh, & Rofiudin. (2024). The Effects of Digital Spinning
Wheel Media on Students’ Speaking Performance. 3rd ICOTION Proceeding
International Conference on Education2024, 62—68.

Santosa, H., Pastika, P., & Dewi, S. (2026). A CIPP Evaluation of English
Language Teaching for Deaf Students in the Bengkala Deaf Inclusive
Education Program. Journal of Educational Study (JoES), 6(2), 154—171.
https://doi.org/10.36663/joes.v6i2.1161

Siregar, T., Mandasari, N., Annisa, S. If., & Asyah. (2025). The Urgency of
Learning English as an Effort to Introduce a Foreign Language to

Elementary. International Journal of Education, Information Technology,

and Others.

Sugiharto, H., & Atan, S. (2025). The influence of Digital Literacy and Learning

Independence on Learning Outcomes in Statistics Courses. 9(1), 51-63.

Sugiyono. (2021). Metode Penelitian Kuantitatif, Kualitatif dan R&D / Sugiyono.
Alfabeta.

Syawaluddin, A., & Aeni, N. (2025). Play and Learn: Digital Traditional Games
for Vocabulary Mastery in Young Learners. Discover Education.

https://doi.org/10.1007/s44217-025-00485-8

TEFL, 1. (2026). Step by Step Lesson Planning for TEFL Educators. In The TEFL

Institute.

Thornbury, S. (2002). How to Teach Vocabulary (pp. 1-185).

66



Tian, F., & Umar, I. N. (2025). Research Trends of Digital Game-based Learning
for Technical Vocabulary Acquisition: A Systematic Decennial Literature

Review. Arab World English Journal.

Wijaya, V., & Juliana. (2024). The Effect of Using Spinning Wheel Game on
Students’ Vocabulary Mastery at Ninth Grade of SMP Swasta Asuhan
Medan. English Language Education Journal (ELEJ).

Yamada, R., Yamada, A., Mori, R., & Sugitani, Y. (2025). Cultivation of Global
Competencies in the Post-COVID-19 Era: A Multinational Survey. Journal

of Comparative & International Higher Education.

Yuliana, Syatriana, E., & Hijrah. (2024). The Use of Spinning Wheel Media in
Learning to Speak in The Class X SMAN 6 Bontoa Maros. Universitas
Muhammadiyah Makassar, 4(3), 380-386.

Zhang, H. (2023). The Impact of English Language Development on
Internationalization of Education. Interdisciplinary Humanities and
Communication Studies, 0, 243—249. https://doi.org/10.54254/2753-
7048/34/20231933

Zhang, Z., & Huang, X. (2024). The Impact of Chatbots Based on Large
Language Models on Second Language Vocabulary Acquisition. Heliyon A

Cell Press Journal.

Zhou, W., & Wu, X. (2024). The Impact of Internal-Generated Contextual Clues
on EFL Vocabulary Learning : Insights from EEG. Frontiers in Psychology,
February, 1-19. https://doi.org/10.3389/fpsyg.2024.1332098

67



