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Abstract— This is a classroom action research that aims to 
improve the quality of the learning process by motivating 
students, creating a more enjoyable learning environment, 
and increasing mastery of English vocabulary using a 
Game-Based Learning approach. This research design is 
based on the model developed by Kemis and McTaggart 
(1998), and it was implemented in two cycles, each of 
which had four stages: planning, implementing, observing, 
and reflecting. Data were gathered through observation, 
interviews, and documentation on a performance 
evaluation sheet (study result test) and an observation 
sheet. Furthermore, data were descriptively analyzed 
using Miles and Huberman's interactive analysis model, 
and the steps were data reduction, data displaying, and 
conclusion drawing/verification. The findings of this study 
show that before using this method, students' vocabulary 
mastery was very low. In cycle 1, after using the Game 
method to learn vocabulary, the results for each indicator 
improved significantly. The percentage of students passing 
the first test rose to 56% and continue increasing to 88% 
in cycle 2. Therefore, it is concluded that the Game-Based 
Learning method can improve the quality of the 
vocabulary learning process and students' vocabulary 
mastery. 
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I.  INTRODUCTION  
One of the fundamental and crucial components for 

mastering a language is vocabulary since it is the primary 
component in sentence construction. The more vocabulary 
someone knows, the simpler it will be to express themselves 
verbally and in writing. Similarly, learning English as a 
foreign language in our country requires vocabulary mastery 
so that communication can flow smoothly.  

Learning vocabulary is the most important aspect of 
learning English because vocabulary serves as the foundation 
for building sentences[1]. Actually, there are other elements in 
the formation of a language that are no less important to learn, 
such as Grammar, but vocabulary mastery remains the most 
important because having mastered it can be an important 
provision to master language skills such as reading, writing, 
listening, and speaking. Can you imagine reading or 
pronouncing an English sentence if you don't understand any 
of the words? 

In their writings, Basri, Ridla, and Wahed (2014) 
emphasized the importance of vocabulary in mastering a 
foreign language because a lack of vocabulary mastery 
prevents students from communicating effectively in the target 
language (English)[2]. Furthermore, Hatch and Brown (in 
Nugroho, 2012) added that mastering vocabulary allowed 
people to express themselves and understand other basic 
competencies [3]. 

Vocabulary is the fundamental component of a 
language that is used to identify things like objects, qualities, 
and verbs in order to explain the meaning of what is being 
conveyed [4]. According to Khasanah, Chamdani, and Susiani 
(in Fitriyani and Nulanda, 2107), vocabulary is a crucial but 
often ignored part of the activities when learning English. 
Students may encounter obstacles if they do not have a 
sufficient vocabulary [5]. 

Based on preliminary research on first semester 
Business Administration Department students at Kupang State 
Polytechnic who took the General English course, several 
difficulties or impediments in learning were discovered due to 
a lack of vocabulary mastery. For example, the reading 
segment took longer than expected due to a lack of student 
knowledge of the words meaning in the reading book. Most 
students struggled to grasp the audio they were listening to in 
the listening phase as well. Similarly, students tended to be 
inactive in speaking activities, unable to express their 
opinions. Communication between the teacher and the 
students, or amongst fellow students in the class, did not flow 
smoothly simply because they had to pause for a moment to 
think about words in English, and some could not 
communicate at all due to their restricted vocabulary. In the 
writing part, the same thing happened. Even though it was 
only for a short writing, several students found it difficult to 
express their views in written form since they didn't know 
what words to use.  

Furthermore, the author discovered various issues with 
vocabulary mastering, such as difficulties understanding word 
meanings, difficulty recalling or memorizing words, difficulty 
pronouncing words correctly, and difficulty using words 
appropriately. These issues had an indirect impact on learning 
achievement. Due to a lack of vocabulary mastery, the results 
achieved were poor. 

The author regarded the applied learning model as one 
of the factors influencing the challenges mentioned above. 
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There was no set time for students to study vocabulary and the 
approach employed was the traditional way in which the 
lecturer lectured, students checked up the definition of a word 
in the dictionary, tried to memorize it, or used it once or twice 
and then forgot it. 

Seeing these phenomena, it is regarded vital to make 
modifications; hence, the author attempted to provide a fun 
and stimulating vocabulary learning model for students via a 
Game-Based Learning approach. Trybus (2015) defines 
Gaming-Based Learning as "borrowing certain game elements 
and implementing them in real-life settings to engage 
users"[6]. This strategy not only develops games for students 
to play, but it also creates learning activities that may 
gradually introduce concepts and guide users toward the 
ultimate purpose. This concept has become more popular in 
higher education as a means of involving students in learning 
[7]. Therefore, the purpose of this research is to illustrate how 
the Game-Based Learning method is used to learn English 
vocabulary and what the results are.  

II. THEORETICAL REVIEW 

A. Game Based Learning 
According to Torrente (in Pratiwi & Musfiroh, 2014), 

game-based learning is the use of games with a serious goal 
(i.e. educational purposes) as a tool that greatly aids the 
learning process [9]. Game-based learning is an educational 
method in which users can adopt a game to meet the needs of 
cognitive curiosity and learning motivation [10]. 

According to McGonical (Hidayat, 2018), games 
have four main educational features: (1) goals or results that 
participants will obtain from their activities in the game; (2) 
rules, which are restrictions on how players can achieve their 
goals in the game; (3) feedback system, which shows 
participants how close they are to the goals they want to 
achieve in the game; and (4) voluntary participation, in which 
everyone participates in a game voluntarily, with the 
awareness that they accept the stated goals, rules, and 
feedback system [12]. 

There are various advantages of using games in 
education: 1) Involve and motivate all pupils in their learning. 
2) Develop pupils' abilities, such as literacy and numeracy. 3) 
As a means of overcoming cognitive challenges. 4) Acting out 
specific roles or professions before attempting them in real 
life. 5) Enabling pupils to create multimedia or game-based 
content [13]. Furthermore, Rahayu, Priyatna, and Banita 
(2020) discovered that incorporating games in learning can 
reduce stress in the learning environment, invite students to be 
fully engaged in learning, improve the learning process, build 
self-creativity, achieve goals unconsciously, achieve meaning 
in learning through learning experience, and focus the learner 
as a subject [14]. 

Seeing the features and benefits of game-based 
learning led to the selection of this strategy to be implemented 
in this study. Teacher can use this strategy to deliver 
instructional games that can make the learning process more 
enjoyable. Furthermore, as information and communication 
technology develop, teachers can use web application-based 

educational games. When selecting a game, the teacher can 
customize it to the topic to be presented. Games for 
vocabulary acquisition include crossword puzzles, scrabble, 
boggle, anagrams, word jumbles, and guess the word. 

B. Vocabulary 
According to Torrente (in Pratiwi & Musfiroh, 2014), 

game-based learning is the use of games with a serious goal 
(i.e. educational purposes) as a tool that greatly aids the 
learning process [9]. Game-based learning is an educational 
method in which users can adopt a game to meet the needs of 
cognitive curiosity and learning motivation [10]. 

According to McGonical (Hidayat, 2018), games 
have four main educational features: (1) goals or results that 
participants will obtain from their activities in the game; (2) 
rules, which are restrictions on how players can achieve their 
goals in the game; (3) feedback system, which shows 
participants how close they are to the goals they want to 
achieve in the game; and (4) voluntary participation, in which 
everyone participates in a game voluntarily, with the 
awareness that they accept the stated goals, rules, and 
feedback system [12]. 

There are various advantages of using games in 
education: 1) Involve and motivate all pupils in their learning. 
2) Develop pupils' abilities, such as literacy and numeracy. 3) 
As a means of overcoming cognitive challenges. 4) Acting out 
specific roles or professions before attempting them in real 
life. 5) Enabling pupils to create multimedia or game-based 
content [13]. Furthermore, Rahayu, Priyatna, and Banita 
(2020) discovered that incorporating games in learning can 
reduce stress in the learning environment, invite students to be 
fully engaged in learning, improve the learning process, build 
self-creativity, achieve goals unconsciously, achieve meaning 
in learning through learning experience, and focus the learner 
as a subject [14]. 

Seeing the features and benefits of game-based 
learning led to the selection of this strategy to be implemented 
in this study. Teacher can use this strategy to deliver 
instructional games that can make the learning process more 
enjoyable. Furthermore, as information and communication 
technology develop, teachers can use web application-based 
educational games. When selecting a game, the teacher can 
customize it to the topic to be presented. Games for 
vocabulary acquisition include crossword puzzles, scrabble, 
boggle, anagrams, word jumbles, and guess the word. 

III. RESEARCH METHOD 
This is a classroom action research project that attempts to 

improve the quality of the learning process by motivating 
students, creating a more enjoyable learning environment, and 
enhancing knowledge of English vocabulary using a Game-
Based Learning approach. This study design is based on the 
model proposed by Kemis and McTaggart (1998), and it was 
implemented in three cycles, each of which had four stages: 
planning, implementing, observing, and reflecting. Data were 
gathered by observation, interviews, and documentation on a 
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performance evaluation sheet (study result test) and an 
observation sheet. Furthermore, data were descriptively 
analyzed using Miles and Huberman's interactive analysis 
paradigm, with the steps consisting data reduction, data 
display, and conclusion drawing/verification. The research 
subjects were first semester students from the Company 
Management Study Program, Department of Business 
Administration, Kupang State Polytechnic. They were chosen 
as the data source using the purposive technique. 

In Classroom Action Research, a cycle is deemed to 
be successful or unsuccessful based on the achievement of 
predefined targets, which serve as indicators/criteria for 
success. If the results are the same as expected, the cycle has 
been successful; if they are not, the strategy must be altered 
for use in the following cycle. Similarly, in the second cycle, 
and so on, success is judged by comparing the 
achievements/impacts that have been achieved with the 
success criteria that have been targeted, rather than comparing 
performance before cycle 1 or results in cycle 1. 

The goal of this classroom action research is to 
improve students' mastery of English Vocabulary. As a result, 
before carrying out the activity, the research subjects were 
given a pre-test and then a post-test to decide the results of the 
action. The following indicators are used to assess student 
vocabulary mastery: Students can appropriately pronounce 
words; Students can appropriately explain the meaning of 
words; and Students can correctly use words in sentences 
based on their context. 

The obtained learning outcomes data are classified 
using the following standard classification technique: 

Table 1. The classification of students’ achievement 
Score Range Classification 

0 – 34 Poor 

34 – 54 Less  

55 – 64 Fair 

65 – 84 Good 

85 – 100 Excellent 

Finally, to evaluate the success of this strategy, the data 
was analyzed using the formula for the average percentage 
score: P = f/n x100% 
Information: 
P : Percentage 
f : Number of students classified by Grade Level 
n : Total number of students 
 
This study's accomplishment is defined as 85 percent of 
participants receiving a score of 65 or above. 

 

IV. RESULTS AND DISCUSSION 
4.1 The application of the Game-Based Learning method 
to learn English vocabulary 

This Classroom Action Research was conducted in 
two cycles. The research subjects were 25 first semester 
students in the General English class. The author was assisted 
in conducting this research by a two-person research team. 

The students were given a pre-test prior to using the Game-
Based Learning method to teach vocabulary, and the results 
were unsatisfactory. Table 2 shows the data from the students' 
vocabulary pre-test results: 

Table 2. Pre-Test Vocabulary Results 

 
According to table 2, the class average score for all 

vocabulary assessment indicators only reached 57.1, and the 
pre-test assessment shows that nearly 80% of students in the 
class received results below the minimum standard score of 
65. More information can be found in Table 3 and Fig. 1 
below: 

Table 3. Percentage of Vocabulary Pre-Test Results 
No. Score Range Number of Students Percentage Classification 
1 85 – 100 2 8% Excellent 
2 65 – 84  4 16% Good 
3 55 – 64 4 16% Fair 
4 35 -54 12 48% Less 
5 0 – 34 3 12% Poor 

Total 25   
 

 
Fig.1 Percentage of Vocabulary Pre-Test Results 
As shown by Table 3 and Fig.1, the vocabulary 

mastery of first semester General English class students is still 
low. Only 24% of students passed the test, with 8% being in 
the "Excellent" category and 16% being in the "Good" 
category. While the rest are distributed into the following 
categories, the majority are students who belong into the 
"Less" category by up to 48% and 12% fall into the "Poor" 
category. 
4.1.1 Implementation of Game-Based Learning Method in 
Cycle 1 
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Based on the results of the initial observations and 
the results of the pre-test in this class, the researcher then 
made a plan for the implementation of cycle 1. The researcher 
determined the theme and type of game to be played, prepared 
the necessary tools and materials, organized the steps of the 
game and its rules, and determined the learning process 
objectives, which refer to the four indicators to be achieved 
through the application of this game method, namely: 

Table 4. Vocabulary Learning Indicators 
No Indicators 
1 Pronunciation : Students are able to pronounce words correctly 
2 Spelling : Students are able to spell words correctly 
3 Meaning : Students are able to explain the meaning of words correctly 
4 Grammar : Students can correctly use words they have just learned in 

context in sentences. 
The first theme for cycle 1 was Daily Life, with Food 

as the first sub theme. The Line was the first game chosen for 
play. In this game, students were divided into small groups of 
no more than five people. Because this class has 25 students, 
they were divided into 5 small groups. Two groups were 
chosen to compete against each other in the first round. The 
stages of this game were as follows: First, students from each 
group, Groups A and B, were asked to form a line facing the 
board. Next, the referee (teacher) drew a line on the board to 
separate them. The referee explained the game's rules and 
scoring, where students had to be able to pronounce and write 
words correctly, with each word related to the theme receiving 
a score of 3, non-related words receiving a score of 2, and 
misspellings receiving a score of -1. The first student in line 
said a word and then wrote it on the board. He then handed the 
pen to the next student and returned to his group's back row. 
The second student must try to say and write a new word 
using the last letter of the previous word spoken and written 
by the first student. For example, if the first student says and 
writes "French Fries," the second student will continue by 
mentioning and writing a new word beginning with the letter 
"S" from "French Fries." He might have written "Steak" or 
"Sausage," for example. Count the points earned at the end of 
the game to determine who won.  

After the completion of the game, students' words 
spoken and written were reviewed. If there were spelling and 
pronunciation errors, the teacher encouraged students to try to 
improve by giving an example of how to pronounce the word 
correctly and encouraging them to use it in sentences. Using 
this game, the teacher could also teach about the various types 
of words related to the theme, such as nouns, adjectives, and 
verbs. Aside from this game, the teacher also played other 
games like Guess the Picture / Pictionary and crossword 
puzzles to teach the meaning of a word using pictures or 
flashcards.  

The teacher also used games like "Pick Me Up" to 
teach students how to use the vocabulary they have learned. In 
this game, the teacher has written various vocabulary related 
to the theme on small folded papers. The teacher got a box 
ready to hold all of the papers. Students were divided into 
groups, and the teacher selected the first two groups to 
compete in this game. The teacher explained how to play this 
game, which requires each group member taking turns taking 
a paper from a box and quickly using the word written on the 

paper in the correct sentence. This game had a timer, so 
whoever answered quickly and correctly won. After the game 
was finished, the teacher provided immediate feedback. 

The teacher can use more than one game to teach 
vocabulary in a theme. The researcher and team observed the 
learning process and results as the students played the game. 
After these games had been played, reviewed, and feedback on 
the students' performance had been given, a test was given as 
an evaluation. The following tables and figure show the results 
obtained by students following the implementation of Cycle 1: 

Table 5. Evaluation Results of the Four Indicators in Cycle 1 (Test 1) 

 
The results of the evaluation of the four indicators in 

cycle 1 are shown in table 5, where the class average score for 
vocabulary mastery at the pre-test only reached 57.1 but 
increased to 69.8 after the Game-Based Learning method was 
applied. At the time of the pre-test, two indicators had the 
lowest average results: indicator 2 (Spelling) and indicator 4 
(Grammar), where students could pronounce words correctly 
but frequently made spelling mistakes. When it comes to using 
the words they've learned in sentences, students frequently 
make errors, whether they're related to word 
formation/sentence structure or other simple things like plural 
and singular forms. This issue, however, could be resolved by 
using the Game-Based Learning method in cycle 1. Table 5 
shows that the average value for indicators 2 and 4 has 
increased significantly. Despite an increase in the class 
average score, the percentage of students who achieved the 
standard score was still below the target. More information 
can be found in Table 6 and Fig. 2 below: 

Table 6. Student Vocabulary Evaluation Results After Cycle 1 (Test 1) 
No. Score Range Number of Students Percentage Classification 
1 85 – 100 6 24% Excellent 
2 65 – 84  8 32% Good 
3 55 – 64 6 24% Fair 
4 35 -54 5 20% Less 
5 0 – 34 - - Poor 

Total 25   
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According to the results of cycle 1, the percentage of 

students who successfully complete the test or achieve the 
standard score is 56%, with the highest percentage is 32% in 
the "Good" category. When compared to the previous pre-test 
results, this number has almost doubled. Furthermore, 24% of 
the students belong into the Excellent category. The increase 
in this category was quite significant, as only 8% of all 
students previously made it into the category. Although this 
overall result has not yet met the goal, progress has been 
made. Students' vocabulary mastery has improved 
significantly. Following the implementation of the Game-
Based Learning method in cycle 1, it appears that there are no 
more students classified as "Poor”. When this method was first 
used, especially in the first game of the first round, the class 
atmosphere remained tense because students were unfamiliar 
with it. However, as the next round and other games 
approached, the atmosphere in the class began to relax. 
Because the percentage of students who achieved the 
minimum standard score had not yet reached the target, 
planning and implementing actions were continued in cycle 2. 
4.1.2 Implementation of Game-Based Learning Method in 
Cycle 2 

Before beginning cycle 2, the teacher went over the 
vocabulary that had been studied in the previous cycle. This 
review was completed quickly and efficiently, and because it 
used the Game method and a ball, it was labelled Vocabulary 
Game with a Ball. This game began with the teacher saying 
the sentence "I know 5 words for...", such as "I know 5 words 
for Food," and then the teacher quickly and randomly threw 
the ball into the hands of 5 students. Students who caught the 
ball from the teacher must say one word related to Food right 
away.  

Cycle 2's theme was Business People, with a sub-
theme titled Job. Cycle 2 included several games for teaching 
vocabulary, including The Line or Board Race, Pictionary, 
Guess the Word, Crosswords, and Word Jumble. The last two 
games were played manually in the classroom using paper 
media and online using the Quizziz application. The steps 
remain the same as in the previous cycle, with the teacher 
introducing the game to be played, explaining the steps and 
rules of the game, as well as the goals to be achieved. An 
evaluation was carried out following the implementation of 
the action. The following tables and figure show the results 
obtained by students after applying cycle 2: 

Table 7. Evaluation Results of the Four Indicators in Cycle 2 (Test 2) 

 
Table 7 demonstrates that students' vocabulary 

mastery is improving. The average score for all indicators 
increased from 69.8 in cycle 1 to 80.2 after cycle 2. Of course, 
the average value for each indicator rises. For example, 
indicators 2 (Spelling) and 4 (Grammar), which had 
unsatisfactory results at first, now appear to be improving. In 
particular, indicator 2 (Spelling), which was only 13.7 at the 
time of the pre-test, increased to 17.8 in cycle 1 and continued 
to rise after cycle 2 to 20.6. The researchers used the game 
"Listen and Repeat" to study spelling in specific. Students 
were still divided into groups in this game. Starting with the 
first member of the group, he took a piece of paper in a box, 
silently read the written word, and spelled the word whispered 
into the ear of his fellow group members, and so on. The 
person who was the last to whisper was in charge of spelling 
the word whispered aloud and writing it on the board. This 
game necessitates collaboration. 

According to the observations, the students were very 
enthusiastic regarding participating in each game. Every 
student was unconsciously already actively involved and 
enthusiastic in learning. The classroom atmosphere became 
more fun, students' creativity was stimulated, and students 
were fully engaged in learning, resulting in satisfactory results 
after cycle 2. Table 8 and fig. 3 show the results of the 
evaluation of students' vocabulary mastery after cycle 2. 

Table 8. Vocabulary Evaluation Results After Cycle 2 
No. Score Range Number of Students Percentage Classification 
1 85 – 100 10 40% Excellent 
2 65 – 84  12 48% Good 
3 55 – 64 2 8% Fair 
4 35 -54 1 4% Less 
5 0 – 34 - - Poor 

Total 25   
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Table 8 and Fig. 3 show that when the Game method 

is used in the learning process, the percentage of students’ 
vocabulary mastery increases. The target set can be achieved 
where 88% of students are able to reach the standard score of 
65 and above. Figure 3 shows that the highest percentage is in 
the Good category, with 48% of students, followed by 40% in 
the Excellent category. The remaining 8% fall into the Fair 
category, while 4% fall into the Less category. 
The success indicator of this research is when 85% of students 
get a score of 65 and above, so it can be concluded that 
classroom action research using the Game-Based Learning 
method can improve the quality of the vocabulary learning 
process and can increase students' vocabulary mastery.  
 

V. CONCLUSION 
This paper discusses the application of the Game-

Based Learning method in the EFL class to improve students' 
vocabulary mastery. The application of this method is done in 
two cycles. The findings of this study show that before using 
this method, students' vocabulary mastery was very low. Only 
24% of all students passed the pre-test. In cycle 1, after using 
the Game method to learn vocabulary, the results for each 
indicator improved significantly. The percentage of students 
passing the first test rose to 56%. Although there has been a 
significant increase, it has not yet reached the success 
indicator of 85%. As a result, the study progressed to cycle 2, 
and the results of the cycle 2 evaluation revealed that the 
percentage of students' vocabulary mastery increased to 88%. 
The author claims that the Game-Based Learning method can 
improve the quality of the vocabulary learning process and 
students' vocabulary mastery. 
 

 

 

 

REFERENCES 
 

[1] [1] C.-M. Chen and C.-J. Chung, “Personalized mobile English 
vocabulary learning system based on item response theory and learning 
memory cycle,” Comput. Educ., vol. 51, pp. 624–645, 2008. 

[2] [2] H. Basri, M. Rasyid Ridla, and A. Wahed, “Strategi Belajar 
Kosakata Bahasa Inggris (English Vocabulary) Mahasiswa Tbi Stain 
Pamekasan.” 

[3] [3] Y. S. Nugroho, J. Nurkamto, and H. Sulistyowati, “Improving 
Students’ Vocabulary Mastery Using Flashcards,” 2012. 

[4] [4] S. Mohammadnejad, H. Nikdel, and N. Oroujlou, “Reactivating 
EFL Learners’ Word Knowledge by Means of Two Techniques: 
Flashcards versus Wordlists,” International Journal of Linguistics, vol. 
4, no. 4, Dec. 2012, doi: 10.5296/ijl.v4i4.2913. 

[5] [5] E. Fitriyani and P. Z. Nulanda, “Efektivitas Media Flash Cards 
dalam Meningkatkan Kosakata Bahasa Inggris,” Psympathic : Jurnal 
Ilmiah Psikologi, vol. 4, no. 2, pp. 167–182, Dec. 2017, doi: 
10.15575/psy.v4i2.1744. 

[6] [6] J. Trybus, “Game-Based Learning: What It Is, Why It Works, and 
Where It’s Going.,” 2015. http://www.newmedia.org/game-based-
learning--what-it-is-why-it-works-and-where-its-going.html (accessed 
Mar. 18, 2022). 

[7] [7] A. Pho and A. Dinscore, “Game-Based Learning Spring 2015 
Overview and Definition.” 

[8] [8] S. Thornbury, How to Teach Vocabulary. 2002. 
[9] [9] M. Pratiwi Anggia Suci, “Pengembangan Media Game Digital 

Edukatif,” LingTera, vol. 1, no. 2, 2014, doi: 
https://doi.org/10.21831/lt.v1i2.2590. 

[10] [10] D. Vusic and R. Gecek, “Instructional design in game based 
learning and applications used in educational systems,” Tehnički glasnik, 
vol. 12, pp. 11–17, Mar. 2018, doi: 10.31803/tg-20180312141348. 

[11] [11] K. D. Stiller and S. Schworm, “Game-Based Learning of the 
Structure and Functioning of Body Cells in a Foreign Language: Effects 
on Motivation, Cognitive Load, and Performance,” Frontiers in 
Education, 2019. 

[12] [12] K. Redy Winatha and I. Made Dedy Setiawan, “Pengaruh Game-
Based Learning Terhadap Motivasi dan Prestasi Belajar The Effect Of 
Game-Based Learning Towards The Learning Motivation And 
Achievement,” 2020. 

[13] [13] S. Freitas, “Using Games and Simulations for Supporting 
Learning,” Learning, Media and Technology, vol. 31, pp. 343–358, Dec. 
2006, doi: 10.1080/17439880601021967. 

[14] [14] L. M. Rahayu, A. Priyatna, and B. Banita, “Pembelajaran Berbasis 
Permainan Untuk Meningkatkan Kompetensi Berbahasa Indonesia.” 

[15] [15] K. T. Sidarta et al., “Pengembangan Kartu Domano (Domino 
Matematika Trigono) Sebagai Media Pembelajaran Pada Matakuliah 
Trigonometri.” 

[16] [16] R. Garris, R. Ahlers, and J. Driskell, “Games, Motivation, and 
Learning: A Research and Practice Model,” Simulation & Gaming, vol. 
33, pp. 441–467, Dec. 2002, doi: 10.1177/1046878102238607. 

[17] [17] G. Keraf, Tata Bahasa Rujukan Bahasa Indonesia. Jakarta: 
Gramedia, 1991. 

[18] [18] R. Gushendra, “An Experimental Study: Improving Students’ 
Vocabulary Mastery By Using English Songs,” 2017. 

[19] [19] A. Bahri, “Penelitian Tindakan Kelas,” Makasar, 2012. 

 
 

Open Access This chapter is licensed under the terms of the Creative Commons Attribution-NonCommercial 4.0 International License (http:// 
creativecommons.org/licenses/by-nc/4.0/), which permits any noncommercial use, sharing, adaptation, distribution and reproduction in any 
medium or format, as long as you give appropriate credit to the original author(s) and the source, provide a link to the Creative Commons license 
and indicate if changes were made. 

The images or other third party material in this chapter are included in the chapter’s Creative Commons license, unless indicated otherwise in 
a credit line to the material. If material is not included in the chapter’s Creative Commons license and your intended use is not permitted by 
statutory regulation or exceeds the permitted use, you will need to obtain permission directly from the copyright holder. 

326 A. I. Sayd and H. Nazarudin 

http://creativecommons.org/licenses/by-nc/4.0/
http://creativecommons.org/licenses/by-nc/4.0/

