
100 

 

REFERENCES 

 

Amalia, Icha, Dadang Solihat, and Endang Darsih, „THE EFFECT OF 

KAHOOT APPLICATION IN IMPROVING STUDENTS‟ WIRTING 

SKILL (QUASI EXPERIMENTAL DESIGN AT SMAN 1 

LURAGUNG)‟, Indonesian Journal of Learning and Instruction, 5.1 

(2022), doi:10.25134/ijli.v5i1.5873 

Arikunto, Suharsimi, „Prosedur Penelitian Suatu Pendekatan Praktek‟, (No 

Title), 2010 

Bandura, A, „Self-Efficacy: The Exercise of Control‟ 

<https://api.semanticscholar.org/CorpusID:142746089> 

Benzizoune, Ouafae, and Mounir Chibi, „The Effectiveness of Using 

Kahoot in Reinforcing Grammar and Writing for Ibn Tofail University 

EFL Students‟, Journal of English Language Teaching and Applied 

Linguistics, 6 (2024), pp. 103–13, doi:10.32996/jeltal.2024.6.4.11 

Bower, Matt, Design of Technology-Enhanced Learning (Emerald 

Publishing Limited, 2017), doi:10.1108/9781787141827 

Cohen, Louis, Lawrence Manion, and Keith Morrison, Research Methods in 

Education (Routledge, 2017), doi:10.4324/9781315456539 

Cook, Thomas D.., and Donald T.. Campbell, Quasi-Experimentation : 

Design & Analysis Issues for Field Settings (Houghton Mifflin, 1979) 

Corder, S. P., „THE SIGNIFICANCE OF LEARNER‟S ERRORS‟, IRAL - 

International Review of Applied Linguistics in Language Teaching, 

5.1–4 (1967), doi:10.1515/iral.1967.5.1-4.161 

Creswell, John W.., and J. David. Creswell, Research Design : Qualitative, 

Quantitative, and Mixed Methods Approaches (SAGE Publications, 

Inc., 2023) 

        and Vicki L.. Plano Clark, Designing and Conducting Mixed Methods 

Research (SAGE, 2018) 

Datu Appulembang, Oce, and Lastiar Roselyna Sitompul, „TEACHING 

READINESS ANALYSIS OF PRESERVICE PRIMARY 

TEACHERS IN PHYSICAL EDUCATION THROUGH 

MICROTEACHING‟, Klasikal: Journal of Education, Language 

Teaching and Science, 7 (2025) 

Dicheva, Darina, and others, „Gamification in Education: A Systematic 

Mapping Study‟, Educational Technology & Society, 18 (2015), pp. 

75–88 

Faigley, Lester, and Stephen Witte, „Analyzing Revision‟, College 

Composition and Communication, 32.4 (1981), p. 400, 

doi:10.2307/356602 

Fitzgerald, Jill, „Research on Revision in Writing‟, Review of Educational 

Research, 57.4 (1987), pp. 481–506, doi:10.3102/00346543057004481 



101 
 

 

 

Flower, Linda, and others, „Detection, Diagnosis, and the Strategies of 

Revision‟, College Composition and Communication, 37.1 (1986), p. 

16, doi:10.2307/357381 

Gee, James Paul, „What Video Games Have to Teach Us about Learning 

and Literacy‟, Computers in Entertainment, 1.1 (2003), pp. 20–20, 

doi:10.1145/950566.950595 

Ghasemi, Asghar, and Saleh Zahediasl, „Normality Tests for Statistical 

Analysis: A Guide for Non-Statisticians‟, International Journal of 

Endocrinology and Metabolism, 10.2 (2012), pp. 486–89, 

doi:10.5812/ijem.3505 

Graham, Steve, and Dolores Perin, „A Meta-Analysis of Writing Instruction 

for Adolescent Students.‟, Journal of Educational Psychology, 99.3 

(2007), pp. 445–76, doi:10.1037/0022-0663.99.3.445 

Graves, Donald H.., Writing : Teachers and Children at Work (Heinemann, 

2003) 

Hayes, John R., and Linda S. Flower, „Writing Research and the Writer.‟, 

American Psychologist, 41.10 (1986), pp. 1106–13, doi:10.1037/0003-

066X.41.10.1106 

Hu, Xing, and Wen Gong, „Modeling Chinese EFL Learners‟ Intention to 

Use Generative AI for L2 Writing through an Integrated Model of the 

TAM and TTF‟, Education and Information Technologies, 30.13 

(2025), pp. 18157–79, doi:10.1007/s10639-025-13505-9 

Hung, Hsiu-Ting, and others, „A Scoping Review of Research on Digital 

Game-Based Language Learning‟, Computers & Education, 126 

(2018), pp. 89–104, doi:10.1016/j.compedu.2018.07.001 

Hyland, Ken, Teaching and Researching Writing (Routledge, 2015), 

doi:10.4324/9781315717203 

Ismail, Muhd Al-Aarifin, and others, „Using Kahoot! As a Formative 

Assessment Tool in Medical Education: A Phenomenological Study‟, 

BMC Medical Education, 19.1 (2019), p. 230, doi:10.1186/s12909-

019-1658-z 

Jacobs, Holly, and others, Testing ESL Composition: A Practical Approach, 

1 January 1981 

Kuantitatif, Pendidikan Pendekatan, „Metode Penelitian Kunatitatif 

Kualitatif Dan R&D‟, Alfabeta, Bandung, 2016 

Licorish, Sherlock A., and others, „Students‟ Perception of Kahoot!‟s 

Influence on Teaching and Learning‟, Research and Practice in 

Technology Enhanced Learning, 13.1 (2018), p. 9, 

doi:10.1186/s41039-018-0078-8 

        and others, „Students‟ Perception of Kahoot!‟s Influence on Teaching 

and Learning‟, Research and Practice in Technology Enhanced 

Learning, 13.1 (2018), p. 9, doi:10.1186/s41039-018-0078-8 



102 
 

Lyu, Boning, and others, „Comparison Studies of Typing and Handwriting 

in Chinese Language Learning: A Synthetic Review‟, International 

Journal of Educational Research, 106 (2021), p. 101740, 

doi:10.1016/j.ijer.2021.101740 

Mawarni, Nidiya, Cut Nadia Muji Rahmah, and Puan Maharani, 

LINGPOET (Journal of Linguistics and Literary Research) Gamifying 

Collaboration: Enhancing EFL Reading Skills through Kahoot! 

Application, 06.03 (2025), pp. 155–63, 

doi:10.26594/register.v6i1.idarticl 

Mayer, Richard E.., Multimedia Learning (Cambridge University Press, 

2021) 

McMillan, J H, and S Schumacher, Research in Education: Evidence-Based 

Inquiry (Pearson Education, 2014) 

<https://books.google.co.id/books?id=JSavAgAAQBAJ> 

Mogahed, Mogahed M, International Journal of English and Literature 

Review Planning out Pre-Writing Activities, 4.3 (2013), pp. 60–68, 

doi:10.5897/IJEL12.120 

Mustagis, R. Muhammad Satria Gyas, and others, „Benefits of Kahoot in 

Improving 7th Grade Junior Highschool English Vocabulary: 

Classroom Action Research in SMP Hamong Putera Ngaglik‟, English 

Education and Literature Journal (E-Jou), 4.02 (2024), pp. 69–78, 

doi:10.53863/ejou.v4i02.1014 

Nation, I.S.P., and John Macalister, Teaching ESL/EFL Reading and 

Writing (Routledge, 2020), doi:10.4324/9781003002765 

Nikmah, Hadirotun -., „Gamification to Improve Students‟ Engagement in 

Learning English‟, Acitya Journal of Teaching and Education, 2.1 

(2020), pp. 60–70, doi:10.30650/ajte.v2i1.277 

Nisa Omar, Nurul, „THE EFFFECTIVENESS OF KAHOOT 

APPLICATION TOWARDS STUDENTS‟ GOOD FEEDBACK 

PRACTICE‟, PEOPLE: International Journal of Social Sciences, 3.2 

(2017), pp. 2551–62, doi:10.20319/pijss.2017.32.25512562 

Nuryanti, Nuryanti, „ESP in the Digital Age: Mapping Tools, Platform, and 

Pedagogical Shifts in Higher Education‟, Elsya : Journal of English 

Language Studies, 7.2 (2025), pp. 158–73, 

doi:10.31849/elsya.v7i2.26395 

Penggunaan, Pengaruh, and others, „The Influence Of Using The Kahoot 

Game On Students‟ Motivation To Learn English‟, in JKIP : Jurnal 

Kajian Ilmu Pendidikan, no. 2 (n.d.), V <http://journal.al-

matani.com/index.php/jkip/index> 

Plass, Jan L., Bruce D. Homer, and Charles K. Kinzer, „Foundations of 

Game-Based Learning‟, Educational Psychologist, 50.4 (2015), pp. 

258–83, doi:10.1080/00461520.2015.1122533 



103 
 

 

 

Plump, Carolyn M., and Julia LaRosa, „Using Kahoot! In the Classroom to 

Create Engagement and Active Learning: A Game-Based Technology 

Solution for ELearning Novices‟, Management Teaching Review, 2.2 

(2017), pp. 151–58, doi:10.1177/2379298116689783 

Prensky, Marc, „Digital Natives, Digital Immigrants Part 1‟, On the 

Horizon, 9.5 (2001), pp. 1–6, doi:10.1108/10748120110424816 

Putri, N. A., and M. Anugerahwati, „English Language Teaching in Islamic 

Boarding School: Navigating the Digital Revolution. Journal of 

English Language Teaching and Learning.‟, ELTALL (English 

Language Teaching, Applied Linguistics and Literature), 6.1 (2025) 

Qin, Wenjuan, and others, „Machine-Assisted Writing Evaluation: 

Exploring pre-Trained Language Models in Analyzing Argumentative 

Moves‟, Computer Assisted Language Learning, 30 May 2025, pp. 1–

28, doi:10.1080/09588221.2025.2511064 

Richards, Jack C., and Willy A. Renandya (eds.), Methodology in Language 

Teaching (Cambridge University Press, 2002), 

doi:10.1017/CBO9780511667190 

Romatullah, Sitti, and Dian Rahma Santoso, „The Use of Kahoot in Writing 

Skills in Junior High School‟, Indonesian Journal of Education 

Methods Development, 18.1 (2023), doi:10.21070/ijemd.v21i.720 

Shadish, William R, Thomas D Cook, and Donald T Campbell, 

EXPERIMENTAL AND QUASI-EXPERIMENTAL DESIGNS FOR 

GENERALIZED CAUSAL INFERENCE .Jr-*"-** Fr HOUGHTON 

MIFFLIN COMPANY Boston New York (2002) 

Silva, Onã, „Creativity: Flow and the Psycology of Discovery and 

Invention‟, Linhas Críticas, 8.15 (1969), pp. 308–15, 

doi:10.26512/lc.v8i15.3069 

Smiderle, Rodrigo, and others, „The Impact of Gamification on Students‟ 

Learning, Engagement and Behavior Based on Their Personality 

Traits‟, Smart Learning Environments, 7.1 (2020), p. 3, 

doi:10.1186/s40561-019-0098-x 

Solihat, Elis, „Pengaruh Motivasi Belajar Dan Penguasaan Kosakata 

Terhadap Kemampuan Menulis Naratif Bahasa Inggris‟, Jurnal Ilmu 

Pendidikan (JIP) STKIP Kusuma Negara, 12 (2021), pp. 119–31, 

doi:10.37640/jip.v12i2.814 

Sprague, Ralph H.., Proceedings of the 47th Annual Hawaii International 

Conference on System Sciences : 6-9 January 2014, Waikoloa, Hawaii 

(IEEE, 2014) 

Sulaiman, Suraiya, and Yusop Boonsuk, „Implementing Internet-Based 

Applications in English Classrooms: Instructional Practices in 

Southern Thai Higher Education‟, Pedagogies: An International 

Journal, 9 March 2025, pp. 1–16, 



104 
 

doi:10.1080/1554480X.2025.2477449 

TAITANO, Erik Jon, and Ky VUONG, „ANALYZING THE EFFICACY 

OF THE TESTING EFFECT USING KAHOOTTM ON STUDENT 

PERFORMANCE‟, Turkish Online Journal of Distance Education, 1 

April 2017, pp. 80–80, doi:10.17718/tojde.306561 

Tarihoran, Nafan, and others, „JOURNAL OF LANGUAGE AND 

LINGUISTIC STUDIES “CALLing the Process of Writing”: 

Facebook as Language Support Learning Tool in Enhancing the EFL 

Learners‟ Online Writing Performance‟, in Journal of Language and 

Linguistic Studies (2022), XVIII <www.jlls.org> 

VYGOTSKY, L. S., Mind in Society, ed. by Michael Cole and others 

(Harvard University Press, 1980), doi:10.2307/j.ctvjf9vz4 

Wang, Alf Inge, „The Wear out Effect of a Game-Based Student Response 

System‟, Computers & Education, 82 (2015), pp. 217–27, 

doi:10.1016/j.compedu.2014.11.004 

        and Rabail Tahir, „The Effect of Using Kahoot! For Learning – A 

Literature Review‟, Computers & Education, 149 (2020), p. 103818, 

doi:10.1016/j.compedu.2020.103818 

Wang, Alf, and Andreas Lieberoth, The Effect of Points and Audio on 

Concentration, Engagement, Enjoyment, Learning, Motivation, and 

Classroom Dynamics Using Kahoot! (2016) 

Wenyi, Vivi, THE USE OF ‘KAHOOT APPLICATION TO IMPROVE 

DESCRIPTIVE TEXT WRITING ABILITY OF 2 ND GRADE 

STUDENTS’’ OF GIOVANI’, 13 April 2024 

White, Howard, and Shagun Sabarwal, Quasi-Experimental Design and 

Methods (2014) <www.unicef-irc.org> 

Yildirim, Ibrahim, „The Effects of Gamification-Based Teaching Practices 

on Student Achievement and Students‟ Attitudes toward Lessons‟, The 

Internet and Higher Education, 33 (2017), pp. 86–92, 

doi:10.1016/j.iheduc.2017.02.002 

Zarzycka-Piskorz, Ewa, „KAHOOT IT OR NOT? CAN GAMES BE 

MOTIVATING IN LEARNING GRAMMAR?‟, Teaching English 

with Technology, 16 (2016), pp. 17–36 

<https://api.semanticscholar.org/CorpusID:49733187> 

  

 
 


