
THE IMPLEMENTING 
GAMIFICATION

MA BAYTUL MUKARRAMAH BONE

 
 
 
 

Thesis Submitted to Fulfill the Requirements 
a Master's Degree 

at the 

 

 

 

 

STATE ISLAMIC INSTITUTE (IAIN)

 

 

IMPLEMENTING LABELLED WORDWALL 
GAMIFICATIONIN EFL CLASSROOM AT 

MA BAYTUL MUKARRAMAH BONE 
 

 

 

 

 
 
 
 

 
 

Submitted to Fulfill the Requirements for Obtaining 
Master's Degree in EnglishLanguage Education (M.Pd.) 

at the Postgraduate of IAIN Parepare 
 
 
 
 

THESIS 
 
 

By: 

 

AHMAD JAFAR 
Reg. NUM: 2120203879102013 

POSTGRADUATE 
STATE ISLAMIC INSTITUTE (IAIN) 

PAREPARE 
 

YEAR 2024 
  

WORDWALL 

 



 
 

ii 
 

STATEMENT OF AUTHENTICITY OF THESIS 
 

The writer who signed the declaration below: 
 

Name    : Ahmad Jafar 
NIM   : 2120203879102013 
Study Program :TadrisBahasaInggris 
Thesis Title  : The Implementing Labelled 

                             Wordwall Gamification in EFL Classroom at 
    MA Baytul Mukarramah Bone 
 

 
 Stated declare that the best of my knowledge and belief, this thesis is the 
result of my own work. To the best of my knowledge, this thesis has not been 
previously submitted for any academic degree in any university, not has been 
written or published by others, except for those which have been ethically cited 
and referenced in this manuscript. The authenticity check report of this thesis is 
attached.   
 If any instance of plagiarism is found in this thesis, I understand that the 
academic degree I obtained will be revoked by law. 
 

Parepare, 23rd July 2024 

The Writer,  

 

 

 

Ahmad Jafar 
NIM. 2120203879102013 



VALIDATION

The thesis consultants for Ahmad Jafar, Register Number 
2120203879102013, a postgraduate student at IAIN Pare
Study Program, have throughly examined and corrected the thesis entitled “
Implementing of Labelled Wordwall 
Baytul Mukarramah Bone
approved for Obtaining 
at the Postgraduate of IAIN Parepare

Chairman  : Dr. H. Ambo Dalle, 

   

Secretary : Dr.Arqam, 

   

Examiner I : Dr. Abdul HarisSunubi, M.Pd

   

Examiner II : Dr, Mujahidah, M.Pd

   

 
 

iii 

VALIDATION OF THE EXAMINERS COMISSION
 

The thesis consultants for Ahmad Jafar, Register Number 
2120203879102013, a postgraduate student at IAIN Pare-pare, English Tadris 
Study Program, have throughly examined and corrected the thesis entitled “

Labelled Wordwall Gamification in EFL Classroom 
Mukarramah Bone. They believe that the thesis meets scientific and can be 

 a Master's Degree in English Language Education (M.Pd)
at the Postgraduate of IAIN Parepare 

 
 

Dr. H. Ambo Dalle, S.Ag., M.Pd. (…………………………..)

 

Dr.Arqam, M.Pd. (…………………………..)

 

Dr. Abdul HarisSunubi, M.Pd. (…………………………..)

 

Dr, Mujahidah, M.Pd. (…………………………..)

 

 

  
 Parepare, 23rdJuly 2024 

 
Known by 
 
Postgraduate Director 
IAIN Parepare 
 
 
 
 
Dr. H. IslamulHaq, Lc., M.A.
NIP. 19840312 201503 1 004
 

 
 

OF THE EXAMINERS COMISSION 

The thesis consultants for Ahmad Jafar, Register Number 
pare, English Tadris 

Study Program, have throughly examined and corrected the thesis entitled “The 
Classroom at MA 

believe that the thesis meets scientific and can be 
a Master's Degree in English Language Education (M.Pd) 

(…………………………..) 

(…………………………..) 

(…………………………..) 

(…………………………..) 

Dr. H. IslamulHaq, Lc., M.A. 
NIP. 19840312 201503 1 004 



 
 

iv 
 

ACKNOWLEDGEMENT 
 

 ِِْࢱ ّނ ྼا बِٰᎇ፵ْ ّނ ྼاܥ᧣ܧِ ا ᆼِْ၊ِဳ 

 ྎِْིट॥َْॆُለَْࡒَِ߫ءِ واᆜْᅶ ோْْၠفَِ اᅄ أ ୷َ୫َᄜ َُم ةَُ وا॰ّङَނ ॗّނ ङَوا ྎِْི ீَ َْ߫ࠈङْࡴُ ܥ᧣ܧِ ربَِّ ا௨َ َْا

ᎇ፹ْࠈَِْིྎ َ߫࠰ِِ࣒ أ࿖࿔ْ َوأ ِጩِጟآ ୷َ୫َᄜَࡴٍ و ّނ ᎇ്َُോ َ߫ᇔِࡒِّࡴ॥َ.  ُ࠰ࠈَْࡴ ߫ धّނ أ.  

 
AlhamdulillahiRabbil ‘Alamin, Praise is merely to the Al Mighty Allah swt. 

give thanks for God’s love and grace for us, the most gracious, the most merciful, 

the lord of the universe and the master of the judgment, the king of the kings, who 

has given his bless and salvation to the writer for finishing this thesis entitled:  

The  Implementing Labelled  Wordwall Gamificationin EFL Classroom at MA 

Baytul Mukarramah Bone. Shalawat and salam always be given to our prophet 

Muhammad SAW. (Peace is upon him) a person that becomes a leader, the best 

example for us, who has been guided us from uneducated person to be educated 

person or the other words from the bad character to the good one. 

This Thesis not merely the writer own work because of having greatly 

improved by some great people around the writer who suggested and guided by 

giving comments and advise to make it better. The writer realizes that writing 

contains a few errors, even though he tried to do his best. The writer spent a lot of 

time writing this paper. He expects that it will give useful information and give 

new knowledge for anyone who reads it. During the period of conducting the 

research and writing this paper, the writer got much valuable contribution from a 

numberof people in order to complete it. Therefore, the writer would like to 

express his sincere thanks and appreciation to: 

1. Prof. Dr. Hannani, M.Ag, as the Rector of IAIN Parepare who has worked 

hard to manage education of IAIN Parepare. 

2. The writer’s beloved parents (Suyuti and Almarhumah Hasna) for their great 

love. Attention, trust and pray. 



3. The writer’s deepest appreciation is extended to writer

H. Ambo Dalle, S.Ag., 

for their guidance and 

4. Dr. H. Islamul Haq, Lc.,M.A., 

5. Dr. Hj. Darmawati, S.Ag., M.Pd

Parepare. 

6. All lecturers of English e

Postgraduate program

motivation that you have given to the writer since he is studying in this great 

campus. 

7. The Head and staff of the library at IAIN Parepare for their assistance in 

obtaining the necessary references for this thesis.

8. Thank you to my classmates and 

provided valuable input and their own thought processes.

Finally, the writer also would like to say big thanks to all his amazing friends, 

beloved and awesome people that the writer cannot mention the names that have 

helped and supported him

for us and become a reference for the next research.

 

v 

s deepest appreciation is extended to writer’s first consultant

S.Ag., M.Pd. and the second consultant Dr. Arqam, M.Pd

or their guidance and encouragement during the research. 

Haq, Lc.,M.A., the Director of Pascasarjana of IAIN Parepare

Hj. Darmawati, S.Ag., M.Pd., the ex. Director of Pascasarjana of IAIN 

cturers of English education and all staffs of IAIN Par

Postgraduate program, thanks for your time, knowledge, advice and 

motivation that you have given to the writer since he is studying in this great 

The Head and staff of the library at IAIN Parepare for their assistance in 

necessary references for this thesis. 

my classmates and all the students of IAIN Parepare who have 

provided valuable input and their own thought processes. 

Finally, the writer also would like to say big thanks to all his amazing friends, 

and awesome people that the writer cannot mention the names that have 

im sincerely, the writer hopes that this thesis can be useful 

for us and become a reference for the next research. 

 

 

Parepare, 23rd July 

The writer, 

 

 

Ahmad Jafar 

NIM. 2120203879102013

 
 

s first consultant Dr. 

Arqam, M.Pd., 

Pascasarjana of IAIN Parepare 

r of Pascasarjana of IAIN 

and all staffs of IAIN Parepare at 

for your time, knowledge, advice and 

motivation that you have given to the writer since he is studying in this great 

The Head and staff of the library at IAIN Parepare for their assistance in 

all the students of IAIN Parepare who have 

Finally, the writer also would like to say big thanks to all his amazing friends, 

and awesome people that the writer cannot mention the names that have 

hesis can be useful 

 2024 

2120203879102013 



 
 

vi 
 

TABLE OF CONTENTS 

COVER ........................................................................................................... i 

STATEMENT OF AUTHENTICITY OF THESIS .......................................... ii 

APPROVAL OF THE EXAMINER COMISSION ......................................... iii 

ACKNOWLEDGEMENT .............................................................................. iv 

TABLE OF CONTENTS ................................................................................ vi 

LIST OF FIGURES ..................................................................................... viii 

LIST OF TABLES .......................................................................................... ix 

ABSTRACT .................................................................................................... x 

CHAPTER I INTRODUCTION 

A. Background of the Research ................................................. 1 

B. Research Questions .............................................................. 5 

C. Research Objectives ............................................................. 6 

D. The Significant of the Research ............................................ 6 

E. Scope of The Research ......................................................... 7 

CHAPTER II REVIEW OF RELATED LITERATURE 

A. Previous Related Research Findings ..................................... 8 

B. Some Pertinent Ideas .......................................................... 10 

C. Conceptual Framework ....................................................... 40 

CHAPTER III METHODOLOGY OF THE RESEARCH 

A. Research Design ................................................................. 41 

B. Research Location and Duration ......................................... 42 

C. Research Object .................................................................. 42 

D. Research Instrument ........................................................... 42 

E. Procedure of Collecting Data .............................................. 46 

F. Technique of Analyzing Data .............................................. 47 



 
 

vii 
 

CHAPTER IV FINDINGS AND DISCUSSION 

A. Findings ............................................................................. 50 

B. Discussion .......................................................................... 68 

CHAPTER V CONCLUSION AND SUGGESTION 

A. Conclusion ......................................................................... 74 

B. Suggestion .......................................................................... 75 

BIBLIOGRAPHY.......................................................................................... 76 

APPENDICES ............................................................................................... 82 

 
  



 
 

viii 
 

LIST OF FIGURES 
 

Number         Page 
3.1  Components of Data Analysis     47 
4.1  Emotional response to the use labelledwordwall game 58 
4.2  Reaction when using labelledwordwall game 61 
4.3  Motivational response to the use labelledwordwall game 63 
4.4  Benefit of use labelledwordwall game   66 
 

 
  



 
 

ix 
 

LIST OF TABLES 
 

Number         Page 
3.1  Questionnaire Blueprint     43 
4.1  Emotional response to the use labelledwordwall game 58 
4.2  Reaction when using labelledwordwall game  60 
4.3  Motivational response to the use labelledwordwall game 63 
4.4  Benefit of use labelledwordwall game   66 
 

 
  



 
 

x 
 

ABSTRAK 
 

Name  :  Ahmad Jafar 
NIM  :  2120203879102013 
Tittle :  Penerapan Gamifikasi Labelled Wordwall dalam Kelas 

Bahasa Inggris sebagai Bahasa Asing (EFL) di MA Baytul 
Mukarramah Bone. Tesis. Pendidikan Bahasa Inggris di 
Program Pascasarjana IAIN Parepare (dibimbing oleh 
Ambo Dalle dan Arqam) 

 
Penelitian ini mengkaji dampak penerapan gamifikasi Labelled Wordwall 

dalam pembelajaran Bahasa Inggris sebagai Bahasa Asing (EFL) di MA Baytul 
Mukarramah Bone. Penelitian ini bertujuan untuk menjawab pertanyaan 
penelitian utama mengenai persepsi penerapan gamifikasi Labelled Wordwall di 
kelas Bahasa Inggris sebagai Bahasa Asing (EFL) di MA Baytul Mukarramah 
Bone.  

Penelitian ini menggunakan pendekatan kualitatif dengan metode 
pengumpulan data melalui observasi dan wawancara. Analisis data dilakukan 
secara kualitatif dengan tahapan pengumpulan data, reduksi data, penyajian data, 
serta verifikasi dan kesimpulan. Data diperoleh melalui observasi terhadap guru 
Bahasa Inggris dan wawancara dengan siswa kelas X MA Baytul Mukarramah 
Bone.  

Hasil penelitian menunjukkan bahwa penerapan gamifikasi leblled 
wordwall pada siswa kelas X MA Baytul Mukarramah Bone terbukti mampu 
meningkatkan hasil belajarnya. Hal ini dibuktikan dengan adanya partisipasi aktif 
siswa dalam pembelajaran. Temuan ini juga diperkuat dengan adanya respon 
positif siswa yang menunjukkan minat tinggi dalam penggunaan gamifikasi 
berlabel wordwall dalam pembelajaran Bahasa Inggris.  
 
Kata Kunci: Gamifikasi, Pembelajaran Bahasa Inggris, Wordwall.net, MA Baytul 
Mukarramah Bone. 
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ABSTRACT 
 

Name  :  Ahmad Jafar 
NIM  :  2120203879102013 
Tittle :  The Implementing of Labelled Wordwall Gamification in 

EFL Classroom at MA Baytul Mukarramah Bone.Thesis.  
English Language Education at Postgraduate Program of 
IAIN Parepare (Supervised Ambo Dalle and Arqam) 

 
This research examines the impact of implementing gamification in 

learning English as a Foreign Language (EFL) at MA Baytul Mukarramah Bone. 
This research aims to answer the main research question regarding the terceptions 
on implementing labelled wordwall gamification in EFL classroom at MA Baytul 
Mukarramah Bone 

This research uses a qualitative approach with data collection methods 
through observation and interviews. Data analysis was carried out qualitatively 
with stages of data collection, data reduction, data presentation, and verification 
and conclusions. Data was obtained through observations of English teachers and 
interviews with students X MA Baytul Mukarramah Bone students. 

The research results showed that the application of labelled wordwall 
gamification to class X MA Baytul Mukarramah Bone students was proven to be 
able to improve their learning. This is evidenced by an active participation of 
students in learning. This finding is also strengthened by the positive responses of 
students who show high interest in using labelled wordwall gamification in 
English learning. 
 
Keywords: Gamification, English Learning, Wordwall.net, MA Baytul 
Mukarramah Bone. 
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 تجريد البحث

 أحمد جعفر:      الإسم
  2120203879102013:     رقم التسجيل

في  )EFL(تطبيق التلعيب في تعلّم اللغة الإنجليزية كلغة أجنبية :       موضوع الرسالة
  المكرمةبوني المدرسة العالية بيت 

    
تبحث هذه الدراسة في أثر تطبيق التلعيب في تعلم اللغة الإنجليزية كلغة  

في المدرسة العالية بيت المكرمة بوني ،  حيث تتناول هذه الدراسة أثر تطبيق (EFL)أجنبية
ēدف هذه الدراسة إلى الإجابة عن سؤال . في تعلم اللغة الإنجليزية كلغة أجنبية التلعيب

على التحصيل labelled wordwallالبحث الرئيسي المتعلق بتأثير استخدام التلعيب
 .العلمي للطلاب

تستخدم هذه الدراسة المنهج النوعي مع أساليب جمع البيانات من خلال  
تحليل البيانات تحليلاً نوعياً بمراحل جمع البيانات، واختزال وقد تم . الملاحظة والمقابلة

وقد تم الحصول على البيانات من . البيانات، وعرض البيانات، والتحقق والاستنتاج
خلال ملاحظة معلمي اللغة الإنجليزية وإجراء مقابلات مع طلاب الصف العاشر في 

  . المدرسة العالية بيت المكرمة بوني
على طلاب labelled wordwalltأنه ثبت أن تطبيق  التلعيب على أظهرت النتائج

الصف العاشر في المدرسة العالية بيت المكرمة بوني ، قد أدى إلى تحسين تحصيلهم 
ويتضح ذلك من خلال زيادة متوسط درجات الاختبار ومشاركة الطلاب . التعليمي

تجابة الإيجابية للطلاب وتعززت هذه النتيجة أيضًا من خلال الاس. النشطة في التعلم
في تعلم اللغة labelled wordwallالذين أظهروا اهتمامًا كبيراً باستخدام طريقة التلعيب

  الإنجليزية
 

التلعيب، تعلم اللغة الإنجليزية، التحصيل التعليمي، ، :الرائسيةالكلمات 
Wordwall.netالمدرسة العالية بيت المكرمة بوني ، 
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CHAPTER I 

INTRODUCTION 

A.  Background 

Nowdays the students are surrounded by technology, where the access 

of information is only a fingertip away (Egbert, 2009). From a pedagogical 

point of view, the integration of internet is useful, meaningful and necessary 

for a successful school. In modern era, it goes without saying that modern 

EFL classroom will reflect what is seen in society. It can add significant value 

to the learning process, and increase interest in motivation. 

In recent years, gamification has emerged as an innovative 

pedagogical approach that incorporates elements of game design into non-

game contexts such as classrooms (Deterding et al., 2022). The existing body 

of literature provides evidence regarding the potential benefits of gamification 

in terms of increased student engagement and motivation (Barata et al., 2023; 

Dichev&Dicheva, 2023) 

Several studies have investigated the implementation of gamification 

in English as a Foreign Language (EFL) classrooms specifically. A mixed 

methods study by Dale (2021) in a tertiary EFL classroom in Thailand 

demonstrated statistically significant increases in student participation, 

motivation, peer collaboration, and exam scores after a badging system was 

introduced. Similarly, qualitative findings by Rahimi and Yadollahi (2022) 

highlighted improved vocabulary gains, student autonomy, and classroom 
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vitality through the use of Kahoot and Quizizz gamified platforms within an 

Iranian EFL context. 

While existing studies provide promising evidence, most have focused 

only on one or two outcome factors without providing a more comprehensive 

evaluation across key aspects affected by gamification. As Daum and Busch 

(2023), argue that the further critical analysis is needed to elucidate the 

precise mechanisms and specific design factors which contribute to successful 

gamification implementations. Moreover, much of the research has centered 

on tertiary EFL students within Asian contexts, with limited investigation in 

Indonesian schools and colleges specificall.  

Learning English is not an easy task. The language teaching method 

has also changed significantly, and everyone is instructed to teach the student. 

Traditional teaching methods were supported by such spirits as radio, 

television, and ultimately information technology. Technical work was 

considered important in the study of English, and the importance of technical 

knowledge of the English language was accepted in many parts of the world, 

which has facilitated and augmented English learning to a great extent.  

Learning a foreign language is a challenge for both students and 

teachers. This is because there are different types of teaching methods that 

can help students achieve their learning goals. It state that students feel bored 

when listening to their teacher and are unable to do other activities during the 

learning process. Therefore, Thornberry (2002) emphasizes the importance of 

creating a comfortable and enjoyable atmosphere in the classroom to 
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overcome students' fear of ambiguity that can often hinder the learning 

process. Games are a potential solution to create meaningful learning. By 

introducing games, students will not forget when they played the game. It is 

widely known that the use of games in education can help students participate 

and motivate when used well in the classroom. Therefore, based on the above 

explanation, it can be concluded that games have benefits in language 

learning because games can help students remember words more easily, 

increase interaction among students, improve communication skills, and 

strengthen motivation to learn English. 

Implementation of Gamification in EFL classroom is one of thetrends 

off active learning strategics (Ricardus Eko Indrajit, 2020), the aim of the 

current work is to study and present the nature and benefits of gamification 

and to provide some ideas how to implement it in EFL classroom. It because 

today's students are digital natives and have new profile. They grew up with 

digital technologies and have different learning styles, new attitude to the 

learning process and higher requirements for teaching and learning. Teachers 

are facing new challenges and have to solve important issues related to the 

adaptation of the learning process towards students’ needs, preferences and 

requirements.  

The idea of using gamification in the teaching process has been spread 

in schools nowadays. Many teachers have not utilize games as their teaching 

and learning methodology. Learning from a book or material is not only the 

main point of school. Teachers only focus on the material that should be 
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thought to the student. In order to have an effective EFL classroom. One of 

the ways to make it effective is the teacher should be creative to choose 

games that may gain the students more enthusiastic. Morever, games make 

students more interactive and communicative. 

Regarding the application of games in learning English, students face 

several problems when using games. First, some students are slow to react 

and do not actively participate in the English learning process. Second, 

students don't like learning using games. As a result, almost all students 

experience difficulty in pronouncing, writing and spelling words. To 

overcome this problem, it is important to know students' perceptions. 

(Demuth, 2013) states that knowing student perceptions can inform students' 

needs, gaps and views regarding the use of games. Additionally, students can 

be confident that the strategies they use to learn are what they want. Likewise 

with teachers who try to introduce games as a learning strategy in their 

classes. Yiltanlilar, A. &  Caganaga(2015) stated that games can be applied to 

all parts of learning as an effective teaching tool in the classroom, such as 

devoting more time to the demonstration, practice and production stages. 

In conclusion, based on several problems that we mentioned, there are 

several reasons that lead researcher to study the use of labelled 

wordwallgamification. It can be used in any part of learning as an effective 

way to teach a language. Additionally, Wright, Betteridge, and Bakke (2006) 

found that games are activities that are fun, interesting, and often stimulate 

learners to play and interact with each other. Therefore, it is an opportunity 
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for students to utilize their team building skills, as the game can be played in 

pairs or groups and also helps reluctant students to showcase their abilities. 

Games give students the ability to motivate and reduce anxiety and give them 

the opportunity to communicate realistically in real life. Therefore, games are 

not only fun, but also provide an opportunity to face challenges and solve 

problems. Lastly, students can also learn to focus and think carefully. 

Therefore, the aim of this research is to determine students' perceptions of the 

use of games in language learning and the application of labelled wordwall 

gamification. 

 

B. Research Questions 

Based on the discussion in the background, the present researcher 

focused his research on analyse students’perceptions towards implementing 

labelled wordwall gamification in EFL classroom at MA Baytul Mukarramah 

Bone. Referring to this focus, the research questions are stated in the 

following:  

1. How does implementing labelled worldwall gamification in EFL 

classroom? 

2. How do the students’ perception on implementing labelled wordwall 

gamification in EFL classroom? 
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C.  Research Objectives 

In line with the research questions, the objectives of the research are 

to find out: 

1. To knowimplementing labelled wordwallgamification in EFL classroom. 

2. To know the  students’ perceptions on implementing labelled wordwall 

gamification in EFL classroom. 

 

D.  The Significant of the Research 

This study will be expected to give valuable contribution theoretically 

and practically.  

Theoretically, the result was expected to contribute on the development of 

discourse analysis study, especially how to analyzestudent’s 

perceptionstowards implementing labelled wordwall gamification in EFL 

classroom.. Practically, the result of this research was expected to be useful; 

1. For English student 

The result of this researchwill be expected to be useful for English student to 

apprehend student’s towards implementing labelled wordwall 

gamification in EFL classroom 

2. For English teacher 

English teachers will be the implementers of any school curriculum. The 

research findings may stimulate English Teachers to improve their 

teaching behaviour in order to maximize students learning in English. 

3. For the future researcher 
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The writer of this study expected the result will give valuable contribution to 

the future researchers who are attracted. 

4. For general reader 

The finding of this research will be expected can be rewarding for the 

readers to enrich their knowledge aboutimplementing labelled wordwall 

gamification in EFL classroomthan they can make a better 

communication in daily life. 

 

E.  Scope of the research 

This researh  is carried out to know how does implementing the labelled 

worldwall gamification and how do the students’ perception on implementing 

labelled wordwall gamification in EFL classroom. 
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CHAPTER II 

REVIEW OF RELATED LITERATURE 

A. Previous Related Research Findings 

The Indonesian education system is very focused on the growth and 

formation of positive characters in students. There are so many characters that 

must be possessed in students, one of which is the character of discipline. 

Education which is one of the vessels in the formation of this character must 

maximize its role, especially the teachers in schools. Teachers must have strong 

innovation and collaboration in the formation of the disciplinary character of these 

students. This is supported by the opinion of Edwita et al, (2020) that in character 

building, teachers should not only integrate the cognitive field, but also the social 

life of students.  

1. The results of research by (Sentani et al, 2022) show that in the use of the 

Wordwall game media, it can be seen from the results of learning 

achievement that it has been running effectively with the completeness of 

students. from 14 students, 13 students get a complete score with a percentage 

of 92.85%, 1 person for an incomplete score with a percentage of 7.15%. In 

the use of Wordwall media the results of the respondent's value of 31.7% with 

very effective criteria. This means that indirectly this wordwall application 

can shape the disciplinary character of students. Research from Hartatiningsih 

(2022) that through the use of wordwall media in class VII MTS students 

obtained the results of data analysis the average score of students' vocabulary 
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tests in cycle I was 66.00 and the average score of students' vocabulary tests 

in cycle II was 81, 00. Cycle II experienced an increase of 15.00. So, student 

learning outcomes in vocabulary mastery related to pronouns: subjective, 

objective and possessive adjectives increase. It can be said that this also 

forms the disciplined character of students because they have been able to 

follow the stages of learning to succeed. 

2. The Research by Puspita and Budiyanto (2014). From the results of this study 

it can be seen that the use of wordwall picture card media can improve 

English vocabulary mastery in autistic children because the subjects are 

interested in this media so that children are able to concentrate on following 

English teaching until this teaching is finished and there is a good 

improvement. This can be said to shape the character of student discipline 

because being able to concentrate on teaching English can even improve 

English vocabulary mastery 

3. The research by Ilahi et al (2022), regarding EFL Students' Perception Of 

Wordwall.Net Usedas Media For Learning English Grammar, the findings 

showed that the use of Wordwall.net was convincingly positive for the EFL 

students on the aspects of feeling (89.6%), attitude(67.3%), and engagement 

(77.4%). This also shows the character of student discipline which is marked 

by a very positive attitude and student engagement. 

4. Research written by Sukmawati & Pujiani (2023). From the results of his 

research on enhancing classroom engagement using online games, which also 

mention wordwall media, this result gave significant evidence that the use of 
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online games effectively improved the students' engagement toward the 

learning process. This shows the characteristics of good discipline because 

the research found that students actively participated during the learning 

activities. Even more, the students also had positive interaction with teachers 

and peers. Of course this can be said that students turn into discipline after the 

teacher implements the Wordwall application. Looking at some of the 

research results and expert opinions, it can be concluded that the Wordwall 

game can be an auxiliary tool in learning to foster disciplined character. With 

the existence of this digital technology, it is much easier to strengthen the 

cultivation of student discipline characters. Therefore, this utilization must be 

maximized and fully supported by all elements of education. 

 

B. Some Pertinent Ideas 

1. English Foreign Language 

According to Peter Jarvis (1990: 653), The term teaching derives 

many definitions such as explained in International Dictionary of Adult and 

Continuing Education that teaching is (1) The process of presenting 

knowledge, skills, attitudes, or values, which can be transmitted to and 

learned by others (commonly called didactic teaching), (2) A process of 

questioning, so that the students can learn through the sequence of questions 

and answers (called Socratic teaching), (3) The creation of situations and 

experience, through which students have the opportunity to learn (called 

facilitative teaching), and the last, (4) In a Skinnerian sense, teaching is 
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about arranging the contingencies of reinforcement. Nowadays, teaching 

English is not only important but a need. 

English must be introduced well for the students. The 300 million 

native speakers of English are to be found in every continent, and an equally 

widely distributed body of second language speakers, who use English for 

their day-to-day needs, totals over 250 million. It was, however, the 

introduction of English to the indigenous peoples led to the existence today 

of numerous independent states where English continues in daily use. In the 

rest of the world, there is English a Foreign Language (EFL). 

In schools, often widely, but it does not play an essential role in 

national or Indonesia, our country, uses English as Foreign Language. Thus, 

the existence of English only limited in the classroom or institution. English 

as Foreign Language (EFL) classroom means a set of classrooms in a school 

that study English and taught English but English itself does not have any 

role nationally and daily 

Learning English as foreign language is also to express ideas rather 

than emotion: for his emotional expression, he has the mother tongue It is a 

useful general rule that intensive words and items are of secondary 

importance to a foreign student, however common they may be. In foreign 

language situations of this kind, therefore, the hundreds of thousands of 

students of English tend to have an instrumental motivation for learning the 

foreign language When English become a world language, while the daily 

social life does not ask to master and use it, thus only high-motivated 
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student study hard. 

English as a Foreign Language (EFL) can be optimal and maximal to 

be taught in the class if the process of teaching itself is effective. Effective 

teaching can be defined as teaching that successfully achieves the learning 

by pupils intended by the teacher. In essence, there are two simple elements 

to effective teaching: (a) The teacher must have a clear idea of what learning 

is to be fostered, (b) A learning experience is set up and delivered that 

achieves this (Kyriacou, 2009: 7). Therefore, it can be concluded that an 

effective teaching is a teacher best performance of transferring knowledge 

process that proven by students’ learning process. The essence of effective 

teaching lies in the ability of the teacher to set up a learning experience that 

brings about the desired educational outcomes. 

Each pupil must be engaged in the activity of learning. In the other 

hand, there are many definitions of learning, all reflecting the academic 

specialisms from which the study is conducted, (1) The process of acquiring 

knowledge, skills, attitudes, values, beliefs, emotions, senses, etc. (2) The 

sum total of the process of acquiring knowledge, skills etc, eg a learned 

person. (3) Sometimes it is wrongly used as a synonym for education, e.g. 

adult learning. Significantly, it is replacing the term education in the 

educational vocabulary (Peter Jarvis, 1990: 356). Pupil learning can be 

defined as changes in a student’s behaviour that take place as a result of 

being engaged in an educational experience. While effective learning is all 

of these at their best, plus the monitoring and review of whether approaches 
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and strategies are proving effective for the particular goals and context. 

2.  Gamification  

a.  The definition of gamification  

Gamification is defined as the process of using game thinking, game 

mechanics, and game design principles in a non-game context to engage 

users efficiently (Kappa, 2013). From a business perspective, it is the 

process of integrating game dynamics into the services, processes, 

campaigns, etc. To initiate participation and also enhance or promote 

engagement. The main concept of this process influences the behavioral 

aspect of the users and their specific desires in terms of being competitive, 

successful in terms of getting an achievement or successful outcome being 

recognized, and also influences self-expression(Kumar,2013). 

One of the simple definitions of gamification that sums it all up is 

stated by Andrzej Marczewski 2013 Year in his book where he defines 

gamification as “The application of gaming metaphors to real life tasks to 

influence behavior, improve motivation and enhance engagement” 

(Marczewski, 2013). There were studies that were made on the defining the 

gamification keeping in mind the other related concepts and one of the 

studies defines it using the two dimensions of playing/gaming and 

parts/whole.  

Huotari, et.al (2011)declares the defifinition of gamification based on 

the marketing theory “Service-dominant logic”:“...a process of enhancing a 

service with aordances for gameful experiences in order to support the 
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user’s overall value creation. The emphasis is put into that the game service 

is not completed until the player participates, since the customers are the 

creators of value. Gamification should not be about using certain game 

mechanism but instead be about increasing the likelihood for the user to 

have a gameful experience. It is suggested that the mere addition of game 

elements as suggestedbyDeterding et al.does not necessarily guarantee 

successful gamification.Therefore, in this thesis the defifinition by Huotari 

et al. will be used. 

Based on (Gartner, 2011).the main goals of gamification are to get 

users engaged at their higher level, change their behaviors and also 

stimulate innovation in work and processes. One of the conclusions that 

were got in the PLE conference on which aims at studying the impact of 

gamification in learning,  Buchem (2013) stated there were the Gamification 

aims mostly at extrinsic factors of motivation especially working and 

targeting on those activities that the users are less or not motivated to 

perform. But they also concluded that it should also foster the intrinsic 

motivation that brings about value, which means that even if the game 

elements are removed from the system or the process that was gamified, the 

remaining contents in the system or the process should still bring about 

value.  
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b. The history of gamifiction  

  Basically originating from the digital media and the gaming 

industry, the history of gamification is very recent and started getting 

adopted widely only from the year 2010 (Deterding et al. 2011). The word 

gamification was initially used or coined in 2002 by Nick Pelling, a British-

born game programmer(Marczewski, 2012). He used the term to describe 

his work in starting a gamification consulting firm by the name of Conundra 

which started with a vision that every device would turn into a game. (Per 

Hagglund, 2012). There were also various alternate terms that were used to 

define the concept of gamification such as “productivity games” (McDonald 

et al. 2008).“Behavioral games” (Dignan, 2011). “Fun ware” (TakahashiD, 

2008).etc. that were used to define it. But eventually, all these terms got 

contained itself into one umbrella term called gamification (Deterding et al. 

2011). 

  Even though it was coined as early as 2002, the first use of this 

term for documented use was found in a blog post by Bret Terrill only in 

2008 where he covers the lobby of the social gaming summit that happened 

that year and one of the biggest topic that was discussed at the summit was 

the gamification of web to increase the engagement. (Terrill, 2008). The first 

book that was published in 1985 year that emphasizes on the concept of 

gamification at work place in a very conservative manner is called “The 

Game of Work – How to enjoy work as much as play” written by Charles 

Coonradt, 2007 who is known as the “Grandfather of Gamification”. He was 
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also the founder of a consultancy called The Game of work in 1973 

(Krogue, 2012). The first academicdocuments that got published that were 

around the gamification concept were also in the 1980s such as What Make 

Things Fun to Learn by Thomas W. Malone and Heuristics for designing 

enjoyable user interfaces: Lessons from computer games which aimed 

specifically using the concepts of gamification in learning(Lucas, 2014). 

c. Games as a medium for education 

Games something that is used for playing, an item or something that 

is played with. According to Dyan, a game is an activity that arouses interest 

and pleasure to release energy which is carried out with a sense of 

responsibility and without coercion, and without considering the end result 

which is useful for developing students' creativity and potential. In learning 

English, the use of games or play can be done on vocabulary mastery 

material. Because games or games have many benefits.  

At first glance, the school environment does not seem so different 

from a game: there are levels, rewards, points and leaderboards. However, 

the majority of students do not perceive the experience as playful – or even 

interesting for some – and schools find themselves facing major issues with 

student motivation and engagement which often result in undesirable 

outcomes. Indeed, lack of interest can lead to poor performance, cheating, 

learned helplessness (repeated failure and perceived lack of control over 

outcomes can cause some to actively sabotage themselves by refusing to 

study) and ultimately, dropping out of school.  
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Games, on the other hand, are able to create an environment in 

which players accomplish tasks for intangible rewards that are clearly less 

valuable than an education to any rational outside observer. Some of these 

tasks can be difficult or tedious: for instance, the online-gaming community 

has dubbed “grinding” the process of repeating an action (such as 

completing a quest or defeating a computer-controlled enemy) many times 

in order to increase their character’s power or wealth within the persistent 

world of the game. This choice of word suggests that, while completing the 

task once or a handful of times might be entertaining, the effect wears off 

after a few repetitions. Yet players continue to voluntarily invest time and 

mental effort in thesetasks in order to achieve longer-term objectives within 

the game.  

This type of behavior is similar to what schools implicitly expect 

from students: a commitment to immediate and medium-term labor that can 

be perceived as unpleasant but has the potential to yield vast benefits in the 

long-term (e.g. a career, social status, etc.). However, it would be a stretch 

to imagine that many elementary school students have already set lifelong 

goals for themselves (such as a future career) and are actively pursuing them 

at such ayoung age. These life goals are perceived by students as very 

abstract, since the temporal, spatial, and social distance separating them is 

so large (Trope & Liberman, 2010). 

Furthermore, when dealing with intertemporal choice situations, 

people in general tend to exhibit a short-term bias (Thaler, 1981).So 
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children naturally prefer to dedicate their time to leisure and play; they 

sometimes perceivestudying as a pointless chore, and often will not study 

unless they are pressured to do so by a parent or a teacher. On the other 

hand, students tend to be more engaged when they have a clear short-term 

objective. While the school environment typically fails to take this into 

account,games are able to counter the short-term bias by breaking down the 

path to the final objective into smaller tasks and offering intermediary 

rewards all along the way (Gee, 2008).  

When considering the matter of engagement, it is important to 

recognize the importance of theissue of failure. Trial-and-error is a natural 

element of any learning process, because it lets students practice and figure 

things out through repetition. Yet games and schools differ significantly in 

their approach on this issue. Games encourage players to learn through 

experimentation by keeping the stakes relatively low and providing 

feedback in short cycles (Gee, 2008). For example, in the game Angry Birds 

the player must earn points by destroying structures with birds launched 

from a slingshot. The structures are made up of blocks of various materials, 

and the birds have different properties and special abilities. In essence, the 

player takes on the role of an experimental physicist and has to work out the 

optimal way to destroy a structure. In order to move on to the next level, the 

player must beat a minimum requirement of points; if the threshold is not 

reached, the player can restart the level with one button press. This enables 

players to monitor their performance and progress and helps avoid 
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frustration. On the contrary, in the school environment feedback cycles are 

long and the stakes of failure are high,which fosters frustration, anxiety, and 

disengagement (Pope, 2003).  

d. Game are built on educational principles  

Firstly, games inherently incorporate sound learning principles 

established by cognitive sciences. For instance, digital games make it 

possible for students to project themselves into a situation, which enhances 

their ability to understand it (Gee, 2003). Learning through repetition and 

extended practice is encouraged by keeping the stakes low and minimizing 

the consequences of failure, which is seen as an inherent part of the learning 

process (Klopfer, Osterweil, &Salen, 2009). Games give the player clear 

objectives and provide feedback in rapid cycles (Dickey, 2005), both of 

which make students more responsive and lead to a higher performance.  

Secondly, digital games are capable of delivering a fine-tuned, 

tailored learning experience tostudents. A personalized approach to 

education is instrumental in ensuring that students realize their full potential. 

Games adapt to the needs of the student by providing relevant information 

when it is needed, along with immediate opportunities to put it into practice 

(Gee, 2008). An essential mechanic of many games is a logical learning 

progression, whereby mastery of a skill or concept is required in order to 

advance. Scaffolding – guidance provided in the initial stages of the game 

(Ash, 2011), and a steady, adaptable learning curve (Gee, 2008), also 

contribute to the personalized aspect of the experience. Difficulty increases 
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as the player progresses, but the gap between the player’s skill and what is 

needed for a task must never be so large as to become discouraging. Close 

monitoring of each player’s performance yields more constructive feedback 

and relevant assessments. The player adapts to the game (by trying new 

strategies and starting over when he fails) and the game adapts to the player 

(by providing hints or adjusting the difficulty level). This constant feedback 

loop that exists between the player and the game easily lends itself to data 

collection and analysis for the purpose of assessment (Schwartz & Arena, 

2013; Shute & Ventura, 2013).  

Lastly, games have vast potential for making the learning process 

more engaging for the students. Students’ expectations of learning 

environments are affected by exposure to gaming: they prefer visually rich, 

dynamic interfaces designed for multitasking (Prensky, 2001). Using 

narrative to combine separate tasks and pieces of information in a coherent 

manner (Dickey, 2005)further increases engagement. In addition, games 

excel at triggering motivation through different types of fun (Gee, 2008; 

Olson, 2010).  This will be expounded in the next section of this paper.  

 e. The Advantages and Disadvantages of Game 

   There are many advantages to using games for language learning. 

Wringht et al (2006) stated that games make many students interested and 

involved, and games can increase students' learning motivation. Huyen et al. 

(2003) added that games can contribute to vocabulary learning if they 

provide students with opportunities to learn and practice. As stated by 
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Somasari (2012) games aim to keep students relaxed, interested and active 

at the same time. 

   In the teaching and learning process, the use of games has certain 

advantages. First, games provide variety in various learning situations. 

When students feel bored and the teaching and learning process is not going 

according to plan, teachers can use games to attract students' attention. 

Second, games can help maintain student motivation. When business 

articles become the center of the teaching and learning process, students 

may feel unmotivated to learn more in English courses. Teachers must 

provide good solutions to them wisely. Teachers can bring games into the 

classroom that meet teaching and learning goals. Teachers can reward 

winners to encourage other students to participate in activities in the next 

lesson. Third, students are encouraged to participate. Even shy learners can 

be motivated to speak. If the class is negative, the teacher probably has 

really bad questions. Students are always quiet or make a lot of noise. 

Teachers can use games to encourage them. 

   Participation in student activities. To increase student engagement, 

teachers can use competitive games. Fourth, communication between 

students increases and opportunities to use English increase. Because 

teacher-centered teaching methods do not improve students' communication 

skills, increasing interaction between students is expected to improve 

students' communication skills. Fifth: Games create a fun atmosphere and 

help close the distance between teachers and students. Teachers can 



22 
 

 
 

participate in certain segments while students play the game. Sixth, games 

help improve attention span, concentration, memory, listening and reading 

skills. When traditional teaching methods fail to develop students' 

concentration, creative games can be a good solution to attract their 

attention. 

   According to Harmer (2007), student motivation is important in 

learning activities, so teachers need to be creative to increase student 

motivation. In fact, games can help students learn the target language by 

allowing them to practice and use the language in a fun way. Brewster et al. 

(2004) stated that games are motivating and fun and can be good practice 

for improving pronunciation, vocabulary and grammar. Therefore, EFL 

classroom games are language games that help students experience the 

language rather than learn it (Wright et al., 2006). 

   Apart from that, in the book Language Learning Games, Wright, 

Betteridge, and Buckey (2006) argue that games have two functions. Games 

provide a way to help students not only learn a language, but also 

experience it. The game involves emotions, so the meaning of the words is 

clearer. Therefore, absorption may be better than learning based on rote 

practice. 

   Apart from that, Brewster et al. (2004) also stated that there are 

many benefits of using games for learning, including: The first is increasing 

motivation and reflective learning. The second is complex understanding, 

feedback, and self-regulation. Third, learning a language requires hard 
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work, so this game can help encourage students to pay attention, adapt, and 

try to understand language material. Fourth, instead of learning language, 

games can provide experience about the language being studied, and games 

can also help teachers form or create structures that make the language 

useful or meaningful. Finally, games can provide opportunities for repetition 

and forming specific language. There are drills and games that can provide 

high quality practice that is so intensive and valuable that it is considered 

essential for learning. Game is any fun activity which gives students the 

opportunity to practice the foreign language in a relaxed and enjoyable way. 

In doing games, there need only simple preparation. As long as we have 

common materials which are usually used in playing games, we can do that. 

Some games may require students to be competitive with team or 

individuals working towards being the winner. Other games are cooperative, 

where teams or pairs to achieve a common goal such as drawing a picture or 

solving a puzzle. 

   From the explanation above we can conclude that games are one 

way to help students learn. We can further conclude that learning through 

games is better than learning in traditional ways, for example where the 

teacher is central in the teaching and learning process. This means that 

games are one way for students to have fun and have fun while learning. 

There are also some disadvantages to using games in EFL classes. 

According to Stojcovic and Jerotijovic (2011), the use of games in learning 

has an impact on disciplinary problems because students become very noisy 
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when using games in learning. This also distracts students from the main 

purpose of playing the game.Perhaps because of inadequate teaching 

regulations, students play too much and learn less. 

   Furthermore, if students are familiar with the games used or if they 

think the games are boring, then they will naturally become disengaged. 

Some students, especially teenagers, may find games unnecessary and 

childish. In addition, argues that in general, when the number of students is 

very large, all students appear to participate in the game, but students who 

do not participate disrupt the process. Not all subjects can communicate 

through games. Games are generally noisy and very educationalI only use 

the game part of the time. 

   Researcher assumes that this game is difficult to use. Because in 

using games, children need to understand the principles of games and 

choose appropriate language games. Lessons should be planned to include 

minimal formal practice and maximum activity. 

   From the discussion above we can conclude that there are 

advantages and disadvantages to using games for learning. Games are used 

to help the students during their language learning. They make the class 

entertaining and defend efforts and interests. That created a meaningful 

communication atmosphere where young learners communicate before, for 

while, and after the game. The atmosphere helps in form understanding 

which includes what they have understand when they read,listen, and output 

that can be include writing and speaking. Using games for learning requires 
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too much instruction from the teacher, making it difficult for students to 

understand the lesson or the games used may be boring for students. 

Therefore, it is very important. 

3.  Types of games 

There are hundreds of games that can be used to teach English. 

Hadfield (1999) describes two ways of classifying language games. First, he 

classifies language games into two types: language games and 

communication games. A language game that focuses on accuracy, such as 

providing the correct antonym. In contrast, communication games focus on 

the successful exchange of information and ideas, such as when two people 

identify the differences between two images that are similar but not exactly 

the same. Correct use of language is still important, but this is secondary to 

achieving communication goals. 

Hadfield (1999) conducted an experimental study on a game-based 

project in second grade in a Greek experimental elementary school. They 

were grouped into an experimental group (game-based class) and a control 

group. Both groups were given a test consisting of word production. 

However, different approaches have been implemented. The control group 

was taught using a presentation, practice, production (PPP) context, and the 

experimental group was taught using games. The results showed that the test 

scores of the experimental group were higher than those of the control 

group. Children in the experimental group who learned English in a game 

context and were taught using game-based projects had lower test scores 
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than children in the control group who learned English in a PPP 

(presentation, practice, production) context. Similarly, Azarmi's (2007) 

experimental study investigated the use of modified indigenous preschool 

games in two middle school English classes in Tabriz, Iran. His experiments 

were based on six categories derived from Vygotsky and Piaget's theories: 

risk-taking, motivation, interest, emotional intelligence, time management, 

and game cynicism. As a result, students in the experimental group showed 

better performance in pronunciation, vocabulary and language skills. 

Grammar, Fluency, and Problem Solving. Students in the experimental 

group carry out learning more spontaneously and show greater participation 

and productivity than students in the control group. Through the advantages 

and disadvantages of using games when teaching English as a foreign 

language, several researchers highlight how games can be used to alleviate 

problems that arise. Games should be more than just fun. It includes 

"friendly" competitions and requires all students to participate and stay 

interested. This forces students to focus on the use of language rather than 

the language itself. 

The researcher assume that teachers can choose appropriate games 

based on language type, learning orientation, required resources, classroom 

management, and type of organization. Some guidelines can help teachers 

decide what types of games to use. The choice of games is very important 

for teachers. Teachers must align the game with the goals of the teaching 

and learning process to maximize its benefits. Children's games require 
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simple language that is easy to explain, organize and play. It should be fun 

for everyone to participate. When teaching games to young students, it is 

best for teachers to invite two or three students to the front of the class to 

demonstrate the game. This will make it easier for students to understand 

the rules of the game. 

4. The Purposes of Using Games  

Certain Perspective Games deserve a place in the language 

classroom. First of all, it's fun. This is very important. Because it helps 

activate students who may have been inactive due to lack of interest. 

Keeping students active is very important because if teachers do not involve 

students in the learning process, they will not be able to teach them 

anything. 

Orlik (2006) agrees with Hussein, Marouf, and D'Cruz (2001) that 

if teachers can provide learning communication (games), they can 

encourage students to learn a language and maintain their interest in 

language learning. gender), fun, safe and non-threatening, as well as group-

oriented, meaningful and stimulating. These activities help increase self-

confidence, learning satisfaction, and positive relationships between 

students and between teachers and students. Wright, Betteridge, and Buckby 

(2005) stated that learning a language is very difficult and requires effort 

over a long period of time. 

Play has several benefits, and Andrea Bennett (2011) argues that 

the most productive and engaging learning experiences outside of school are 
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through play and engagement, and children enjoy learning through play, 

emphasizing the power of play and play to foster a deep understanding of 

learning. which is meaningful. They know their progress and know where 

their learning is relevant and appropriate. Mabasalt (2012) states that games 

are motivating and full of challenges. It provides language practice for 

various skills such as speaking, writing, listening, and reading. We also 

encourage students to interact, communicate and create in meaningful 

contexts. Games allow learners to develop their language skills in a 

comfortable way, making them an effective way to deliver lessons. 

Lavery C (2001) further stated that games help students to 

participate actively during learning. You may forget that you are studying 

because you are studying in a fun environment. In fact, games also allow 

you to participate in group learning, so you can practice more without 

getting bored. Apart from that, other benefits of games were stated by 

McCallum (1980). He said the game provides instant feedback to teachers. 

It can be used to confirm, review and enrich. This also encourages equal 

participation between late and early childhood children. This game is 

suitable for students of all language levels. 

The use of games in education has many benefits for both teachers 

and students. Games provide motivation, challenge and active participation 

to students in the learning process. Games can be used for a variety of target 

language skills, serving as reinforcement, review, and reinforcement, and 

can also be modified to suit your students' language levels. 
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According to Gretchen E. Wade quoted by Amalia (2020), the use 

of games in language teaching has many goals, including: 1) Physical 

activity: To increase physical activity by stopping the habit of exercising 

alertness. 2) Fun: Creating an interesting and enjoyable atmosphere so that 

students can participate in learning English enthusiastically. Next, you can 

have fun outside of class by practicing the activities you learned in class. 3) 

Cultural content: Games can be used to reveal cultural patterns and increase 

students' understanding of English-speaking society. For example, you can 

explain the concept of individual competitions with simple games and 

recognize winners who can receive prizes. 4) Language learning: Games 

complement the teaching of grammar and pronunciation in language 

learning, providing a practical background for understanding language 

forms and sounds. 

There are several reasons to use games as a vocabulary learning 

tool. Games are a fun alternative to traditional learning methods because 

they eliminate monotonous practice and allow students to have fun while 

learning. The game can be used inside and outside the classroom. 

Additionally, games can serve as a competitive activity to determine the 

winner and can also be an effective way to teach grammar and 

pronunciation of a new language. 

Vogel et al. (2006) stated that there are many benefits of 

implementing games in the classroom. 1) Games can help and encourage 

students to pay attention, adapt, and try to understand language. Material 
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Because learning a language is hard work. 2) This game can give students 

language experience rather than learning the language. Playing also helps 

teachers form or create structures that make language useful or meaningful. 

3) Games may feature repeating events and be based on a specific language. 

This allows for quality practice, similar to doing drill drills. 4) Games 

provide intensive and valuable training and are therefore considered 

important for learning. 

Although some researchers have argued for the benefits of games 

in teaching English as a foreign language, other researchers have 

investigated the disadvantages of games in teaching English as a foreign 

language. Playing games takes time, so using games can be time consuming. 

Teachers also need time to prepare the content they want to teach. Another 

weakness was stated that game was tiring and boring. Because games 

require a lot of participation and time, students may feel tired or bored while 

playing and find it difficult to concentrate on the serious learning process. 

One of the previously mentioned disadvantages is that some teachers may 

find it difficult to manage time and prepare games. 

5. Wordwall as the kind of gamification activity in EFL classroom 

a. Worldwall 

Wordwall is an interesting application that can be accessed at any 

time, by anyone and in any browser for free. Chil in Margaret, et al., defined 

“Wordwall.net is an edutainment website where multiple game choices, 

played interactively or individually, can be created. Teachers either create 
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their own games out of ready-made templates and add up content (words 

and images) in the games or they make use of games created by 

otherteachers. 

Wordwall is an educational game with a purpose to make it easier 

for teachers to create online learning media based on educational games 

without the need to master coding and can adapt to the material being 

taught. This wordwall website is suitable used to design and review a 

learning assessment. The wordwall page provides examples of the creations 

of teachers who have used wordwall before so that especially new users get 

an idea of how to be creative.  

There are some definition of “wordwall” media. Based on 

(Kurniasih,et al., 2015).“Wordwall” is a group of words that are displayed 

on awall, bulletin board, chalkboard, or whiteboard in a classroom. 

Difference from Kurniasih, Kieff  (2003:84), stated that “wordwall” 

promote independent work habits by providing a readily available reference 

as students complete their reading and writing activity. 

Wordwall can be used to create both interactive and printable 

activities at wordwall. Most of templates on this website are available in 

both an interactive and a printable version (Wordwall.net, 2021). 

Interactives are played on any web-enabled device, like a computer, tablet, 

phone or interactive whiteboard. They can be played individually by 

students, or be teacher-led with students taking turns at the front of the 

class.Printables can printed out directly or downloaded as a PDF file. They 
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can be used as a companion to the interactive or as stand-alone activities. 

There are some activity at wordwall. They are make custom activity for 

classroom activity, Quizzes, match ups, word games, much more. Teacher 

can make all the activity be a fun activity for the students.  

The setting the activity the teacher need to create using templates. 

Game activity create on it. These templates include familar classics like 

Quiz and Crossword. It also have arcade games like Maze Chese, Airplane, 

Whack a mole, Balloon Pop, Gameshow Quiz, Hangman, Labelled 

Diagram, Wordsearch, etc. To make a new activity only start by selecting 

the template and then enter the content. It's easy and means it can create a 

fully interactive activity in a only a couple of minutes. 

The wordwall application can be interpreted as a fun quiz-based 

game media. The wordwall application is very easy to access because the 

wordwall link can be directly shared with other online learning media such 

as Google Classroom, WhatsApp, email and so on. The types of games 

found on the wordwall are the classic games Quiz and Crossword, Find the 

Match, Missing Word, Random cards, True or False (True or false), Match 

up, Whack a-mole, Group short, Hangman, Anagram, Open the box, Word 

Search (Search for words), Balloon pop, Unjumble, Labeled diagram, and 

Gameshow Quiz, Random Wheel (Random wheel). 

Wordwall can be access in computer, laptop, smartphone and 

interactive whiteboard. Teachers use it as an interactive way to build fun 

learning in classroom activity. When typing wordwall.net to search engine 
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column of Mozilla or Google Chrome in our devices, it will launch a 

homepage of wordwall.net that welcomes the users. In homepage, it 

presents a short advertisement, a simple step how to make an activity and a 

list of templates that ready used. As a new user, teacher will suggested to 

sign up automatically by using email or create new account. It becomes the 

very beginning step for teacher creates activity in this website. After log in 

the account, there will be show others menu existed in the main bar,  

Looking to the homepage of wordwall.net which show the huge number of 

resources created, it can be assume that wordwall.net facilitates many 

materials from any major of education. Because this website offers 

interactive games, it influences teachers or education content creator to use 

it, even the language teachers. Wordwall.net delivers the game templates 

that support vocabulary learning. It also has similar concept with word wall 

media strategy in conventional teaching-learning process. 

a. Features 

 In this webpage (www.wordwall.net/features), it shows what wordwall.net 

has reached out. It includes eighth features; interactive  and printables, 

creating using templates, switching templates, edit any activity, themes 

and option, sharing with teachers, embedding on a website and students 

assignment. 
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b. Community 

In this webpage (www.wordwall.net/community), it shows many resources of 

game. There is a search engine for looking up the materials that have 

been created and published by other content 

creators. 

c. My Activity 

In this webpage (www.wordwall.net/myactivities), it shows the users creation 

of games. The user can make new games, delete the games, share the 

game links, edit game content and duplicate game also show the QR code 

of the game. 

d. My Result 

In this webpage (www.wordwall.net/myresults), it shows the result of the 

game. The user can share link the final result of the game to studentss, 

share assignment, change deadline of the game, export to file, delete the 

game and show the QR code of the game. 

e. Create Activity  

In this webpage (www.wordwall.net/create/picktemplate), it shows the 

templates of interactive games. This webpage is the core of wordwall.net 

website, because teacher will use it to create some activity. Then after 

pick the template, user enters the content or materials and clicks done. 

Next the program will automatically process the game. 
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b. Steps to Use word wall game 

Please note that this Wordwall based media can be accessed via Android 

or laptop/PC and has a similar display, which is not much different if 

accessed in both. Here are the steps for using Word-wall:  

1) The teacher will share the assignment link with the students, and 

then the students Open the link and fill in the name column provided.  

2) Next, students can press the start button.  

3) The game starts; fill in according to commands or questions, with a 

timer that continues to run (if you activate the timer feature).  

4) When they have finished working, students can see the score that 

was obtained.  

5) If the teacher activates the repeat button, then the students who do 

less than optimally can repeat it.  

6) Teachers can see the scores obtained by students in their accounts 

Wordwall  

c. Advantage and disadvantage 

The advantages of the wordwall website in learning are can provide 

learning that is more meaningful and easy to follow students, with various 

creations can create meaningful learning not boring and themes that can be 

adapted to learning styles so that this wordwall web can be used by all 

students from the class low to high. The assignment model can be 

implemented in software wordwal, so that students can access it themselves 

via the device own smartphone at home. There are many advantages to the 
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wordwall application what can be seen is that this application has many 

templates that can be changed easily by the instructor or teachers and games 

that have been designed by teachers or teachers can be printed in PDF form 

so that makes it easier for students who are constrained by the network. 

The disadvantage of the wordwall game website is that its users are 

at a basic level vulnerable to fraud, the font size and writing size cannot be 

changed large or small cannot be changed by the user. Beside that, the 

games design are look simple for word and too small for paragraphs. The 

product of wordwall.net is game that made entertain, therefore it doesn’t 

serve comprehensive in the high level. When students do a mistake in game, 

by choosing the wrong word categories for instance, they will remember the 

mistake and replay the game to win the game. Therefore, the more students 

do mistake, the more chance students memorize the words. 

5. Students’ perception  

a. Students’ perception on using gamification in EFL classroom 

Internationally, perception is a process related to the 

arrangement of messages and information in the human brain (Severin and 

Tankard, 2014). It knows that humans are always connected with their 

living environment through perception through sight, hearing, taste and 

smell. It also states that perception is a process that leads to direct 

experience of the world. It also added that the most important part of 

cognition is providing a useful world view, and a useful tool is the ability 

to interact effectively with the environment. 
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In the Indonesian environment, perception occurs when 

someone thinks about something, studies it, and evaluates their attitude in 

using something, whether they agree with the way they do it or with what 

they learn. It means that students have their own opinions about what they 

have learned from the teaching and learning process in class. Student 

perception is the way students view things that happen during the learning 

process in class, which results from suggestions and discussions with 

teachers and classmates to improve the learning process (Hazari, 2014). 

The researcher argues that a student's knowledge, work attitudes 

and teaching skills are completely influenced by whether the student was 

taught by the teacher and whether the teacher was assessed well. 

Therefore, their minds are already preoccupied with memories and 

reactions that are measured by data collection inventories. 

Students’ perceptions of the use of games in language learning 

are generally positive. Most students believe that games are a 

communication tool that facilitates communication between students and 

teachers. In fact, when using it in class, students feel many positive 

impacts  

Furthermore, students’ perceptions regarding the use of games in 

learning: Students easily express all their opinions and learning difficulties 

thanks to the games that teachers apply during English learning. They 

significantly increase their vocabulary and that the use of games increases 

their motivation to learn. Students' perceptions regarding the use of games 
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in language learning also state that games can help students learn language 

and allow them to enjoy class activities (Brianita 2015). 

b. Types of Perception in Learning Context 

In identifying student perceptions, the types of perceptions are 

divided into two parts, namely positive perceptions and negative 

perceptions (Amalia, 2018). Self-actualization requires acting, thinking, 

and acting on yourself, your abilities, and your body. We are also biased 

towards other people's reactions to us. This perception influences the 

behavior each individual acquires and the choices each individual makes 

in life. Positive perception is a valuable gift that creates self-confidence 

and the ability to face the world, endure crises, and focus on oneself. Build 

relationships and increase giving to others. Additionally, negative 

perceptions are eliminated to focus on one's desires, striving to win and 

prove one's worth. 

Student perceptions include thoughts, beliefs and feelings about 

people, situations and events that occur in the classroom (Hazari, 2014). 

Considering that perceptions of the learning process are an important thing 

that influences student attitudes, it is important to investigate student 

perceptions. Students tend to form their own perceptions about the quality 

of their learning and then provide positive or negative feedback based on 

their own expectations and past experiences. 

  From the expression ci-dessus, the perception of the students 

depends on the tendency to voir. Perception is negative or positive, and 
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evaluation is impossible. 

  c. Factors affected students’ perception 

  Walgito (2001) states that perception is influenced by confidential 

factors. They are external, internal, functional, and structural factors, 

environments and things that can change a person's view of the world, and 

that "surround and influence emotions, receptivity, etc." : And 

environmental factors are factors that exist within the individual, which 

include several psychological problems, needs, experiences and memories. 

  Knowing student perceptions is very important because teachers 

can evaluate based on the results of student perceptions. Hazari (2014) 

stated that student perceptions are an important determinant of student 

behavior and learning effectiveness. Knowing students' perceptions allows 

teachers to know the difficulties students face in the learning process. 

Teachers can change anything that students do not like.   

  Santoso (2000) states that student perception is a process where 

students process information about objects that apply in the school 

environment, especially the classroom, through sensory observation and 

allows them to interpret the objects observed. Therefore, students' 

perceptions make a big difference to their learning. Student perception is 

an important element for measuring learning outcomes because it is a 

solution of factors and indicators to describe the classroom situation  

  d. The Importance of Students’ Perception 

    Knowing student perceptions is very important because it means 
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the teacher or lecturer will evaluate the results of student perceptions after 

knowing the results of student perceptions. As a student, teacher, or 

instructor, you can change what you don't like about your students and 

improve what you do, no matter how you teach or present the material to 

your students. 

    Therefore, student perceptions are very important, especially for 

teachers and lecturers. It showed in their research that student perception is 

an important factor for measuring learning outcomes because student 

perception is a solution to factors and indicators to describe classroom 

situations. Therefore, student awareness is very important not only for 

forestry activities but also for educational development. 

S 

C. Conceptual Framework 

  
Using Wordwall 

Gamification in EFL 
Calassroom 

Wordwall Gamification in EFL 
Calassroom 

Implementinglabelled wordwall gamification 
in EFL classroom  
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CHAPTER III 

METHODOLOGY OF THE RESEARCH 

A.   Research Design 

The research method applied by a qualitative research. It is a method 

that  used and focused on describing teachers’ and students’ perceptions. It 

dealed with the purpose of qualitative methodology stated by Marshall & 

Rossman (2006:33) that qualitative methodology describes three major 

purposes for research: to explore, to explain, or to describe a phenomenon. 

Meanwhile, Gay et.al (2006:175) state that descriptive research 

determines and describes the way things are. Further, descriptive research 

involves collecting the data to answer questions about people’s opinions on 

some topic or issue. Referring to the research methodology, therefore, the 

researcher collected non-numerical data which contributed to the 

understanding of the subject studied. In this case, interview and document 

were employed to obtain the data. 

The steps of conducting this research through the descriptive 

qualitative research were basically the same as the other types of research. 

According to Gay et.al (2006:401) steps of conducting research are 

identifying the research topic, reviewing the literature, selecting the 

participants, collecting the data, analyzing and interpreting the data, reporting 

and evaluating the research. 
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B.   Research Location and Duration 

Thisresearch conducted at ten grade at MA Baytul Mukarramah Bone. 

This school is located at Kelurahan Bulu Tempe, KecamatanTanete Riattang, 

Kabupaten Bone. The research was conducted about three months it last at the 

end of May 2024 

 

C.Research Object 

This research conducted at MA Baytul Mukarramah Bone. It was in 

one of the school that implememting wordwall gamification at EFL 

classroom. On the other hand, purposeful sampling used to select the sample 

of this research. The object of this research were 18 students at tenthgrade of 

MA Baytul Mukarramah Bone. 

 

D.Research Instrument 

There were two kinds of instrument that the researcheremployed to 

obtain the data related to this research. They wereinterview,file note, video 

recording and documents.  

1. Questionnaire 

The first instrument that the researcher used  is a questionnaire. A  

questionnaire is an instrument of the study to gather information through 

therespondents‟ written responses to a list  of questions. In this study, the 

researcher used a close-ended questionnaire. In  google form 

questionnaire is used to make it easier for respondents to fill out the 
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questionnaire because students only need to choose one of four options in 

the space provided according to their opinion. 

The questionnaire used for this study consisted of 15  items 

answered by students consisting of 15 positive statements. The 

questionnaire  here used a rating scale questionnaire where the researcher 

use s a Likert scale to get the information from the participants, the Likert 

scale is to measure the extent of subjects” agreement with each item.  The 

extent is measured on a four-point scale. They were column 1, which 

means respondents strongly agree  (SA)  with statements, column 2, 

which means they agree (A), column 3, which means they disagree  (D), 

and column  4, which means they strongly disagree   (SD). In giving the 

response, respondents put a checkmark inside the column. 

Table 3.1 Questionnaire Blueprint 

Indicator Questions 
Emotional response of the use of games in 

classroom 
1,2,3,4 

Physical response of the use of  games in 
classroom 

5,6,7 

Motivational response of the use of games in 
classroom 

8,9,10,11 

Advantages of using games 12,13,14,15 
 

2. Interview 

The second is interview to all students what they have experienced 

during the teaching process. Interview in this study aims to provide 

additional information about the use of labelled wordwall gamification in 

EFL classroom.  Interview on  this research is given  to all students at the 

end of learning. The question consists  of five questions related to the 
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learning process that focuses on after  applying games in the classroom.  

Next, before the interview, the researcher explains the question that 

will be given and how to answer the  given  questions and students will 

understand what they should do next.  

Thus, interview will be asked to students. May it will take quite a 

long time. So, the researcher will give  time to  students to  answer thei 

question of interview. After the interview is carried out, the student's 

recorded answers will be reduced and transformed by selecting and 

categorizing the data. Data reduction refers to the process of selecting, 

focusing, simplifying, abstracting, and transforming the data that appear 

in written up field notes or transcriptions (Miles and Huberman, 1994:11). 

The purpose of interviewing according to Patton (2002:341) is to 

allow us to enter into the other person’s perspective in which qualitative 

interviewing begins with the assumption that the perspective of others is 

meaningful, knowable, and able to be made explicit. Therefore, the 

interview was conducted to find out what was in and on someone else’s 

mind to gather their stories.  

In relation to interview, Creswell (2012:218) states that the 

interview provides useful information when the researcher cannot directly 

observe the participants and it also permit the participants to describe 

detailed personal information. Moreover, the interviewer also has a better 

control over the types of information received since the interviewer can 

ask specific questions to elicit the information. The data collected through 
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interview in this research was highly appropriate since the process of 

learning was conducted face to face or one on one teacher.  

Gay et.al (2006:418), distinguished interviews by their degree of 

structure and formality. They are structured interviews that specified a set 

of questions to be asked and unstructured interviews where questions 

prompted by the flow of the interview. Regarding to the kinds of 

interview, the researcher used structure interview to elicit specific 

information from the participants. It was characterized by the same series 

of questions that was addressed to the respondents. In order that the 

respondents gave response unconstrained by any perspective of the 

researcher, the open ended questions were used. 

3. Video recording  

The video-camera is not intrinsically a research instrument. Neither are its 

audio only counterparts, the humble tape-recorder and the more high-tech 

mini-discrecorder. None of these was invented as a tool with which to 

conduct research and none was designed with the researcher in mind. 

Nevertheless, the tape-recorder has been enthusiastically adopted by great 

swathes of the research community, and the mini-disc-recorder and video-

camera are rapidly catching up. Video recording Based on the William 

Shakespeare at (Birmingham et al. 2002).a cutting-edge storyboarding 

software tool developed to enhance pupils’ engagement with, and 

understanding ofcomplex literary texts.  

E.Procedure of Data Collection 
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 This  research collected data by using  two instruments to gain information 

about students’  perception of using labelled wordwall gamification in EFL 

classroom. The researcher used google form questionnaire and 

students’perception  as instruments of the research.  The first was a  questionnaire. 

The  researcher  collected the  questionnaire to find out students’ perceptions  

about the use of labelled wordwall gamification in tenth grade especially in 

learning English. The questionnaire is provide as an online survey and can be  

accessed via the  internet via link address. The researcher will give students the 

link, after getting the link the students clicked the link provided then the students 

is available to answer the questionnaire. The participant’s answers are  

automatically recorded into a spreadsheet  associated with Google form and the 

researcher noted and analyzed the result of the online questionnaire. 

 This research also used interview instruments and were recorded. where 

eighteen students will be interviewed with five questions. and to make it easier for 

students to answer questions using Indonesian, so that their train of thought is not 

hampered by language difficulties. Then, after obtaining the recorded interview 

results, the researcher will then transcribe the recorded interview in written form. 

In the first phase, the researcher l interviewed students by using structured 

interview with open ended questions. Patton (2002:354) states that open ended 

question permits those being interviewed to take whatever direction and use 

whatever words they want to express what they have to say. Moreover, to be truly 

open ended, a question cannot be phrased as a dichotomy. 

They would be interviewed by one-on-one interview. It was a data 
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collection process in which the researcher asks questions to and records answers 

from only one participant in the study at a time (Creswell, 2012:218). Therefore, 

they  interviewed individually to explore and probe their responses to gather more 

in-depth data about labelled wordwall gamification. In addition, the process of 

interview was recorded and it probably ranged in a few minutes or a few hours. 

The interview, however, consisted of a one-time session. 

After the interview sessions of students, the researcher will analyze the 

results of the interview that has been conducted.  

 

F.   Technique of Analyzing Data 

The data in the form of interview and document wereanalyzed through 

several stages. The data from interview  transcribed and several statements 

translated into English. Marshall & Rossman (2006:112) state that the most 

important with translating the written word are the processes and procedures that 

the researcher  used to construct meaning through multiple transpositions of the 

spoken or written word from one language into another. Meanwhile, the technique 

of data analysis that will use to analyze the data is based on Miles and Huberman 

(1994) data analysis  

Figure 3.1 Components of Data Analysis  
(Adapted from Miles and Huberman, 1994:12) 
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1. Data reduction  

 Data from interview and documents  reduced and transformed by 

selecting and categorizing the data. Data reduction refers to the process of 

selecting, focusing, simplifying, abstracting, and transforming the data that 

appear in written up field notes or transcriptions (Miles and Huberman, 

1994:11). Meanwhile, categorizing data  defined by Gay et.al (2006:471) as a 

classification of ideas or concepts formed when concepts in the data 

examined and compared to one another and connections are made. However, 

in the process of selecting and categorizing would not strip the data at hand 

from the context in which they occur.   

2. Data display  

 Data display was a continual process of analyzing the data where the 

information was organized. To organize sizable amount data, it requires a 

system of organization. Creswell (2012:238) points out several forms of 

organizing data, one of them is organizing the materials or data by type. 

Besides, Miles and Huberman (1994:11) state that a display is an organized, 

compressed assembly of information that permits conclusion drawing and 

action. In this case, the researcher organized the data into two parts; 

interviews, and documents.  

3. Conclusion drawing and verification 

 The last stage of analyzing the data conclusion drawing and 

verification. The final conclusions, however, may not appear until data 

collection is over. From the start of data collection, the researcher would 
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begin to decide what things mean then made conclusions. The meanings 

emerging from the data would be tested for their plausibility whether it made 

a good sense or not, their sturdiness, and their confirmability to made a valid 

conclusion. Miles and Huberman (1994:11) states that conclusions are also 

verified as the analyst proceeds where verification may be thorough and 

elaborate with lengthy argumentation and review among colleagues to 

develop extensive efforts to replicate a finding in another data set.  
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CHAPTER IV 

FINDINGS AND DISCUSSION 

A. Finding 

This chapter present research findings and discussions which provide an 

answer to the research questions.  The findings of this research provide an 

overview of the effectiveness of implementing labelled wordwall gamification in 

EFL classroom and how do the students’ perception on implemeted labelled 

wordwall gamification 

1. Implementing of labelled wordwall gamification on  EFL calsroom. 

a. Planning 

In this phase, the teacher made a lesson plan, and the teacher selected 

material and its game.  

1. Create a Wordwall.net Account: If you don't have an account, create an 

account first at https://wordwall.net/. 

2. Selecting a Game Label Template: Go to Wordwall.net and select 

"Create" > "Game". Search for "Label the diagram" and choose a 

template that suits the adjective material you want to teach. 

3. Prepare Material: Prepare pictures or diagrams that you want to label 

with adjectives. Make sure the picture or diagram is appropriate for the 

student's age and level of understanding. 

4. Writing Words: Make a list of words you want to teach students. Make 

sure the word is relevant to the image or diagram that has been prepared. 
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b. Preparing 

1. The first thing to pay attention to is making sure all the media needed for 

the game are available, such as a computer, projector, whiteboard, game 

cards, and so on.  

2. Preparing a conducive learning environment 

 Arranging the classroom to suit the game: Arranging the classroom 

to suit the type of game to be played. Make sure there is enough 

space for students to move and interact with each other. 

 Minimizing distractions: Making sure the learning environment is 

free from distractions such as loud noises or other activities that can 

distract students. 

 Creating a positive and fun atmosphere: Creating a positive and fun 

atmosphere in the classroom to encourage student participation and 

enthusiasm in playing games. 

3. Managing time well: 

 Estimating time required for the game: Estimating how long it will 

take to complete the game. Make sure the time allocated is enough to 

complete the game well, but not so long that students become bored. 

 Having a backup plan: Having a backup plan in case the game takes 

longer than expected. This can be an alternative activity that can be 

done if there is still time left. 
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b. Action 

The action of the first meeting started on 19th April 2024. The 

researcher implemented the teaching learning process based on the lesson 

plan had been made. 

 

First Meeting (Friday, 19th April 2024) 

Opening Activities 

The teacher entered the classroom. Researchers, like teachers, place learning 

materials on the teacher's desk and prepare the projector. Meanwhile, 

students become interested in what the teacher have prepared. Maybe they 

are starting to get excited about learning. The teacher smiled and tried to 

look at all the students, then stepped forward and greeted them in a friendly 

manner. After greeting, the teacher calls each student's name one by one. 

Main Activities 

At the main activity stage, the teacher explained to students the reasons for 

installing the projector and laptop. The teacher explained that they will use 

the labelled wordwall game  to learn English. After that, the teacher opened 

a wordwall game that he had prepared. The teacher explained that the 

wordwall game is a useful game for learning English, and there are many 

types of wordwall gamesbut the teacher chose the labelled wordwall game. 

The teacher explained that today we will use the labelled wordwall game to 

learn vocabulary about someone’s characters and personality, and gives an 

example of how to play the game. 
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After the teacher showed an example, the teacher asks one of the 

students to explained how to play a labelled wordwall game. The student 

confidently came forward and demonstrated the game, even though he did 

not know how to play it. The teacher guided the students by guiding each 

letter to the right place. After the demonstration, almost all students raised 

their hands and asked to play the game, some students even volunteered 

without being asked by the teacher. The class was less organized because 

many students wanted to try the game. So the teacher asked who is the 

most graceful and who will try the game, then the teacher chose several 

students to try the game. The teacher asked students to write them one by 

one. Review the in-game vocabulary and say each vocabulary item out 

loud. 

Closing Activities 

At the end of the meeting, the teacher reminded students about the 

vocabulary they had learned so far and encouraged them to study hard at 

home. If anyone wanted to ask, the teacher asked when student A would 

use this game to study again, and the teacher answered that he would use 

this game to study again at the next meeting, and the students were 

automatically happy. The teacher ended the session by saying, "Wassalam” 

This lesson plan is can be adjusted to suit student needs and 

conditions and the teachers can add or subtract learning steps according to 

the time available.After the lesson is finished, the teacher observes the 

students’ participation and enthusiasmhow the students participate and are 
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enthusiastic about the labelled wordwall game being played and pay them 

attention to whether they show high interest and engagement in 

gamification. Then, Collect feedback from students about the games they 

have played by asking them what they liked and did not like about the 

game, as well as what could be improved for the future. Beside that, take 

time to reflect and learn from the experience of playing games in class. 

And identify what went well and what needs to be improved for future 

game deployments. 

 

Second Meeting (Friday, 26th April 2024) 

Opening Activities 

At the second meeting, the researcher entered the classroom. The 

researchers and fellow researchers prepared the necessary equipment such 

as a projector and laptop. The research fellow sat right at the back of the 

class so it was easy to follow the activities of the students and teacher. 

Even though learning had not yet started, students were very enthusiastic 

and noisy when the teacher set up the projector and laptop. The teacher 

begins the lesson by greeting and recording students' attendance. Like last 

time, all the students were present. 

 Main activity 

  At this stage, the teacher began the learning by asking about the  

vocabulary on labelled wordwall game that was learned at the previous 

meeting one by one. There were some  students who did not remember the 
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vocabulary they had learned, then the teacher  asked,  “Did you repeat the 

lesson at home?” and some  students  answered “yes,  sir,” and some 

answered “no, sir”.  Based on the students' answers, the teacher repeated 

the vocabulary they had learned by saying the vocabulary together. 

After repeating the vocabulary, the teacher explained again, “What 

is a wordwall game?” and then showed a new game that will be used 

today.  The game used is a labelled wordwll game. The teacher explained 

how to play using a labelled wordwall game, such as labelling words with 

the pictures provided.  The teacher demonstrated how to play the labelled 

wordwall game slowly so that students could easily understand what the 

teacher had explained.   

The teacher invited the students to play a game based on 

attendance, and the students who finished last complain about being last to 

play, making noise and joking with each other. After students played the 

game, the teacher asked students to name the vocabulary in the game. 

They responded to all vocabulary spontaneously and loudly, so the lesson 

became less relevant. The teacher asked the students to calm down then 

asked questions randomly, and almost all of them were able to answer the 

teacher’s questions. 

Closing Activities 

At the end of the meeting, the teacher repeated the vocabulary 

again and encouraged the students to repeat the lessons they had learned at 

home. The lesson ended with a prayer, and the teacher said “Wassalam” 
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Third Meeting (Friday, 3rd May 2024) 

The teacher entered the classroom. On the other hand, the students 

seemed to be looking forward to the start of classes. Seeing the student, 

the teacher smiled and checked the student's attendance record. The 

teacher will continue reviewing the vocabulary learned at the previous 

meeting. By emphasizing the value of vocabulary, teachers encourage the 

class to be more actively involved in the learning process. 

 Main Activities 

Similar to the second meeting, the teacher began the learning by asking 

about the  vocabulary on labelled wordwall game that was learned at the 

previous meeting one by one. Based on the students' answers, the teacher 

repeated the vocabulary they had learned by saying the vocabulary 

together. 

Closing Activities 

At the end of the meeting, the teacher repeated the vocabulary 

again and encouraged the students to repeat the lessons they had learned at 

home. The lesson ended with a prayer, and the teacher said “Wassalam” 

 

Fourth Meeting (Friday, 17th May 2024) 

Opening Activities 

This fourth meeting focused on seeing students’ improvement in 

vocabulary that have learned. The teacher gave the task to the students in 

in a different format. 
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Main activities 

During the task, the teacher advised the students to complete the 

task with accuracy and stay away from answering too quickly.  The teacher 

gave 50  minutes to do the task.  The teacher went around the class to 

make sure the students could answer the questions. 

Closing Activities 

Having done all the activities, the teacher closed the class by saying thanks  

for the students attending and participating. The teacher never forgot to 

motivate the students to learn English. 

 

2. Students’ perception on implementing labelled wordwall gamification 

In this section, the researcher presents findings regarding students’ 

perceptions of the use of games in English classes. Data was obtained by 

conducting a qualitative review. Presents a discussion of data collection through 

surveys and reflections to determine students’ perceptions. 

The research results consist of two parts: The first is the results of 

interviews, and the second is the results of students’ reflections. The results of 

interviews and students’ reflections were categorized into four categories. The 

first category is the emotional response associated with the use of labelled games 

in the classroom. The second category is the physical response to the use of 

labelled game in the classroom. The third category is the motivational response to 

the use of labelledwordwall gamication in EFL classroom. The fourth category is 

the benefits of using labelledwordwall gamification on wordwall.net. Below, we 
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detail all the interview results and students’ ideas. 

a. Emotional response to the use of labelled wordwall game in EFLclassroom 

The results of survey data regarding emotional responses to the use of 

labelled wordwall game in EFL classroom are discussed below. 

Table 4.1Emotional response to the use of labelled wordwall game 
In EFL classroom 

 

Questions 
Strongly 
agree (1) 

Agree 
(3) 

Disagre 
(2) 

Strongly 
Disagree (4) 

Overall  

I am interested in the use 
of Games in English 

class. 
1 17 0 0 18 

I like the implementation 
of games in the learning 

process 
2 14 2 0 18 

I am enthusiastic about 
learning using games. 

5 11 0 2 18 

I feel satisfied when 
using games in 

classroom learning. 
4 13 0 1 18 

 
Figure 4.1 Emotional response to the use of labelled wordwall game 

in EFLclassroom 

 

Based on the graph above, the results of the first statement showed that 
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students answered “strongly agree” (6%) and students answered “agree” (94%). 

Then for the second statement there were students who answered “strongly agree” 

(11%) and there were also answered “agree” (78%), and there were students who 

answered “disagree” (11%). Therefore, for the third statement, students answered 

“strongly agree” (28%) and students answered “agree” (61%) and there were 

students who answered “strongly disagree” (11%). Regarding the fourth 

statement, students who answered“strongly agree” (22%), students who answered 

agree (72%), and the remaining students “strongly disagree” (6%). 

From the four statements above, it can be seen that 94% of students agree 

with the first statement which shows that students are interested in using labelled 

wordwall game in EFL classroom. This means that the strategy of learning 

English using the games creates a fun atmosphere and allows students to be more 

active in the learning process. This is supported by students’ statements that the 

emotional response to using games in class makes them happy and interested in 

participating in English lessons. Participants stated that using games for learning 

helped students become more actively involved in learning. Students also said that 

their English skills improved through the use of games. 

S :“Menurut pendapat saya, saya sangat senang dengan permainan di kelas 

bahasa Inggris” 

S :“Saya suka dan senang karena permainan yang digunakan di kelas 

sangat bagus dan seru” 

S :“Menurut saya penggunaan permainan di dalam kelas lebih menarik 

karena pembelajaran dengan permainan terasa lebih santai dan membuat 
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siswa lebih tertarik dalam proses pembelajaran” 

S:“Penggunaan permainan di kelas membuat saya lebih aktif dalam 

bertindak dan bersemangat dalam belajar” 

S :“Dengan permainan saya lebih semangat dan aktif dalam belajar”  

From the statement above, students’ reactions to the use of labelled 

wordwall game in EFL classroomis positive. We can see that games make students 

very happy and enthusiastic about learning. Not only that, games make students 

feel more comfortable, interested and enthusiastic in participating in the learning 

process. 

b. Physical reactions when using labelled wordwall game games in EFL 

classroom 

The results of the survey data on physical response categories to the use of 

labelled wordwall game in EFL classroom are discussed below. 

Table 4.2Physical reactions when using labelled wordwall game 
in EFLclassroom 

Questions 
Strongly 
agree (1) 

Agree 
(3) 

Disagre 
(2) 

Strongly 
Disagree (4) 

Overall 

I always prepare very 
well when the teacher 
asks me to use games. 

5 10 1 2 18 

I pay attention to my 
friends when they are 
doing activities using 

games in class. 

4 14 0 0 18 

I learned several new 
expressions used in 

playing games in class. 
3 13 0 2 18 
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Figure 4.2Physical reactions when using labelled wordwall game games  
inEFL classroom 

 

 

 
Based on the graph above, the results of the first statement showed that 

students answered “strongly agree” (28%) and students answered “agree” (56%) 

and there were students who answered “disagree” (5%) and “strongly disagree” 

(11%). Then for the second statement there were students who answered “strongly 

agree” (22%) and there were also answered “agree” (78%), then for the third 

statement, students answered “strongly agree” (17%) and students answered 

“agree” (72%) and there were students who answered “strongly disagree” (11%).  

In addition, 72% of students agree with the fourth statement above that 

students learn new expressions by using games as a learning strategy in English 

class. This means that using games not only increases students’ enthusiasm for 

learning, but also learns new expressions that can be used in the learning process. 
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Therefore, after using games in the classroom, you will see many changes in your 

students, including: Once the learning process begins, students are always ready 

and alert. The results of student reflection also support the above conclusions. It is 

clear from students’ reflections that students have multiple answers when learning 

English through games. Some of them said: 

S :“Menurut saya, dengan adanya permainan dalam setiap pelajaran 

bahasa Inggris, saya selalu belajar beberapa ekspresi baru”.  

S :“Saya lebih memperhatikan kegiatan di kelas karena tidak 

membosankan.  

S :“Penggunaan permainan di kelas membuat saya lebih memperhatikan 

saat guru menjelaskan materi pembelajaran”  

S :“Saya juga belajar banyak ekspresi baru sehingga saya lebih 

bersemangat untuk belajar bahasa Inggris”  

From the data above,  we can conclude that  the use of game got a good 

response from the participant.  This means the use of games in the classroom not 

only helps  students improve their English. However, from each game that the  

teacher uses  in  the  classroom,  students learn  some  new  expressions that make 

them more enthusiastic in learning. 

c. Motivational response to the use of labelled wordwall in EFL classroom 

Below we will explain the results of a survey regarding motivation for 

using labelled wordwallgame in EFL classroom. 
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Table 4.3Motivational response to the use of labelled wordwall 
in EFL classroom 

 
Questions Strongly 

agree (1) 
Agree 

(3) 
Disagre 

(2) 
Strongly 

Disagree (4) 
Overall 

The use of games in class 
makes me motivated to 

learn English. 
6 12 0 0 18 

With games, I am more 
often involved in 

activities in English 
class. 

7 9 1 1 18 

The material taught in 
class is very suitable to 
be taught through the 

strategy of using games. 

7 9 1 1 18 

I agree that using games 
is an effective technique 

in teaching English. 
4 13 0 1 18 

 
 

Figure 4.3Motivational response to the use of labelled wordwall 
in EFL classroom 

 

 
 

Based on the graph above, the results of the first statement showed that 

students answered “strongly agree” (33%) and students answered “agree” (67%). 

Then for the second statement there were students who answered “strongly 
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agree”(39%) and there were also answered “agree” (50%), and there were 

students who answered “disagree” (5%) and “strongly disagree” (6%). Then, for 

the third statement is similar with the second statement that who students 

answered “strongly agree” (39%) and students answered “agree” (50%) and there 

were students who answered “strongly disagree” (5%)and “strongly disagree” 

(6%). Regarding the fourth statement, students who answered“strongly agree” 

(22%), students who answered agree (72%), and the remaining students “strongly 

disagree” (6%). 

Of the four statements above, it turns out that the first statement is the 

most influential. 33% of students strongly agree and 67% of students agree that 

the use of games in class increases students’ motivation to learn English. This 

means that the use of games as a learning strategy in the classroom has a positive 

impact on students. Indeed, teaching using games is very practical for teachers. 

Therefore, students often participate in class activities. Therefore, games can be 

said to be an effective learning method. And through student reflection, there is a 

positive response to the use of games in class, and the use of games allows 

students to understand the material and class atmosphere more effectively. 

”Penggunaan permainan dalam proses pembelajaran membuat materi yang 

diajarkan lebih mudah dipahami” 

”Dengan permainan kita bisa lebih semangat dalam belajar dan bisa 

termotivasi untuk belajar” 

”Dengan permainan, saya lebih sering terlibat dan lebih semangat dalam 

belajar” 
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”Dengan adanya permainan di kelas, suasana belajar menjadi lebih 

efektif”Previous opinions found that the use of games as a strategy in English 

classes increases students’ motivation to learn English. Not only that, participants 

not only understand the content more easily, but can also be more involved in the 

learning process. Therefore, the use of games is also more effective in the learning 

process in the classroom. 

d. Benefits of using labelled wordwall game in EFL classroom 

The data results in the category of benefits of using labelled wordwall 

game in EFL classroom have many benefits. The details of the results are as 

follows. 

Figure 4.4Benefits of using labelled wordwall game in EFL classroom 

Questions 
Strongly 
agree (1) 

Agree 
(3) 

Disagre 
(2) 

Strongly 
Disagree (4) 

Overall 

Games made me more 
active in learning 

English. 
6 11 0 1 18 

With games, it is easy for 
me to understand the 

material explained by the 
teacher. 

3 12 1 2 18 

With games my 
vocabulary knowledge 

increases. 
8 8 1 1 18 

Games creates good 
communication between 

students and teachers. 
6 11 1 0 18 
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Figure 4.4Benefits of using labelled wordwall game in EFL classroom 

 

Based on the graph above, the results of the first statement showed that 

students answered “strongly agree” (33%) and students answered “agree” (61%) 

and there were students who answered “strongly disagree” (6%). Then for the 

second statement there were students who answered “strongly agree” (17%) and 

there were also answered “agree” (67%), and there were student who answered 

“disagree” (5%) and “strongly disagree” (11%). Next,for the third statement, 

students answered “strongly agree” (17%) and students answered “agree” (72%) 

and there were students who answered “strongly disagree” (11%). The last, for the 

fourth statement, there were students who answered“strongly agree” (44%), 

students who answered agree (44%), and the remaining students “agree” (6%) 

and“strongly disagree” (6%)  

Based on the graph above, among the four statements, the one that has the 
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students (33%) strongly agree and 61% agree that games make them more active 

in learning English.This is also reinforced by students’ beliefs that by learning 

English through games, students can gain many benefits from using games in 

class. Among them are increased self-confidence, increased vocabulary, faster 

understanding of content, increased understanding of English, ease of 

memorization, and speaking boldly. Some of them said: 

”Dengan adanya permainan di dalam kelas, saya merasa percaya diri 

karena saya terbiasa berbicara ketika berperan dalam permainan”  

”Manfaat yang saya rasakan dengan adanya permainan di kelas adalah 

materinya sangat sulit dihafal, menjadi lebih mudah dihafal”  

”Dengan adanya permainan di kelas, saya dapat dengan cepat memahami 

materi yang dijelaskan”  

”Manfaat yang saya dapatkan adalah game dapat menambah wawasan 

saya dalam berbahasa Inggris”  

”Siapa bilang “Saya mendapat banyak kosa kata baru dalam penggunaan 

permainan di kelas”  

“Game membuat saya berani berbicara di depan teman dan tidak merasa 

malu”  

”Kesulitan yang saya alami dalam penggunaan game di kelas adalah saya 

belum bisa menguasai materi”  

From the statement above, it is clear that the use of games in the classroom 

will get a positive response from students. Seen from some of the student 

responses above, we can conclude that this game is not only fun, but also gives 
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students confidence and makes it easier to memorize. Thenfrom using the games, 

students will acquire a lot of new vocabulary and encourage them to speak boldly. 

In addition, by using games in English classes, students can deepen their 

understanding of English and more easily understand what the teacher explains. 

 

B. Discussion 

This section presents a discussion of the research results of the 

implementing labelled wordwall game in EFL Classroom. Implementing labelled 

wordwall game in EFL classroom is a good learning strategy because games can 

not only stimulate students’ interest in learning, but also make them active in class 

activities. Therefore, implementing labelled wordwall game in the learning 

process allows teachers to use interesting games to provide material, and the way 

the game is played is very simple so that students can understand the teacher's 

explanation so that the material is easier to understand. Become. The results 

obtained from student reflections and surveys show a positive response to the 

implementing labelled wordwall game in EFL classroom, games implemented in 

English classes are proven to increase students’ understanding. The teaching and 

learning process through observation notes. After incorporating the labelled 

wordwall game as a learning tool, the classroom environment is very good. A few 

students keep breaking the rules, such as when they argue over how to utilize the 

labelled wordwall game. All students became active in the activities given by the 

teacher, so the class atmosphere made the students interested to participate in 

learning. 
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In addition, the labelled wordwall game creates good communication 

between teachers and students. The learning process in class became more 

effective and all students in the class seemed very enthusiastic  beside that, the 

game can enrich students’ vocabulary. Labelled wordwall is important in teaching 

vocabulary because games highlight words that are necessary and important to 

achieve the goals of the game. Implementing labelled wordwall creates a fun and 

relaxed atmosphere, which helps students learn faster and remember words better.  

Students’ improvement can be seen from student enthusiasm, activity and 

attitudes in paying attention to the teaching and learning process in class. 

Although there are still a few problems in the class, such as students being too 

enthusiastic so the class is less organized and a bit noisy. Besides that, all 

activities in the class showed satisfactory results. In line with this research 

conducted by Maulidina (2022) in her research found that implementing games 

can positively improve high school students' motivation to learn English 

Beside that, this research also described students’ perceptions of the use of 

games in English classes. Data were obtained using two tools: surveys and student 

feedback. From the results of the questionnaire and discussion, several experts 

expressed similar opinions and supported each other. The findings of this research 

indicate that students have a positive perception of the application of games in 

learning. Most students agree that using games is an effective way to improve 

their English. In this context, using games to teach English is a good method and 

helps students develop their English.  

Furthermore, based on questionnaires and students’ perceptions of 
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implementinglabelled wordwall in EFL classroom investigates four categories 

related to the use of games in the classroom: emotional reactions, physical 

reactions, motivational reactions, and affective reactions. This can be seen from 

students’ reactions and reflections on the survey results. The first category relates 

to emotional responses to game use, and from the data presented, it is apparent 

that students have varying reactions to game use. Some students find learning 

through games enjoyable and become interested in them.  

Therefore, the implementing of labelled wordwall game in EFL clasroom 

can arouse students’ enthusiasm for learning. The researcher stated that when 

games were used in EFL classroom, students seemed willing and enthusiastic to 

practice directly. Additionally, students also find satisfaction in using labelled 

wordwall in class.  

The second category concerns physical reactions. The data presented 

shows that students receive different responses when games are used as a strategy 

in English classes. There is always a student answer ready. Researcher found that 

the use of games in learning has a positive effect. In addition, in the labelled 

wordwall game, the teacher does not explain much. The game makes students pay 

attention to their friends at all times.After the game is finished, students 

concentrate more on the lesson. They also learn new expressions by learning 

through play. 

The third category is motivational responses to the use of labelled 

wordwall gamification in EFL classroom. Based on the data provided, students 

seem to have various answers. Some students believe that using games in class 
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increases their motivation to learn English. And almost students were enthusiastic 

about following the lesson. 

Also, the subjects taught are very suitable for teaching in a fun way. 

Therefore, using games in English classes can help students to participate more 

deeply in class activities. These results relate to the field situation when teachers 

use “observe and remember” games as a strategy. It is not difficult to play 

Observe and Remember because the Observe and Remember game has been 

proven to be consistent with what was taught in class. This encourages students to 

engage in their learning more frequently. 

Apart from that, using games is also an effective teaching method and 

effective learning technique that makes the classroom atmosphere more effective 

and makes it easier for teachers to convey the content to students. Games are an 

effective tool in English education because learning through games increases 

students’ willingness to participate and enjoying the games used in class increases 

students’ attention. 

The final category concerns the benefits of using games in the classroom. 

The use of games in the classroom has been proven to provide benefits for 

students. In this category, we found four statements about students becoming more 

active in learning English. This research found that implementing game-based 

strategies in English classes can help students become more actively involved in 

the learning process. 

Based on research that has been conducted, it can be seen that the class ran 

effectively and conducively because there was an emphasis on students not being 
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noisy, even though there were still noisy students in the class. The researcher 

observed that almost all students were enthusiastic about following the lesson, 

especially when the researcher used new topic.The researcher compared student 

activities before using labelled wordwall games in the classroom. Here, there was 

a lot of significant increase in student activity, such as the class being lively and 

the students being more active, also the students felt . Before the use of labelled 

wordwallgames, the classroom situation was very passive; only a few students 

were enthusiastic about learning English, even the students felt that learning 

English was very short and felt very fast, so some students asked to increase the 

learning time. After using wordwall games, students began to be interested and 

motivated in learning English.. The results can be seen the first meeting, students 

are interested, even though there are still many students who don not understand 

how to learn to use labelled wordwallgames. And the next meeeting, the 

researcher observed that students were very interested in learning using labelled 

wordwall games. It was proven by students who were impatient with learning 

English. Therefore, the researcher concluded thatthe use of labelled wordwall 

games can increase student interest, motivation and student activity in the 

classroom. 

This research is accordance with researchers Hollingsworth and Lewis 

(2006) who found that the use of games in EFL classroom made students more 

interested and willing to teach the learning process, increasing students’ 

understanding of the material presented by the teacher. The statement is in line 

with the statement of Goscu and Caganaga (2016) who found that the use of 
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games for learning can increase students’understanding and motivation in learning 

activities and make them more active in carrying out learning activities in class.  
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CHAPTER V 

CONCLUSION AND SUGGESTION 

A. Conclusion 

The aim of this research is to identify and describe students’ perceptions of 

the use of games in English classes. Data was collected through questionnaires 

and student reflections after the learning process. The researcher asked students to 

fill out a survey on Google Forms and respond with their opinions on WhatsApp.  

As a learning strategy, games facilitate learning and provide richer 

knowledge to students. Another benefit of games is that they make teaching and 

learning activities better and more effective, increasing students’ understanding of 

the subject matter. After that, students become more active and communicative, 

and less embarrassed if they answer incorrectly. Because it feels like a competitive 

game while playing, and the teacher finds out the students’ learning strengths and 

weaknesses.process. Knowing this allows teachers to evaluate learning plans and 

methods to determine whether they result in positive or negative improvements in 

student learning outcomes. Interaction between students and teachers can be 

improved in the teaching and learning process by using games. 

The implementing of labelled wordwall game in EFL classroom brings 

many benefits to students. Students interact more in class, are more motivated to 

complete homework, can share ideas with their friends, and are more enthusiastic 

about learning. 
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However, there are drawbacks to using games in the classroom. Additional tools 

and support are required, and the classroom atmosphere is often inappropriate. 

 

B. Suggestion 

The researcher suggests the following: 

1. The educational institutions particularly Junior High School and senior 

high school are suggested to use wordwall gamification to design the 

EFL classroom it can give a better result in teaching and learning 

process.  

2. It is suggested to English teachers to know students’ academic 

achievement in EFL classroom by implementing wordwall gamification 

3. For further research, the researcher recommends another study to be 

conducted in relation to the use oflabelled wordwall gamification in other 

aspect of learning. 

 

  



76 
 

 
 

BIBLIOGRAPHY 

A.S. Hornby.Oxford Advanced Learner's Dictionary of Current English. Oxford : 

Oxford University Press, 1995. 

Anderson, A., Huttenlocher, D., Kleinberg, J., and Leskovec, J. Steering User 

Behavior With Badges. Proceedings of the 22nd International Conference 

on World Wide Web, WWW ’13, International World Wide Web 

Conferences Steering Committee (Republic and Canton of Geneva, 

Switzerland), 2013. 

Anderson, S. P. Seductive Interaction Design, Creating Playful, Fun, and Effective 

user Experiences. New Riders Press,2012. 

Ash, K. Scaffolding: A Theoretical Framework  for the Design of Learning 

Games, 2011. 

Azarmi, S. The Use of Auhenic Games in English Language Teaching.Ekev 

Akademi Dergisi, 15 (47), 411-422, 2011. 

Amaliyah, D. The Effect Of Using Word Chain Game On Students’Vocabulary 

Mastery At Seventh Grade Of SmpMa’arif 1 Ponorogo. IAIN Ponorogo, 

2020. 

Burke, B. Innovation Insight: Gamification Adds Fun and Innovation to Inspire 

Engagement. Cambridge, MA: Gartner Group (G00226393), 2011. 

Barata, G., Gama, S., Jorge, J., & Gonçalves, D. Engaging Engineering Students 

in Gamified Learning Experiences, 2023. 

Birmingham, D., Jones, R., & Smith, C. Psychomotor Skills and Learning. Human 

Kinetics, 2002. 

Bennet, A.The Role of Play and Games in Learning.The 33rdEarl V. Pullias 

Lecture. University of South Carolina (USC) USA, 2011. 

Brewster, J., Ellis, G. and Girard, D. W.The Primary English Teacher's Guide. 

Penguin English Guide, 2004. 

Creswell, J. W. Educational Research: Planning, Conducting, and Evaluating 

Quantitative and Qualitative Research. Boston: Pearson Education, Inc, 

2012. 



77 
 

 
 

Century, J., & Cassata, A. Implementation Research: Finding Common Ground on 

What, How, Why, Where, and Who. Review of Research in 

Education, 40(1), 169–215,2016. 

Dave, D. Defining PsychomotorSkills: A Five-Component Model, 2013. 

Deterding, S., Khaled, R., Nacke, L. E., & Dixon, D. Gamification: Toward a 

Definition. ACM Press, 2022. 

Dewi, S.The Impact of Gamified Learning Using Quizizz on Vocabulary 

Acquisition and Retention of EFL Learners, 2021. 

Dickey, W. Games as a Transformative Learning Experience, 2005. 

Dignan, A. Using Games as a Strategy for Success. Free, 2011. 

Demuth, A. The Theories of Perception.TowarzystwoSlowakowPolsce, 2017. 

Fixsen, Naoom, Blase, and Wallace. Implementation Research : A Synthesis of The 

Literature, 2005. 

Gay, L. R., Mills, G. E., & Airasian, P.Educational Research: Competencies for 

Analysis and Applications. Upper Saddle River, NJ: Pearson Education, 

2006. 

Gee, J. P. Second Language Learning and Video Games: A Theoretical 

Framework and Research Agenda, 2008. 

Gee, J. P. What Video Games Have to Teach Us about Learning and Literacy, 

Revised and Updated. Palgrave Macmillan, 2008. 

Griva, E & Semoglou, K. Estimating The Effectiveness and Feasibility of a Game-

Based Project for Early Foreign Language Learning Based on Physical 

Activities.English Language Teaching, 2012. 

Goscu, E. & Caganaga, C. K. (2016).The importance of using games in EFL 

classroom. Cypriot Journal of Educational Science. 11(3), 126-135. 

Herzig,“Gamification As a Service,” Ph.D. Dissertation, 2014. 

Hagglund, P. Philosophical Investigations. Routledge, 2012. 

Hartono, A.The Effectiveness of Class Dojo in Enhancing Student Participation, 

Peer Interaction, and Reducing Anxiety in EFL Learning, 2020. 

Huotari, K., & Hamari, J. Defining Gamification. A Service Marketing 

Perspective, 2011. 



78 
 

 
 

Hadfield, J.A Collection of Games and Activities For Low To Mid-Intermediate 

Students of English: IntermediateCommunicationGames, 1990. 

Hadfield, J. Intermediate Vocabulary Games. Harlow, Essex : Longman, 1999. 

Huyen, et al. Learning Vocabulary Through Games. Asian EFL Journal,  Received 

From, 2003. 

Harmer, J.The Practice of English Language Teaching.Harlow:PersonEducation, 

2007. 

Hazari, A. Learning Curve: Student's Perceptions Have a Huge Impact on 

Understanding,2014. 

Hollingsworth, P. & Lewis, G. (2006).Pembelajaran Aktif: Meningkatkan 

Keasyikan Kegiatan di Kelas. Norwalk: Crown House Publishing 

Company LLC. 

Ilahi, W. L., Komara C., Ismail, Y. EFL Students’ Perception Of Wordwall.Net 

Usedas Media For Learning English Grammar. UHAMKA International 

Conference on ELT and CALL (UICELL), 313-322. 2022 

Kevin Barry, Len King. Begining Teaching and Beyond Social Science 

Press, 1998. 

Kieff, J.Winning Ways with Word Walls. Department of Curriculum and 

Instruction: University of New Orleans, 2003. 

Kumar, Five Steps to Enterprise Gamification, Available from: 

https://uxmag.com/articles/five-steps-to-enterprise-gamification Article 

No :1065, 2013. 

Kurniasih, W., Regina, &Arifin, Z.The Use of Word Wall Media in Teaching 

Descriptive Writing. Jurnal Pendidikan dan Pembelajaran,4(11),1–

12.Retrievedfromhttp://jurnal.untan.ac.id/index.php/jpdpb/article/view/12

549/11386, 2015.. 

Krogue, S.The Game of Work: How to Enjoy Work as Much as Play. Greenleaf 

Book Group Press, 2012. 

Klopfer, E., Osterweil, S., & Salen, K. Moving Learning Games Forward. The 

Education Arcade, 2009. 

Koichu, B., Sánchez Aguilar, M. & Misfeldt, M.Implementation and Implement 



79 
 

 
 

ability Of Mathematics Education Research. Proposal For Special Issue 

in ZDM. Unpublished Paper, 2019. 

Kurnialloh. Implementasi Kebijakan Pendidikan (Studi  Analisis Kebijakan 

Desentrasi Pendidikan), 2013. 

Lucas, R. E. The Art of Public Speaking. New York, NY: McGraw-Hill Education, 

2014. 

Lavery, C. “Games n The Language Classroom”.Teaching English.British 

Council, 2001. 

Marshal, C., & Rossman, G.B. Designing Qualitative Research. (4th ed.). USA: 

Sage Publications, Inc, 2006. 

Maulidina, A. (2022). Improving Students’ Motivation In Learning English By 

Using Games For EFL Adult Learners. 1–199. 

Https://Repository.Uinjkt.Ac.Id/Dspace/Handle/123456789/62075 

Merriam, S. B.Qualitative Research: A Guide to Design and Implementation.  

San Francisco: Jossey-Bass, 2009. 

Miles, M. B. and Huberman, A. M. Qualitative Data Analysis. SAGE Publications 

Ltd, 1994. 

Mubaslat, M. The Effect of Using Educational Games on The Students, 2012. 

McCallum, G. P.101 Word Games: For Students of English as a Second or 

Foreign Language. Oxford: Oxford University Press, 1980. 

Nugraha, P. Gamification and Vocabulary Learning in Indonesian High Schools, 

2022. 

Nurjanah, A. Effects of Online Gamified Quizzes on EFL Reading Habits, 2023. 

Olson, K. M. The Many Meanings of Games: Gaming and Education, 2010. 

Orlick, T. Cooperative Games and Sports: Joyful Activities For Everyone. 

Champaign, IL: Human Kinetics, 2006. 

Patton, M. Q. Qualitative Research & Evaluation Methods. Sage Publications, 

Inc, 2002. 

Pope, C.Qualitative Research in Health Care (2nd ed.). Oxford, UK: Blackwell 

Publishing, 2003. 

Prensky, M. Digital Game-Based Learning. Computers in Education,2001. 



80 
 

 
 

Puspitarini, P., Budiyanto. Pembelajaran Bahasa Inggris Dengan Wordwall 

Picture Terhadap Penguasaan Kosakata Anak Autis. Pendidikan Luar 

Biasa, FIP, UNESA, 2014. 

Schwartz, L. B., & Arena, M. V. Using Games and Simulations in Teacher 

Education. Routledge, 2013. 

Shute, V. J., & Ventura, M. Stealth Assessment: Measuring and Supporting 

Learning in Games. Cambridge, MA: MIT Press, 2013. 

Schwartz, L. B., & Arena, M. V. Using Games and Simulations in Teacher 

Education. Routledge, 2013. 

Sentani, A. D., Yudianto, A., & Rahmat, D. Implementasi Game Wordwall untuk 

Meningkatkan Hasil Belajar Bahasa Inggris di Kelas X SMK 

Muhammadiyah 1 Kota Sukabumi. JPTIV (Jurnal Pendidikan Teknologi 

Informasi Dan Vokasional), 4(1), 1– 8. 2022 

Somasary, M.D. Using Word Game to Improve Vocabulary Mastery of XI Tekhnik 

Gambar Bangunan a Students in SMKN 2 Depok. Sanata Dharma 

University, 2012. 

Stojcovic, M. & Jerotijevic, D. M. ReasonFor Using Game or Avoid Games in an 

EFL Classroom, 2011. 

Severin, W. &Tandkard, J. Teori Komunikasi: Sejarah Metodedan Terapan di 

Dalam Media Massa, 2014. 

Santoso, S. D. A Study on The Students Perception of Presentation  Technique in 

Psychology Class.  Unpublished. Sanata Dharma 

University.Yogyakarta, 2000. 

Sukmawati, D. I., Pujiani, T. Enhancing Classroom Engagement Using Online 

Games. Lingua: Jurnal Pendidikan Bahasa. https://uia.e-

journal.id/Lingua/article/view/2616. 2023 

Takahashi, D.Fun Ware: The Art of Game Design. O’Reilly Media, 2008. 

Terrill, K. Gamification. Retrieved From 

https://www.growthengineering.co.uk/resources/white-paper-

archive/the-ultimate-guide-to-gamification-in-online-learning/, 2008. 

Thaler, R. H.Ome Economic Theories of Rationality, 1981. 



81 
 

 
 

Trope, Y., & Liberman, N. Behavioral Decision Theory: An Introduction. New  

Vogel, J. J., Vogel, D. S., Cannon-Bowers, J., Bowers, C. A., Muse, K., &Wright, 

M. Computer Gaming And Interactive Simulations For Learning: A 

Meta-Analysis. Journal Of Educational Computing Research,34(3), 

229–243, 2006. 

Wordwall.net. Create Interactive Activities. Retrieved from, 2021. 

Wright, A., Betteridge, D., &Buckby, M.Games For Language Learning (2nd 

ed.). Cambridge: Cambridge University Press, 1984. 

Wright, A., Betteridge, D., & Bucky, M.Games For Language Learning. 

Cambridge University Press. V, 2006. 

Walgito, B.Pengantar Psikologi Umum (5th edition). Yogyakarta,2001. 

Yin, R. K. Case Study Research: Design and Methods (4thed.). Washington, DC: 

SAGE Inc, 2009. 

Yiltanlilar, A. & Caganaga, K. C.The Role of Using Game in ELT:  

Teenagers‟. International Journal of  Innovative Education Research, 

2 (1), 15-25, 2015. 

ZichermannandCunningham“Gamification by Design: Implementing Game 

Mechanics in Web and Mobile Apps”, 2011. 

 

  



 

82 
 

 
 
 
 
 
 
 
 
 

 

  

APPENDICES  



 

 
 

  



 
 

 
 

  



 
 

 
 

  



 
 

 
 

  



 
 

 
 

  



 
 

 
 

  



 
 

 
 

Student Guide Line Questinare (google form) 

EFL students’ Perceptions of the Implementation labelledwordwall gamification in EFL 
classroom 
Time of Interview :  ..............................................................................................................  
Date :  ..............................................................................................................  
Place :  ..............................................................................................................  
Interviewer  :  ..............................................................................................................  
Interviewee :  ..............................................................................................................  
Position of Interviewee :  ..............................................................................................................  
 

Questions 
Strongly 
agree (1) 

Agree 
(3) 

Disagre 
(2) 

Strongly 
Disagree (4) 

I am interested in the use of Games in 
English class.     

I like the implementation of games in 
the learning process     

I am enthusiastic about learning using 
games.     

I feel satisfied when using games in 
classroom learning.     

Questions 
Strongly 
agree (1) 

Agree 
(3) 

Disagre 
(2) 

Strongly 
Disagree (4) 

I always prepare very well when the 
teacher asks me to use games.     

I pay attention to my friends when they 
are doing activities using games in 

class. 
    

I learned several new expressions used 
in playing games in class.     

Questions 
Strongly 
agree (1) 

Agree 
(3) 

Disagre 
(2) 

Strongly 
Disagree (4) 

The use of games in class makes me 
motivated to learn English.     

With games, I am more often involved 
in activities in English class.     

The material taught in class is very 
suitable to be taught through the 

strategy of using games. 
    

I agree that using games is an effective 
technique in teaching English.     

Questions 
Strongly 
agree (1) 

Agree 
(3) 

Disagre 
(2) 

Strongly 
Disagree (4) 

Games made me more active in 
learning English.     

With games, it is easy for me to 
understand the material explained by 

the teacher. 
    

With games my vocabulary knowledge 
increases.     

Games creates good communication 
between students and teachers.     

 



 
 

 
 

Information : 
1 = Strongly agree 
2 = Agree 
3 = Disagree 
4 = Strongly disagree 
 
Results : 

Questions 
Strongly 
agree (1) 

Agree (3) 
Disagre 

(2) 
Strongly 

Disagree (4) 
Jumlah 

I am interested in the use of 
Games in English class. 

1 17 0 0 18 

I like the implementation of games 
in the learning process 

2 14 2 0 18 

I am enthusiastic about learning 
using games. 

5 11 0 2 18 

I feel satisfied when using games 
in classroom learning. 

4 13 0 1 18 

Questions 
Strongly 
agree (1) 

Agree (3) 
Disagre 

(2) 
Strongly 

Disagree (4) 
Jumlah 

I always prepare very well when 
the teacher asks me to use games. 

5 10 1 2 18 

I pay attention to my friends when 
they are doing activities using 

games in class. 
4 14 0 0 18 

I learned several new expressions 
used in playing games in class. 

3 13 0 2 18 

Questions 
Strongly 
agree (1) 

Agree (3) 
Disagre 

(2) 
Strongly 

Disagree (4) 
Jumlah 

The use of games in class makes 
me motivated to learn English. 

6 12 0 0 18 

With games, I am more often 
involved in activities in English 

class. 
7 9 1 1 18 

The material taught in class is 
very suitable to be taught through 

the strategy of using games. 
7 9 1 1 18 

I agree that using games is an 
effective technique in teaching 

English. 
4 13 0 1 18 

Questions 
Strongly 
agree (1) 

Agree (3) 
Disagre 

(2) 
Strongly 

Disagree (4) 
Jumlah 

Games made me more active in 
learning English. 

6 11 0 1 18 

With games, it is easy for me to 
understand the material explained 

by the teacher. 
3 12 1 2 18 

With games my vocabulary 
knowledge increases. 

8 8 1 1 18 

Games creates good 
communication between students 

and teachers. 
6 11 1 0 18 

 
  



 
 

 
 

Student Guide Line Interview 

EFL students’ Perceptions of the Implementation labelledwordwall gamification in EFL 
classroom 
Time of Interview :  ..............................................................................................................  
Date :  ..............................................................................................................  
Place :  ..............................................................................................................  
Interviewer  :  ..............................................................................................................  
Interviewee :  ..............................................................................................................  
Position of Interviewee :  ..............................................................................................................  
 

 
1. How do you feel when teachers use games in the classroom in learning English? 

Why 
2. Are the game usage activities carried out today motivating? are you going to take 

lessons? Why? 
3. What benefits do you get from using the games you use? does the teacher do in 

the classroom? Why 

Result : 
Siswa 1 

1. Perasaan saya ketika ada games di kelas yaitu senang karena dengan adanya 
games sayamenjadi lebih aktif berinteraksi dan lebih semangatkarena 
keseruannya dan selain seru saya menjadi lebih mudah memahami. Dengan 
adanya games juga sy lebih sering terlibat dan lebih bersemangat dalam belajar. 

2. Ya, karena dengan games ini saya dan teman-teman lebih percaya diri dan penuh 
rasa semangat serta berlombalomba untuk menyelesaikan games tersebut. Dan 
dengan itu saya berinteraksi tanpa harus merasa canggung lagi. 

3. Manfaat yang saya dapatkan ialah games dapat menambah wawasan saya dalam 
bahasa Inggris, serta menambah kosakata saya dan saya juga lebih percaya diri. 

 
  



 
 

 
 

Siswa 2 
1. Perasaan saya saat menggunaan games di dalam kelas sangat senang, bahagia, 

bagus dan seru karena dengan penggunaan games di kelas saya tidak merasa 
bosan dan tidak tegang dalam melakukan pembelajaran. 

2. Iya, karena pengguaan games di kelas sangat memotivasi saya untuk belajar. Dan 
juga saya sangat termotivasi untuk menyelesaikan gamenya dengan cepat dan 
benar. 

3. Manfaatnya yaitu kita bisa memahami dengan cepat materi yang di berikan hari 
ini. 

Siswa 3 
1. Menurut saya, sysenang dansuka dengan adanya games dalam pembelajaran 

bahasa inggris. Karena Dengan menggunakan metode games dalam proses 
pembelajaran sangatlah membantu siswa dan dengan adanya games dalam proses 
pembelajaran membuatmateri yang disampaikan dapat dengan mudah di pahami 
dan juga membuat kita semangat dalam belajar. 

2. Iya, ini sangat memotivasisaya untuk belajar. Dengan adanya ini juga membuat 
saya lebih percaya diri dan kami saling menghargai adanya pendapat yang 
berbeda-beda dan saling menghargai pendapat masing-masing. 

3. Saya lebih percaya diridansaya juga memahami materi hari ini dengan cepat 

Siswa 4 
1. Saya senang sekali karena penggunaan games dalam kelas akan membangunkan 

suasana di dalam kelas selain akan membangun suasana didalam kelas dan 
prosesnya yang menarik ini juga akan membangkitkan semangat para murid. 

2. Iya, sangat memotivasi saya karena dengan adanya kerja sama dalam kelompok 
itu akan membuat pekerjaan kita lebih mudah terselesaikan.  

3. Manfaatnya yaitu saya semangat untuk belajar dan mengerjakan tugasyang 
diberikan. 

Siswa 5 
1. Saya suka dan merasa senang belajar dengan games karena penggunaan games di 

dalam kelas sangat menarik, seru, dan membuat semangat dalambelajar. Karena 
dengan games saya bisa aktif dalam belajar. 

2. Iyah. Karena kegiatan hari ini sangat seru dan membuat saya cepat mengerti akan 
materi yang diberikan oleh guru. 

3. Manfaaatnya adalah games bisa membuat saya lebih semangat dan percaya diri 
untuk melakukan komunikasidemi menyelesaikan games tersebut. 

Siswa 6 
1. Perasaan Saya senang, karena menggunaan games dalam proses ajar mengajar 

didalam kelas dapat membuat saya lebih semangat belajar, aktif dan tidak merasa 
bosan, juga dapat menambah keakraban dan berinteraksi dengan yang lainnya.  

2. Iya. karena dengan materi yang telah diberikan oleh guru itu sangat bermanfaat, 
sehingga untuk membuat saya lebih paham lagi dan menguasai materi, saya harus 
sering mengasah materi yang telah diberikan dalam artian sering berkomunikasi 



 
 

 
 

dengan kelompok atau patner saya untuk meningkatkan kemampuan saya 
berbahasa inggris.  

3. Penggunaan game didalam kelas sangat bermanfaat sekali buat saya selain 
merasa senang juga dapat melatih mental dan percayadiri saya untuk berbicara 
/berkomunikasi dengan menggunakan bahasa inggris. 

Siswa 7 
1. Penggunaan games di dalam kelas adalah sebuah ide yang bagus dan membuat 

saya merasa senang , karena dengan menggunakan games para siswa akan lebih 
rileks dalam belajar dan akan memberikan semaangat lebih dalam belajar. 
Dengan games saya menjadi lebih memperhatikan saat gurumenjelaskan. 

2. Ya. Karena kami harus saling berbagi pengetahuan tentang apa yang kami tahu 
kepada teman lainnya yang belum mengerti. 

3. Manfaatnya, saya jadi terbantu ketika ada materi yang belum saya mengerti, kami 
pun lebih sering berkomunikasi ketika brunding serta bertukar pendapat. Dengan 
adanya games di kelas sy merasa percaya dirikarena sy terbiasa berbicara ketika 
dalambermain game. 

Siswa 8 
1. Saya suka dan senang karna permainan yg di lakukan dalam kelas sangat 

bagus,karena dgn begitu Pelajar tidak terlalu tertekan dalam melangsungkan ajar 
mengajar dan biasanya dengan melakukan game pembelajaran lebih mudah di 
pahami. 

2.  Iya. Sangat memotivasi sy untuk berkomunikasi dgn tmn2 sy karena dgn adanya 
game itu z lebih yakin akan diri saya untuk melakukan komunikasi tersebut  

3. Manfaat yg saya rasakan adalah dengan di adakan nya game dalam kls pelajaran 
yg tadinya sangat Sulit untuk z pahami menjadi mudah dan pelajaran yg sangat 
sulit untuk z hafal dengan seketika z nenghapalnya  

Siswa 9 
1. Penggunaan games di dalam kelas sangatlah menarik dan menyenangkan 

sehingga dapat membuat suasna ruangan menjadi terhibur dan tidak 
membosankan.  

2. Iya. Karena saya dan temanteman saya bisa saling membantu jika ada kesulitan 
dan bisa mejalin hubungan pertemanan dengan baik.  

3. Dengan penggunaan games dikelas saya bisa cepat paham dengan materi yang 
dijelaskan. Oleh guru dan dengan adanya games membuat saya tidak tegang dan 
canggung saat proses pelajaran berlangsung. 

Siswa 10 
1. Saya merasa senang saat menggunaan games di dalam kelas selain menarik dan 

seru, juga membuat kita tidakmudah sedikit-dikit mengantuk atau bosan bahkan 
malas. kerana dengan games kita dapat lebih semangat dan aktif dalam belajar. 
Dengan adanya games saya mempelajari beberapa expresi baru 



 
 

 
 

2. Iya, sangat memotivasi saya untuk melakukankomunikasi dengan kelompok 
karena dengan adanya games, kitamenjadi semangat serta aktiv dalam melakukan 
kegiatan 

3. Manfaat yang saya dapatkan dari penggunaan games ialah saya lebih percaya diri 
karenadengan games dapat menghiangkan rasa gugup. Dan juga saya mendapat 
banyak kosa kata baru di dalam penggunaan games. 

Siswa 11 
1. Saya senang belajar dengan games karena game sangatlah menarik dan 

seru,karena atas adanya games dalam kelas sangat membuat para siswa menjadi 
bersemangat dalam belajar. 

2. Ya, karena dengan kelompok kita dapat saling berkomunikasi dan saling 
bekerjasama. 

3. Manfaat yang saya rasakan membuat kami dengan adanya games di dalam kelas 
adalah materi yang sangat susah untuk dipahami, menjadi mudah untuk di 
pahami. lebih antusias dan bersemangat dalam belajar serta mudah dipahami. 

Siswa 12 
1. Bermain games didalam kelas sangatlah menyenangkan karena bersama teman" 

yg lain. Tetapi jgn main games saat jam pembelajaran karena itu akan membuat 
siswa lebih semaangat dalam belajar 

2.  Ya. Karena jika kita tdk berkomunikasi kepada kelompok/patner, kami akan 
mengalami kesulitan dalam bermain game tertentu  

3. Manfaatnya ialah pengetahuan kosakatabertambah dan lebih percaya diri 

Siswa 13 
1. Menurut saya, penggunaan games di dalam kelas ini menyenangkan dan sangat 

seru, karena bisa menambah semangat siswa dalam belajar. Selain itu, saya juga 
lebih memperhatikan kegiatan dalam kelas karena tidak membosankan. 

2.  Ya, memotivasi karena dengan adanya kelompok dalam penggunaan games ini 
kita bisa berkomunikasi sehingga memiliki banyak pendapat dari siswa.  

3. Menurut saya, manfaat yang saya dapatkan yaitu menambah pengetahuan dan 
melakukan kerja sama yang baik dalam games ini. 

Siswa 14  
1. Saya suka dengan adanya games dikelas karena dengan adanya games dikelas, 

suasana dlkelas menjadi lebih efektif karena kita juga sebagai siswa pasti bosan 
liat rumus sama materi terus jadi otaknya kita perlu refresing dengan game. 

2.  Iyasangat memotivasi saya untuk berkomunikasi dengan teman-teman lain.  
3. Manfaat ketika belajar dengan game yaitu materi bisa dengan mudah masuk di 

otak saya. Pengetahuan kosakata lumayan bertambah 
 
 
 

Siswa  15 



 
 

 
 

1. Saya merasa senang karena penggunaan games di dalam kelas lebih menarik 
karena belajar menggunakan games terasa lebih santai dan mudah untuk di 
pahami.  

2. Ya,karena kegiatan hari ini sangat menarik dan membuat saya mudah memahami  
3. Manfaat yang saya dapatkan dari game yaitu,kita bisa lebih aktif dalam 

belajardibanding sebelumnya.  

Siswa  16 
1. Penggunaan games membuat saya merasa senangkarena saat iy sangat 

memotivasi karena saat saya bermain game saya dengan adanya gamemembuat 
saya berani. 

2. Iya. sangat memotivasi karena saat saya bermain game sayada melancarkan 
komunikasi sy dgn teman saya yang awal nya ragu untuk berbicra satu sama lain 
dn sekarang menjadi tidak malu atau ragu lagi 

3. Dengan adanya gamemembuat saya beraniberbicra di hadapan teman temansayaa 
dan tidak merasa malu lagi 

Siswa  17 
1. Saat saya bermain game saya dengan adanya gamemembuat saya berani. 
2. Saya yang awal nya ragu untuk berbicra satu sama lain dn sekarang menjadi tidak 

malu atau ragu lagi 
3. Saya berani berbicra di hadapan teman temansayaa 

Siswa  18 
1. Karena dengan adanya games dikelas, suasana dlkelas menjadi lebih efektif 
2. Saya lebih paham lagi dan menguasai materi, saya harus sering mengasah materi 

yang telah diberikan 
3. Saya selain merasa senang juga dapat melatih mental dan percayadiri saya untuk 

berbicara berkomunikasi dengan menggunakan bahasa inggris. 
 

  



 
 

 
 

LESSON PLAN 
 

Meeting 1 
Day/Date : Friday, 19th April 2024 
Topic :Decribing someone’s character and personality 
Class : 10th grade MA BaytulMukarramah Bone 
Opening (10 Minutes): 
1. The teacher starts the lesson by greeting the students and asking about their 

condition. 
Example : 
T :Asslamu ‘alaikumWr. Wb. 
S :WaalaikumsalamWr. Wb. 
T: (smile) Good morning, class! How are you all today? 
S: (cheer up) Good morning, sir! We are fine, thank you. 
T: Ok. I hope you are ready for today's English lesson. 
S: Yes sir. We are ready. 
T: Excellent! Before we get started, let me check your homework. 
S: Here you go, sir. 
T: Good job,  
S: Thank you, sir 

2. The teacher conducts apperception by asking students what they know about 
describing character and personality. 

3. The teacher shows several examples of pictures of people with various 
characters and personalities. 

4. The teacher asks students to describe the characters and personalities of the 
people in the picture. 

Main Activities (30 Minutes): 
1. The teacher explains the concept of describing character and personality, 

including vocabulary that can be used to describe a person's character and 
personality. 

2. The teacher introduces a labelledwordwall game 
The teacher took the time to explain the rules of the game to students in a clear and 

easy-to-understand way. Make sure all students understand how to play and 
what is expected of them. When possible, the teacher used examples and 
demonstrations to help students understand the rules of the game. This can 
help them visualize how to play and avoid misunderstandings. give students 
the opportunity to ask if they have questions about the rules of the game. 
Make sure all doubts are answered before starting the game. 

3. The teacher divides the students into several small groups. 
4. The teacher asks each group to choose one of the pictures of the person shown 

previously. 
5. The teacher asks each group to make a labelledwordwall to describe the 

character and personality of the person in the picture they chose. 
6. The teacher facilitates students in making labelledwordwall. 
7. The teacher asks each group to present their labelledwordwall in front of the 

class. 
8. Teacher and students discuss the labelledwordwall that has been presented. 
Closing (5 Minutes): 
1. The teacher concludes the learning material about describing character and 

personality. 
2. The teacher gives awards to students who actively participate in learning. 



 
 

 
 

3. The teacher gives students the task of making a labelledwordwall to describe 
the character and personality of one of their friends. 

Evaluation: 
1. Student activity in participating in learning. 
2. Quality labelledwordwall created by students. 
3. Students’ ability to describe a person's character and personality. 

Variation: 
 Teacher can use other media besides pictures, such as videos or articles, to 

introduce describing character and personality. 
 Teacher can use other games on Wordwall.net to practice students' abilities 

in describing a person's character and personality. 
 Teacher can give assignments to students to write paragraphs about 

describing character and personality. 
 

  



 
 

 
 

Meeting 2 
Day/Date : Friday, 26th April 2024 
Topic :Health and sports 
Class : 10th grade MA BaytulMukarramah Bone 
Opening (10 Minutes): 
1. The teacher starts the lesson by greeting the students and asking about their 

condition. 
Example : 
T :Asslamu ‘alaikumWr. Wb. 
S :WaalaikumsalamWr. Wb. 
T: (smile) Good morning, class! How are you all today? 
S: (cheer up) Good morning, sir! We are fine, thank you. 
T: Ok. I hope you are ready for today's English lesson. 
S: Yes sir. We are ready. 
T: Excellent! Before we get started, let me check your homework. 
S: Here you go, sir. 
T: Good job,  
S: Thank you, sir 

2. The teacher conducts apperception by asking students what they know about 
health and sports 

3. The teacher shows several examples of pictures about health and sports 
4. The teacher asks students to adjective that they memorize 
Main Activities (30 Minutes): 
1. The teacher explains the concept of health and sports, including vocabulary 

that can be used to describe about health and sports. 
2. The teacher introduces a labelledwordwall game 
3. The teacher divides the students into several small groups. 
4. The teacher asks each group to choose one of the pictures of the person shown 

previously. 
5. The teacher asks each group to make a labelledwordwall to dmemorize the 

adjective of the person in the picture they chose. 
6. The teacher facilitates students in making labelledwordwall. 
7. The teacher asks each group to present their labelledwordwall in front of the 

class. 
8. Teacher and students discuss the labelledwordwall that has been presented. 

Closing (5 Minutes): 
1. The teacher concludes the learning material about adjectives. 
2. The teacher gives awards to students who actively participate in learning. 
3. The teacher gives students the task of making a labelledwordwall to describe 

the adjective of one of their friends. 
Evaluation: 
1. Student activity in participating in learning. 
2. Students’ ability to describe about adjectives 

Meeting 3 
Day/Date : Friday,3rdMay 2024 
Topic :Adjective 
Class : 10th grade MA BaytulMukarramah Bone 
Opening (10 Minutes): 
1. The teacher starts the lesson by greeting the students and asking about their 

condition. 
Example : 
T :Asslamu ‘alaikumWr. Wb. 
S :WaalaikumsalamWr. Wb. 



 
 

 
 

T: (smile) Good morning, class! How are you all today? 
S: (cheer up) Good morning, sir! We are fine, thank you. 
T: Ok. I hope you are ready for today's English lesson. 
S: Yes sir. We are ready. 
T: Excellent! Before we get started, let me check your homework. 
S: Here you go, sir. 
T: Good job,  
S: Thank you, sir  

2. The teacher conducts apperception by asking students what they know about 
adjective. 

3. The teacher shows several examples of pictures about adjective. 
4. The teacher asks students to mention and describe some adjectives. 
Main Activities (30 Minutes): 
1. The teacher explains about adjectives, including vocabulary that categorized 

in adjective group. 
2. The teacher introduces a labelledwordwall game 
3. The teacher divides the students into several small groups. 
4. The teacher asks each group to choose one of the pictures of the person shown 

previously. 
5. The teacher asks each group to make a labelledwordwall to describe the 

sdjective of the person in the picture they chose. 
6. The teacher facilitates students in making labelledwordwall. 
7. The teacher asks each group to present their labelledwordwall in front of the 

class. 
8. Teacher and students discuss the labelledwordwall that has been presented. 

Closing (5 Minutes): 
1. The teacher concludes the learning material about health and sports 
2. The teacher gives awards to students who actively participate in learning. 
3. The teacher gives students the task of making a labelledwordwall to health and 

sport of one of their friends. 
Evaluation: 
1. Student activity in participating in learning. 
2. Students’ ability to describe about health and sports 

Meeting 4 
Day/Date :Wednesday,17thMay 2024 
Topic :Hobby and Occupation 
Class : 10th grade MA BaytulMukarramah Bone 
Opening (10 Minutes): 
1. The teacher starts the lesson by greeting the students and asking about their 

condition. 
Example : 
T :Asslamu ‘alaikumWr. Wb. 
S :WaalaikumsalamWr. Wb. 
T: (smile) Good morning, class! How are you all today? 
S: (cheer up) Good morning, sir! We are fine, thank you. 
T: Ok. I hope you are ready for today's English lesson. 
S: Yes sir. We are ready. 
T: Excellent! Before we get started, let me check your homework. 
S: Here you go, sir. 
T: Good job,  
S: Thank you, sir  

2. The teacher conducts apperception by asking students what they know about 
hobby and occupation. 



 
 

 
 

3. The teacher shows several examples of pictures about hobby and occupation. 
4. The teacher asks students to mention and describe hobby and occupation. 
Main Activities (30 Minutes): 
1. The teacher explains about hobby and occupation 
2. The teacher introduces a labelledwordwall game 
3. The teacher divides the students into several small groups. 
4. The teacher asks each group to choose one of the pictures of the person shown 

previously. 
5. The teacher asks each group to make a labelledwordwall to describe the 

sdjective of the person in the picture they chose. 
6. The teacher facilitates students in making labelledwordwall. 
7. The teacher asks each group to present their labelledwordwall in front of the 

class. 
8. Teacher and students discuss the labelledwordwall that has been presented. 

Closing (5 Minutes): 
1. The teacher concludes the learning material about hobby and occupation. 
2. The teacher gives awards to students who actively participate in learning. 
3. The teacher gives students the task of making a labelledwordwall to describe 

the hobby and occupation.of one of their friends. 
  



 
 

 
 

Evaluation: 
1. Student activity in participating in learning. 
2. Quality labelledwordwall created by students. 
3. Students’ ability to describe about hobby and occupation. 
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