
66 
 

REFERENCES 

Akdogan, Esra. “Developing Vocabulary in Game Activities and Game Materials. 

Online Submission.” Journal of Teaching and Education 7, no. 1 (2017): 31–

66. https://files.eric.ed.gov/fulltext/ED617641.pdf. 

Brown, H. Douglas. “Language Assessment Principles and Classroom Practices.” 

The Handbook of Bilingual and Multilingual Education, 2015, 253–69. 

https://doi.org/10.1002/9781118533406.ch15. 

Budiastuti, Dyah, and Agustinus Bandur. Validitas Dan Realibilitas Dengan Analisis 

Dengan NVIVO, SPSS Dan AMOS. Jakarta: Mitra Wacana Media, 2018. 

http://www.nber.org/papers/w16019. 

Carter, Ronald, and Michael Mccarthy. Vocabulary and Language Teaching 

(Applied Linguistic and Language Study). Edited by Christopher N. Candlin. 

Routledge, 2013. 

Castillo-Cuesta, L. “Using Digital Games for Enhancing EFL Grammar and 

Vocabulary in Higher Education.” International Journal of Emerging 

Technologies in Learning 15, no. 20 (2020): 116–29. 

https://doi.org/10.3991/ijet.v15i20.16159. 

Creswell, John W. Research Design Pendekatan Kualitatif, Kuantitatif, Dan Mixed. 

Edisi keti., 2015. 

Crystal, David. The Cambridge Encyclopedia of The English Language. Cambridge 

University Press, 2001. 

Deilos, Ryan. “Kahoot! A Digital Game Resource for Learning.” International 

Journal of Instructional Technology and Distance Learning 124, no. 4 (2015): 

49–52. https://doi.org/10.13021/g8060p. 

Deni, Rahma, and Fahriany Fahriany. “Teachers’ Perspective on Strategy for 

Teaching English Vocabulary to Young Learners.” Vision: Journal for 

Language and Foreign Language Learning 9, no. 1 (2020): 48–61. 

https://doi.org/10.21580/vjv9i14862. 

Dewi, Novi Rina, and Alfany Fardan Syahuma. “An Analysis of Students’ 

Vocabulary Mastery by Using Word Chain Game at Basic Level of AVON 

English School Kepung Pare.” ETJaR: English Teaching Journal and 

Research 2, no. 1 (2022): 81–112. https://doi.org/10.55148/etjar.v2i1.287. 

Ermawati, Eka Afrida, Ely Trianasari, and Politeknik Negeri Banyuwangi. “Bingo 

Game: Hidden Treasure among Heap of Woods (the Effectivity of a Game in 



67 
 

 
 

Improving Students’ Vocabulary Mastery).” Journal of Applied Studies in 

Language 3, no. 1 (2019): 37–42. https://doi.org/10.31940/jasl.v3i1.1159. 

Evans, Michael J. Foreign Language Learning with Digital Technology. Continuum 

International Publishing Group, 2009. 

Fakhruddin, Abdul Aziz, Mochammad Firdaus, and Lailatul Mauludiyah. 

“Wordwall Application as a Media to Improve Arabic Vocabulary Mastery 

of Junior High School Students.” Arabiyatuna : Jurnal Bahasa Arab 5, no. 2 

(2021): 217. https://doi.org/10.29240/jba.v5i2.2773.  

Fatta, Hanif Al, Zulisman Maksom, and Mohd Hafiz Zakaria. “Game-Based 

Learning and Gamification: Searching for Definitions.” International Journal 

of Simulation: Systems, Science and Technology 19, no. 6 (2018): 41.1-41.5. 

https://doi.org/10.5013/IJSSST.a.19.06.41. 

Ghalebi, Rezvan, Firooz Sadighi, and Mohammad Sadegh Bagheri. “A Study of 

Vocabulary Learning Strategies among High and Low Iranian English 

Vocabulary Learners.” Cogent Education 8, no. 1 (2021). 

https://doi.org/10.1080/2331186X.2020.1834933. 

Gul, Nida, Hina Noor, and Farkhunda Rasheed Chaudhary. “Using Technology to 

Enhance the Performance of Intellectually Disabled Students: Mobile Game-

Based Urdu Learning.” UMT Education Review 4, no. 1 (2021): 42–57. 

https://doi.org/10.32350/uer.41.03. 

Günter, Tuğçe. “Using CBA REACT Strategy Supported by Crossword Puzzle 

Game on the Topic of Acid-Base Titrations.” Journal of Science Learning 6, 

no. 1 (2023): 87–99. https://doi.org/10.17509/jsl.v6i1.51116. 

Hazar, Esin. “Use of Digital Games in Teaching Vocabulary to Young Learners.” 

Educatia 21 19, no. 19 (2020): 98–104. 

https://doi.org/10.24193/ed21.2020.19.12. 

Hiebert, Elfrieda H, and Michael L Kamil. Teaching and Learning Vocabulary - 

Bringing Research to Practice. LAWRENCE ERLBAUM ASSOCIATES, 

2005. 

“How To Play Crossword Puzzles.” Accessed February 12, 2024. 

https://crosswordresources.com/. 

Kaminski, RM, DA Silva, and C Boscarioli. “Integrating Educommunication and 

Gamification as a Strategy for Teaching Sustainability and Healthy Eating in 

the 5th Year of Elementary School.” Teaching Practice Magazine 3, no. 2 

(2018): 595–609. 



68 
 
Kanthan, Rani, and Jenna-Lynn Senger. “The Impact of Specially Designed Digital 

Games-Based Learning in Undergraduate Pathology and Medical 

Education.” Arch Pathol Lab Med 135, no. 1 (2011). 

https://doi.org/https://doi.org/10.5858/2009-0698-oar1.1. 

Kazu, İbrahim Yaşar, and Murat Kuvvetli. “A Triangulation Method on the 

Effectiveness of Digital Game-Based Language Learning for Vocabulary 

Acquisition.” Education and Information Technologies 28, no. 10 (2023): 

13541–67. https://doi.org/10.1007/s10639-023-11756-y. 

Klise, Hiyashinta A, Noldy Pelenkahu, and Tirza A Kumayas. “The Use of 

Crossword Puzzle Game to Improve Students’ Vocabulary Mastery at SMP 

Negeri 2 Tornado.” JoTELL Journal of Teaching English, Linguistics, and 

Literature 2, no. 6 (2023): 727–40. 

Kodrle, Svetlana, and Anna Savchenko. “Digital Educational Media in Foreign 

Language Teaching and Learning.” E3S Web of Conferences 273 (2021). 

https://doi.org/10.1051/e3sconf/202127312018. 

Kubala, Robbie. “The Aesthetics of Crossword Puzzles.” British Journal of 

Aesthetics 63, no. 3 (2023): 381–94. https://doi.org/10.1093/aesthj/ayac049. 

Latumahina, Fransina, Muhammad Edy Sudarmono, Amri Aurulianto, M. Ishan 

Umahuk, and Kahar Hitimala. “Enhancing Digital Technology Education for 

School Children.” Indonesian Journal of Cultural and Community 

Development 14, no. 3 (June 19, 2023). 

https://doi.org/10.21070/ijccd2023905. 

Literacy, National Center on Improving. “What Is Vocabulary,” n.d. 

Mallon, Melissa. “Gaming and Gamification.” Public Services Quarterly 9, no. 3 

(2013): 210–21. https://doi.org/10.1080/15228959.2013.815502. 

Muflihah, Evi. “The Use of Bingo Game to Improve Students’ Vocabulary (An 

Experiment Study at Second Grade Student’s Senior High School SMAN 1 

Petir Kab. Serang).” The State Institute for Islamic Student (IAIN) Sultan 

Maulana Hasanuddin Banten, 2017. 

Muzdalifah, Indah. “Crosswords Puzzle Games: Increasing Students’ Vocabulary 

Competence at Faculty of Computer Science.” IOP Conference Series: Earth 

and Environmental Science 175, no. 1 (2018): 012075. 

Nordquist, Richard. “What Is Vocabulary in Grammar?” ThoughtCo, 2019. 

https://www.thoughtco.com/vocabulary-definition-1692597. 



69 
 

 
 

Nunan, David. Practical English Language Teaching. New York: London : McGraw-

Hill, 2003. 

Nuryadi, Tutut Dewi Astuti, Endang Sri Utami, and M. Budiantara. Dasar-Dasar 

Statistik Penelitian. I. Yogyakarta: SIBUKU MEDIA, 2017. 

Pavita, Maria Dimitrij Angie, and Deli Nirmala. “Merdeka Belajar in Pandemic: 

Using Quizizz Game Based Learning To Improve Students’ Vocabulary 

Mastery.” Language Literacy: Journal of Linguistics, Literature, and 

Language Teaching 5, no. 1 (2021): 221–27. 

https://doi.org/10.30743/ll.v5i1.3842. 

Pohloh, Adeela, and Sayid Ma’rifatulloh. “The Use of Crossword Puzzle to Improve 

Vocabulary Mastery (An Experimental Study At Ban Chokok School 

Thailand).” IRecall Journal: An Indonesian Journal for Language Learning 

and Teaching 1, no. 1 (2023): 1–14. 

https://journal.irecall.id/index.php/IrecallJournal. 

Prayoga, Gede Hermawan Adi. “Enhancing Vocabulary Skills for Young Learners 

Using Crossword Puzzle Mobile Game.” Exposure : Jurnal Pendidikan 

Bahasa Inggris 11, no. 1 (2022): 142–49. 

https://doi.org/10.26618/exposure.v11i1.7018. 

Ramadhania, Sabrina, and Hashim Adnan. “Crossword Puzzle Learning Media to 

Improve Indonesian Vocabulary Mastery for Grade 2 Elementary School 

Students.” Journal of Innovation and Research in Primary Education 1, no. 2 

(2022): 50–55. https://doi.org/10.56916/jirpe.v1i2.177. 

Ramos, Dayana Passos, Flaviane Regina de Sousa Araujo, Graziele Rancan, 

Hermocrates Gomes Melo Junior, and Michael of Bon. “Gamification and 

Motivation in Learning.” RCMOS Multidisciplinary Scientific Journal O 

Saber 1, no. 1 (2024). 

Ratna Pertiwi, Dewanti. “Blended Learning to Improve the Students’ Vocabulary 

Mastery for Mechanical Engineering Purposes at STT Adisutjipto 

Yogyakarta.” Ahmad Dahlan Journal of English Studies) 5, no. 1 (2018): 1–

11. 

Rukminingsih, Gunawan Adnan, and Mohammad Adnan Latief. Metode Penelitian 

Pendidikan. Penelitian Kuantitatif, Penelitian Kualitatif, Penelitian Tindakan 

Kelas. Journal of Chemical Information and Modeling. Vol. 53, 2020. 



70 
 
S, Zhura. “Digital Technologies as a Basis for the Development of a Modern 

Enterprise.” Ekonomika Ta Derzhava 79 (2019): 87–89. 

https://doi.org/10.32702/2306-6806.2020.7.93. 

Sianturi, Alex Dharmawan, and Ruei Tang Hung. “A Comparison between Digital-

Game-Based and Paper-Based Learning for EFL Undergraduate Students’ 

Vocabulary Learning †.” Engineering Proceedings 38, no. 1 (2023). 

https://doi.org/10.3390/engproc2023038078. 

Sugiyono. Metode Penelitian Kuantitatif, Kualitatif, Dan R & D. 22nd ed. Bandung: 

Alfabeta, 2015. 

Sugiyono. Metode Penelitian Kuantitatif, Kualitatif Dan R&D. 19th ed. Bandung: 

Alfabeta, 2010. 

Sukendra, I Komang, and I Kadek Surya Atmaja. Instrumen Penelitian. Edited by 

Teddy Fiktorius. Deepublish. Mahameru Press, 2020. 

https://penerbitdeepublish.com/instrumen-penelitian/. 

Szudarski, Pawel, and Samuel Barclay. Vocabulary Theory, Patterning and 

Teaching. Edited by David Singleton. Vocabulary Theory, Patterning and 

Teaching. Multilingual Matters, 2022. 

https://doi.org/10.21832/9781788923750. 

Thornbury, Scott. How to Teach Vocabulary. Pearson Education Limited, 2002. 

Torres, Elisa R., P. Renée Williams, Wondwosen Kassahun-Yimer, and Xiaoshan 

Zhu Gordy. “Crossword Puzzles and Knowledge Retention.” Journal of 

Effective Teaching in Higher Education 5, no. 1 (2022): 18–29. 

https://doi.org/10.36021/jethe.v5i1.244. 

Turgut, Yildiz, and Pelin Irgin. “Young Learners’ Language Learning via Computer 

Games.” Procedia - Social and Behavioral Sciences, no. 1 (2009): 760–64. 

https://doi.org/10.1016/j.sbspro.2009.01.135. 

Ur, Penny. Penny Ur ’ s 77 Tips for Teaching Vocabulary. Cambridge : Cambridge 

University Press, 2022. 

Utami, Elva, Yosi Marita, and Wiwin Martina. “An Analysis of Crossword Puzzle 

to English Vocabulary Mastery.” Edu-Ling: Journal of English Education 

and Linguistics 5, no. 2 (2022): 162–68. https://doi.org/10.32663/edu-

ling.v5i2.2981. 

Wardiman, Moh, Aminah, and Anjar Kusuma Dewi. “The Use of English Songs To 

Improve Students’ Vocabulary Mastery.” Education & Learning 10, no. 1 

(2022): 12–21. https://doi.org/10.57251/el.v2i1.176. 



71 
 

 
 

Willis, Judy. Teaching to the Brain to READ,. Virginia ASCD, 2008. 

Winarti. “Efforts to Improve Vocabulary Learning Outcomes Through Word Game 

Methods with Media Pass Picture in Grade 2 Students at SDN 3 

Mendenrejo.” Social, Humanities, and Education Studies 3, no. 3 (2020): 

1416–21. https://jurnal.uns.ac.id/shes. 

Wright, Andrew, David Betteridge, and Michael Buckby. Games for Language 

Learning. Third. Cambridge : Cambridge University Press, 2006. 

Yudiati, Rini, and Hanifatur Rizqi. “The Development of Learning Media Based on 

Android Using Crossword Puzzles to Improve Student’s Vocabulary Skill.” 

Proceedings of the 2nd Borobudur International Symposium on Science and 

Technology (BIS-STE 2020) 203 (2021): 208–14. 

https://doi.org/10.2991/aer.k.210810.035. 

Zirawaga, Victor Samuel, Adeleye Olusanya Idowu, and Tinovimbanashe Maduku. 

“Gaming in Education: Using Games as a Support Tool to Teach History.” 

Journal of Education and Practice 8, no. 15 (2017): 55–64. www.iiste.org. 

 


	REFERENCES

