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Abstract

The low motivation and English language skills of students are significant challenges in higher education in Indonesia.
This study aims to determine the effectiveness of using the Undercover game in improving the motivation and English
language skills of English Language Education students, class B, Ahmad Dahlan Islamic University. This study uses a
quantitative approach with a one-group pretest-posttest design. The research subjects were 12 students selected using a
saturated sample. The instruments used included tests (pre-test and post-test), observations, and questionnaires. The
results showed an increase in the average score of 14.91 points in the post-test compared to the pre-test. Students'
responses were also very positive towards learning with the Undercover game, as shown by high questionnaire scores
and observation results that illustrate active participation. These findings confirm that a game-based learning approach
can significantly increase students' motivation, involvement, and vocabulary mastery. Therefore, the integration of game
media in language learning can be an innovative strategy to create a fun and effective learning atmosphere.
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1.Introduction

English has become the dominant international language in various sectors of life, including education, business,
and global communication. In Indonesia, proficiency in English is expected to be one of the essential competencies for
students, especially in the face of increasingly rapid globalization. However, data from the Central Statistics Agency
(“Badan Pusat Statistik (BPS),” 2019) and the Ministry of Education and Culture indicate that English language skills
among students remain relatively low. BPS data from 2020 shows that only around 9.4% of young Indonesians possess
good or very good English proficiency, while the remaining 90.6% have not reached an adequate level. Furthermore,
according to the 2023 English Proficiency Index (EPI) by Education First (EF), Indonesia ranks 79th out of 113
countries. (EF, 2019)

These statistical findings highlight the significant challenge Indonesia faces in enhancing English language
competence, particularly to meet the demands of the increasingly competitive global job market. One of the underlying
factors contributing to this low proficiency is the lack of student motivation and interest in learning English. Traditional
teaching methods, which tend to be monotonous and teacher-centered, are often unable to stimulate active engagement
and enthusiasm among learners. As a result, efforts to improve English education in Indonesia must not only focus on
curriculum and policy reform but also explore more engaging and interactive learning approaches that can enhance
students’ motivation and participation.

One of the main challenges in learning English is the lack of student motivation and interest. Traditional learning
methods that are often used, such as lectures and memorization, tend to make students feel bored and disengaged in the
learning process. This can result in low motivation and student involvement in the learning process. According to
(Mukarom, 2024), Motivation is one of the key factors in successful language learning. When students are not motivated,
they tend not to put in much effort in learning, which ultimately has a negative impact on their learning outcomes.
Therefore, it is important to use approaches that can increase students' motivation and engagement in English learning
that are more innovative and interesting.

One of the innovative and engaging approaches that is increasingly being implemented in education is the use of
games as a learning tool. This aligns with Constructivist Theory, as pioneered by Piaget and Vygotsky, which
emphasizes the importance of active and interactive learning experiences. Educational games support these experiences
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by encouraging collaboration among students, stimulating problem-solving skills, and providing simulated real-world
scenarios that make learning more contextual and meaningful. Through game-based learning, students are not only
recipients of information but become active participants in constructing their own knowledge. According to Vygotsky,
learning occurs through social interaction and collaboration, where students construct their own knowledge through
experience (Aura Yolanda et al., 2024). Games have the potential to create interactive and fun learning environments,
which can increase student engagement. According to Gee, (Rangkuti et al., 2024) Games can provide immersive and
contextual learning experiences, where students can learn through exploration and interaction.

In addition, the theory of Intrinsic and Extrinsic Motivation proposed by Deci and Ryan (1985) is also relevant in
this context. Games can increase students' intrinsic motivation by providing interesting challenges and immediate
feedback, so that they feel more involved in the learning process. Through games, students can learn in a more natural
and enjoyable way, and can practice their English skills in a more relevant context. Games can also encourage
collaboration and social interaction between students, which are important aspects of language learning.

Students of Class B, 2024 cohort, from the English Language Education Program at Ahmad Dahlan Islamic
University demonstrated a significant need for more innovative and engaging instructional approaches, such as the
integration of game-based learning. Based on the initial survey conducted, 75% of the students reported a lack of
motivation when learning English through traditional methods, which they perceived as repetitive and uninspiring.
Furthermore, 80% of the respondents expressed a clear preference for an engaging and collaborative learning
environment—one that allows for active communication and peer interaction as part of the learning process.

One type of game that is interesting to apply in learning English is the game "Undercover". This game requires
players to communicate, think critically, and strategize in completing missions. In this game, players must hide their
identities and try to reveal the identities of other players, which encourages them to use English in a fun and competitive
context. The use of games in education can increase student motivation and engagement, as well as help them develop
social and communication skills (Farhan et al., 2024).

This study aims to explore the effectiveness of using the Undercover game in English language learning for
college students. By understanding how this game can affect students' motivation, engagement, and language skills, it is
hoped that more effective methods can be found in teaching English. This study will also provide insight for educators
about the importance of integrating game elements into the learning process to create a more dynamic and engaging
learning environment.

Through this research, it is expected to provide a positive contribution to the development of more innovative and
effective English learning methods. By identifying the advantages and challenges in using the Undercover game, it is
hoped that educators can design learning activities that are more interesting and in accordance with the needs of students.
With a more interactive and fun approach, it is hoped that students can be more motivated to learn English and improve
their language skills significantly game.

Research Objectives:

1. To determine the effectiveness of using the Undercover game in improving the motivation and English
language skills of English Language Education students, class B, Ahmad Dahlan Islamic University, class
2024,

Research Questions:
1.1s the use of the Undercover game effective in improving the motivation and English language skills of
English Language Education students of the 2024 intake, class B, Ahmad Dahlan Islamic University?

Based on these research objectives and questions, hypotheses correspond to each area this research explores.
These hypotheses are statements that this research aims to test and validate.

Hypothesis 1: The use of the Undercover game in English learning is effective in increasing the learning
motivation of English Language Education students, class B, 2024, Ahmad Dahlan Islamic University.

Hypothesis 2: The use of the Undercover game in English learning is effective in improving the English language
skills of English Language Education students, class B, 2024, Ahmad Dahlan Islamic University.

Hypothesis 3: The increase in learning motivation obtained through the use of the Undercover game contributes
positively to improving students' English language skills.

Hypothesis 4: Students who showed active participation in using the Undercover game tended to experience more
significant improvements in motivation and English language skills than students with low participation.

2.Method

This study employed a quantitative approach using a one-group pretest-posttest experimental design. The subjects
consisted of 12 students from Class B, 2024 cohort, in the English Language Education Program at Ahmad Dahlan
Islamic University. Data were collected through tests, observations, and questionnaires. A vocabulary test was
administered prior to and following the implementation of the Undercover game to measure the improvement in students’
mastery of English vocabulary.
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Data Collection

This study aims to determine the effectiveness of using the Undercover game in improving the motivation and
English language skills of English Education students class B, batch 2024. Data were collected through observations of
student activities, student response questionnaires, and calculations of pre-test and post-test results.

Data Analysis Quantitative Phase

This study uses a quantitative approach with hypothesis testing through pre-test and post-test techniques. This
technique is used to measure differences in student learning outcomes before and after the implementation of the
Undercover game in English learning (Beno et al., 2022). The data obtained are then analyzed to determine the
effectiveness of using the learning media in improving student learning outcomes.

Quialitative Phase

Observations were used to observe the activities, participation, and use of English directly in the learning process,
while questionnaires were used to determine students' responses to the Undercover game. The research instrument was in
the form of English vocabulary test questions which included three assessment indicators, namely pronouncing, writing,
and using vocabulary (Nada et al., 2019). Data were analyzed using a paired sample t-test to determine the significance
of the increase in learning outcomes. The treatment procedure was carried out four times with the stages of implementing
the Undercover game, namely word presentation, object identification, word association, and pronunciation.

Ethical Consideration

In maintaining ethical standards, this study prioritizes participant rights and well-being. Transparency, informed
consent, and data confidentiality are integral to upholding the highest ethical principles. A demographic profile of the 93
lecturers enhances contextual understanding, demonstrating the researcher's commitment to responsible and considerate
research (Mardiana, 2024).

3. Findings and Discussion
Table 1 Student Activity Observation Results

No | Observed Aspects Yes | NO | Information
V) | (X)
1 Students actively participate | Most of the students showed
in games enthusiasm and actively
interacted in English.
2 Students use English while | Students try to speak English in
playing discussions and guess words.
3 Students can understand the | The game instructions are easy to
instructions in the game understand so the learning
process runs smoothly.
4 Students are able to |y There was good interaction
collaborate with classmates between students in groups during
the game.
5 Students show high interest | Cheerful and focused faces were
in learning seen during the game.

The analysis and results of this research focused on assessing the validity and reliability of questionnaire data to
find out students' responses to learning using the Undercover game, a questionnaire was used after the entire learning
series was completed. The questionnaire consisted of 10 statements using a Likert scale of 1-4 (1 = strongly disagree, 2 =
disagree, 3 = agree, and 4 = strongly agree). The following are response data from 12 students to learning using the
Undercover game with a Likert scale of 1-4.

Table 2 Student Questionnaire Response Score

No Responden | P1 P2 P3 P4 P5 P6 P7 P8 P9 P10 | Total
Skor
1 M1 4 3 4 4 3 4 3 4 3 4 36
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2 M2 3 3 4 3 4 3 4 3 4 3 34
3 M3 4 4 3 3 4 4 3 4 4 4 37
4 M4 3 4 4 4 3 4 4 4 3 4 37
5 M5 4 3 3 4 4 3 4 3 4 4 36
6 M6 3 4 4 3 4 3 3 4 3 3 34
7 M7 4 4 3 4 3 4 4 3 3 4 36
8 M8 3 3 4 4 4 4 3 4 4 3 36
9 M9 4 3 4 3 4 3 4 3 4 4 36
10 M10 3 4 3 3 4 4 3 4 3 4 35
11 M11 4 3 4 4 3 4 4 4 4 4 38
12 M12 3 4 3 4 4 3 3 4 3 3 34

Interpretation of Table 2 Student questionnaire responses

Table 2 presents the questionnaire response scores from 12 English Language Education Study Program Class B

Class 2024 Ahmad Dahlan Islamic University students regarding their perceptions of learning using the Undercover
game. Each respondent gave an assessment of 10 statements (P1-P10) using a 4-point Likert scale, ranging from 1
(Strongly Disagree) to 4 (Strongly Agree). The total score obtained by each respondent ranged from 34 to 38, indicating
that all responses were in the positive category towards the use of Undercover in English learning.
The data shows that most students gave high scores (scores 3 and 4) to all statements, reflecting that Undercover game-
based learning is perceived as something interesting, fun, and able to encourage active involvement in the use of English.
There were no very low scores found in the overall responses, so it can be concluded that no participants showed
significant disagreement with this learning method.

The findings confirm that the game-based learning approach—particularly through the Undercover game—is
positively received by students. Their responses indicate that the game successfully engages learners and enhances their
motivation, especially in the context of English language learning. The increase in student participation and involvement
suggests that Undercover is an effective and enjoyable learning medium that aligns with students’ preferences for
interactive and collaborative environments. In addition to these positive perceptions, the consistency of student responses
across various questionnaire items suggests that the instrument used was clearly and appropriately formulated. The
clarity and relevance of the item statements contribute to the content validity of the questionnaire, ensuring that it
accurately captures the aspects of student engagement and motivation intended to be measured.

Correlation Findings

Descriptive statistical analysis functions to describe or summarize data in an easily understandable form. The
results of the questionnaire data processing using descriptive statistical analysis in this study are as follows:
Next, this research will conduct a Descriptive analysis, explained in Table 3.

Table 3 Descriptive Analysis
Descriptive Statistics

N Minimum  Maximum Mean Std. Deviation
Statistic Statistic Statistic Statistic Std. Error  Statistic
Total_Skor 12 34 38 35.75 372 1.288

Valid N (listwise) 12

Interpreting Descriprtive Analysis

Based on the results of descriptive statistical analysis of the total score of students' responses to learning using
the Undercover game, the minimum value was 34 and the maximum value was 38, with an average (mean) of 35.75 from
12 respondents. The standard deviation value of 1.288 indicates that the data distribution is relatively low, which means
that the students' response scores are relatively uniform. In addition, the standard error value of 0.372 indicates a fairly
high level of average accuracy.
Overall, these results indicate that most students gave positive and consistent responses to Undercover game-based
learning.

Student Learning Outcomes: Comparison of Pre-test and Post-test

To measure students' English vocabulary mastery, a pre-test was conducted before implementing learning using the
Undercover game and a post-test after implementing the Undercover game. The following presents the data from the pre-
test and post-test results.
a) Pre-test and Post-test Results
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In this section, the results of the pre-test and post-test that have been collected by the researcher are presented. The data
will be compared between the pre-test scores (before treatment) and post-test (after treatment) to identify changes that
occur as a result of using the Undercover game in learning.

Table 4

No | Nama Pre-Test | Post-Test Selisih
(Post -
Pre)

1 M1 65 80 15

2 M2 60 75 15

3 M3 70 85 15

4 M4 68 82 14

5 M5 62 78 16

6 M6 66 79 13

7 M7 63 77 14

8 M8 65 80 15

9 M9 61 76 15

10 M10 67 83 16

11 M11 64 79 15

12 M12 62 78 16

Based on pre-test and post-test data obtained from 12 students, there was an even increase in scores after the
implementation of learning using the Undercover game. Before the treatment, students' pre-test scores ranged from 60 to
70, with some students still showing limited vocabulary mastery. After learning, the post-test results showed a consistent
increase, with higher and more stable final scores, mostly in the range of 75 to 85.

Students such as M2 and M5, who previously got pre-test scores of 60 and 62, managed to increase their scores to
75 and 78 after participating in learning with game media. Even students who already had relatively good pre-test scores,
such as M3 and M10, still showed significant improvement. This shows that the Undercover game not only helps
students with low initial abilities, but also strengthens vocabulary mastery for students who already have a basic
understanding. Overall, learning with the Undercover game has been proven to be able to improve student learning
outcomes effectively, both in terms of average scores and the even distribution of increased abilities between individuals.
b) Normality Test

Normality test is a statistical method used to determine whether a data sample comes from a population that has a
normal distribution. Shapiro-Wilk Test: This test is more effective for small samples (n < 50). This test calculates the W
statistic which shows how close the data distribution is to a normal distribution.
Basis for Decision Making Normality Test:
1. If the significance value (Sig.) > 0.05 then the research data is normally distributed.
2. If the significance value (Sig.) < 0.05 then the research data is not normally distributed.

Table 5
Tests of Normality
Kolmogorov-Smirnov? Shapiro-Wilk
Statistic df Sig. Statistic df Sig.
pretest 123 12 .200" .976 12 .963
postest  .159 12 .200" .969 12 .904

*. This is a lower bound of the true significance.
a. Lilliefors Significance Correction

Based on the results of the Tests of Normality above, it can be concluded that:
1. For the pretest data, the significance value in the Shapiro-Wilk test is 0.963 (> 0.05), which means that the
pretest data is normally distributed.
2. For the posttest data, the significance value in the Shapiro-Wilk test is 0.904 (> 0.05), which means that the
posttest data is also normally distributed.
Thus, both the pretest and posttest data meet the assumption of normality, so that parametric statistical analysis, such as
the paired sample t-test, can be used to test the differences in learning outcomes before and after treatment with the
Undercover game.
c) Homogeneity Test
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Homogeneity test is conducted to determine whether the data is homogeneous. In this study, the homogeneity test
was used to evaluate whether the variance of the pretest and posttest data was homogeneous. The following presents the
results of the homogeneity test in this study.

Decision Making Basis for Homogeneity Test:
1. If the significance value (Sig.) > 0.05, it is said to be homogeneous
2. If the significance value (Sig.) < 0.05, it is said not to be homogeneous.

Table 6
Test of Homogeneity of Variances
Levene Statistic  dfl df2 Sig.
nilai Based on Mean .080 1 22 .780
Based on Median 124 1 22 728
Based on Median and with.124 1 21.627 .728
adjusted df
Based on trimmed mean .090 1 22 .768

Based on the results of the homogeneity of variance test using Levene's Test in the table above, a significance value
(Sig.) of 0.780 (based on the average) was obtained, which is greater than 0.05. This indicates that the variance of the
value data between the pre-test and post-test groups is homogeneous or uniform. Thus, the data meets the assumption of
homogeneity of variance, so that it can be continued to the next parametric statistical test.

d) Hypothesis Test (Paired Sample T-Test)

Hypothesis testing with paired sample t-test is a statistical method used to compare two sets of paired data, usually
to determine the effectiveness of a treatment. This test is often used in research that involves measurements before and
after treatment, such as pretest and posttest. Generally, the level of significance used is 0.05 (5%). If the p-value of the
test is less than 0.05, then the null hypothesis (HO0) is rejected.

The hypotheses in this study are:

HO: The use of the Undercover game is not effective in improving the English language proficiency of English
Language Teaching students, class B, Ahmad Dahlan Islamic University.
Ha: The use of the Undercover game is effective in improving the English language proficiency of English Language
Teaching students, class B, Ahmad Dahlan Islamic University.
Table 7

Paired Samples Test

Paired Differences

95% Confidence
Interval of the
Std. Std.  ErrorDifference Sig. (2-
Mean Deviation Mean Lower Upper t df tailed)
Pair 1 nilai pre-test - nilai-14.917 .900 .260 -15.489 -14.345 -57.393 11 .000

pos-test

Based on the results of the Paired Samples Test above, it can be concluded that there is a very significant
difference between the pre-test and post-test scores of students. This is indicated by the significance value (Sig. 2-tailed)
of 0.000 which is smaller than 0.05 (o = 0.05). The average difference in value is -14.917, which means that the post-test
score is significantly higher than the pre-test score. Therefore, it can be concluded that the use of the Undercover game is
effective in improving the English language proficiency of English Language Education students, class B, Ahmad
Dahlan Islamic University, class 2024.

DISCUSSION
1. Demographic Profile:
In this study, the demographic profile of participants provides important context for interpreting the findings

related to the effectiveness of the Undercover game in English language learning. The participants consisted of 12
students from the Tadris Bahasa Inggris (English Education) program, Class B, 2024 cohort, at Universitas Islam
Ahmad Dahlan. In terms of gender distribution, the class includes both male and female students. However, the
small sample size (n=12) naturally limits the extent to which the findings can be generalized to broader populations.
Given this limitation, the study is best understood as an exploratory case study, aiming to gain in-depth insights into
the implementation of game-based learning within a specific educational context.
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All participants share a similar academic background and level of study, offering a consistent foundation for
analyzing their responses to the learning intervention. This homogeneity in academic discipline ensures that the
results remain highly relevant within the scope of English language teaching and learning. Additionally, because all
students belong to the same cohort and academic environment, it is likely they have comparable exposure to teaching
methods, curricular content, and institutional practices. This uniformity allows for a more controlled examination of
the Undercover game's impact, minimizing the influence of external academic variables. By taking into account
these demographic characteristics—gender composition, academic discipline, and cohort consistency—this study
offers a focused yet meaningful interpretation of how digital games such as Undercover can influence motivation
and learning outcomes in higher education English language classrooms.

2. Questionnaire and Descriptive Results (Tables 2 and 3):

Based on the results of the descriptive statistical analysis, it can be concluded that students gave consistently
positive responses to the use of the Undercover game in English language learning. The total response scores ranged
from 34 to 38, with a mean of 35.75 out of a possible maximum, reflecting a generally high level of agreement
across participants.

The standard deviation of 1.288 suggests a low variation in the responses, indicating that students had similar
perceptions regarding the learning method. Furthermore, the standard error of 0.372 indicates a high level of
accuracy in the estimation of the average score, further strengthening the reliability of the results.

These findings affirm that Undercover game-based learning was well-received by the students and perceived
as an effective and engaging learning approach.

3. Regression Analysis (Table 4)

Based on the results of the homogeneity of variance test using Levene’s Test, a significance value of 0.780
was obtained, which is greater than the standard threshold of 0.05. This indicates that the variance between the pre-
test and post-test scores is homogeneous, thus meeting the assumption required for parametric testing.

Following this, the paired sample t-test was conducted to evaluate the effectiveness of the Undercover game
in enhancing students’ English language proficiency. The test compares the pre-test and post-test scores of the same
group of students. The result showed that the significance value (p-value) was less than 0.05, leading to the rejection
of the null hypothesis (Ho).

Therefore, it can be concluded that the Undercover game has a statistically significant positive effect on
improving the English language proficiency of the students. This supports the alternative hypothesis (H,) that game-
based learning using Undercover is effective in enhancing student learning outcomes.

4. Normality Test (Table 5)

Based on the results of the normality and homogeneity tests, it can be concluded that the data used in this
study meets the assumptions required for parametric statistical analysis.

First, the Shapiro-Wilk normality test results show that both the pretest (Sig. = 0.963) and posttest (Sig. =
0.904) data have significance values greater than 0.05. This indicates that the data are normally distributed.

Second, the homogeneity of variance test (Levene’s Test) produced a significance value greater than 0.05,
indicating that the variances of the pretest and posttest data are homogeneous.

Since both the normality and homogeneity assumptions are fulfilled, it is appropriate to proceed with a paired
sample t-test to assess whether there is a statistically significant difference in students’ English learning outcomes
before and after using the Undercover game

5. Test of Homogeneity (Table 6)

Based on the results of the homogeneity of variance test using Levene’s Test, the significance value obtained
was 0.780, which is greater than 0.05. This indicates that the data variances between the pre-test and post-test groups
are homogeneous, fulfilling one of the key assumptions for conducting a parametric test.

Following this, a Paired Sample T-Test was conducted to evaluate the effectiveness of using the Undercover
game in improving students’ English proficiency. Since the significance value (p-value) obtained from the t-test was
less than 0.05, the null hypothesis (HO) was rejected.

Therefore, it can be concluded that the use of the Undercover game is effective in enhancing the English
language proficiency of English Language Teaching students in Class B at Ahmad Dahlan Islamic University. This
supports the claim that game-based learning, particularly using Undercover, serves as an engaging and impactful
educational strategy.

6. Paired Sample Test (Table 7)
Based on the results of the Paired Samples Test, it can be concluded that there is a highly significant
difference between students' pre-test and post-test scores. The significance value (Sig. 2-tailed) of 0.000, which is
less than the alpha level of 0.05, indicates that the improvement is statistically significant.
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The average score difference of -14.917 shows that post-test scores were substantially higher than pre-test
scores. This confirms that the implementation of the Undercover game had a positive and effective impact on
improving the English language proficiency of Class B students of the English Language Education Program, Class
of 2024, at Ahmad Dahlan Islamic University

4. Conclusion

Research on the effectiveness of using the Undercover game in learning English for English Language Education
students, class B, Ahmad Dahlan Islamic University, showed that this game succeeded in increasing student motivation
and engagement, as seen from their active participation in the fun and collaborative learning process. There was a
significant increase in English vocabulary mastery, with the average pre-test and post-test scores increasing by almost 15
points, indicating the effectiveness of this method.

The positive response from students was also reflected in the questionnaire, where the majority felt that learning
using this game was interesting and encouraged active involvement. The validity of the data was guaranteed through
normality and homogeneity tests, and the results of the paired sample t-test showed p = 0.000, indicating that the increase
in value was the impact of using the game. Thus, this study recommends the integration of game elements in English
learning as an effective strategy to improve students' language skills and create a more dynamic learning environment.

5. References

Aura Yolanda, Masnur Sihotang, Joner Alfin Zebua, Mita Hutasoit, & Yeni Lupitasari Sinaga. (2024). Strategi
Pembelajaran Kontekstual untuk Meningkatkan Pemahaman Konsep Siswa Sekolah Dasar. Pragmatik : Jurnal
Rumpun IImu Bahasa Dan Pendidikan , 2(3), 301-308. https://doi.org/10.61132/pragmatik.v2i3.941

Badan pusat statistik (BPS). (2019). In Bps.Go.ld/Subject/23/Kemiskinan-Dan-Ketimpangan.Htm (p. 1).

EF. (2019). English Proficiency Index Mexico. In Education First.

Farhan, A. A., Rizkia, A., Budi, H. R., Ropik, I. A., Ghazi, S., Firly, N., & Indonesia, U. P. (2024). Hipkin Journal of
Educational Research. 1(1), 49-60.

Iman, S., Fatha, M., & Juliyana, S. (2021). Efektivitas Pembelajaran Permainan Role-Playing Berbasis Pengalaman
Untuk Meningkatkan Keterampilan Berbicara Bahasa Inggris Siswa Sekolah Dasar. Alim | Journal of Islamic
Education, 3(1), 105-118. https://doi.org/10.51275/alim.v3i1.205

Jatawitika, 1. G. Y., Warpala, I. W. S., & Tegeh, I. M. (2024). EFEKTIVITAS MULTIMEDIA PEMBELAJARAN
GAMIFIKASI UNTUK MENINGKATKAN HASIL BELAJAR PESERTA DIDIK. Jurnal Teknologi
Pembelajaran Indonesia, 14(2), Article 2. https://doi.org/10.23887/jurnal_tp.v14i2.4112

Khusniah, N. L., & Hakim, L. (2019). Efektivitas pembelajaran berbasis daring: Sebuah bukti pada pembelajaran Bahasa
Inggris. Jurnal Tatqif: Jurnal Pemikiran dan Penelitian Pendidikan, 17(1), Article 1.

Kusumarini, N. N. M., Adiwijaya, P. A., & Aryanti, N. P. E. (2025). ANALISIS PENGGUNAAN GAME EDUKASI
BERBASIS WORDWALL DALAM PEMBELAJARAN BAHASA INGGRIS KELAS X. Jurnal Pendidikan
DEIKSIS, 7(1), Article 1. https://doi.org/10.59789/deiksis.v7i1.306

Melati, E. (2024). Analisis Efektifitas Penggunaan Media Digital Dalam Pembelajaran Bahasa Inggris. Jurnal Review
Pendidikan Dan Pengajaran, 7(3), 7080—7087. https://doi.org/10.31004/jrpp.v7i3.29469

Mukarom, A. M. (2024). Eksplorasi Faktor Individu Peserta Didik dalam Pembelajaran Bahasa Kedua: Analisis Isi Buku
Rod Ellis. Borneo Journal of Islamic Education, 4(1), 65-79.

Rangkuti, L. A., Zulkarnain, 1., Fransiska, W., Sihite, M. R., Nasution, P. T., Alwashliyah, U., Interaktif, M., Game, B.,
& Inggris, P. B. (2024). PENGUATAN PENGUASAAN TENSES MELALUI MEDIA INTERAKTIF. 3(2), 84—
91.

Sari, R. karmila. (2022). Pandangan Mahasiswa Terhadap Pemanfaatan Quizizz Sebagai Media Pembelajaran Bahasa
Inggris. Research and Development Journal of Education, 8(2), 762. https://doi.org/10.30998/rdje.v8i2.14066

Suryantoro, B., Punama, D. W., & Haqi, M. (2020). TENAGA KERJA, PERALATAN BONGKAR MUAT LIFT
ON/OFF, DAN EFEKTIVITAS LAPANGAN PENUMPUKAN TERHADAP PRODUKTIVITAS BONGKAR
MUAT PETI KEMAS. Jurnal Baruna Horizon, 3(1), Article 1. https://doi.org/10.52310/jbhorizon.v3il1.41

Ummabh, S. S. (2011). Peningkatan Keterampilan Berbicara Bahasa Inggris Melalui Metode Games. 8(2).

As’ad, M. U., Barsihanor, B., Sobirin, S., & Hergianasari, P. (2023). Oligarki dan Jaringan Patronase: Dinamika
Kebijakan Pertambangan Batu Bara di Kabupaten Tanah Bumbu. Politika: Jurnal limu Politik, 14(1), 1-17.
https://doi.org/10.14710/politika.14.1.2023.1-17

Bungkaes, H. R., Posumah, J. H., & Kiyai Burhanuddin. (2013). Hubungan Efektivitas Pengelolaan Program Raskin
dengan Peningkatan Kesejahteraan Masyarakat di Desa Mamahan Kecamatan Gemeh Kabupaten Kepualauan
Talaud. Acta Diurna, 2(2), 1-23 (h.9).

Dewati, B. (2020). Meningkatkan Penguasaan Kosakata Bahasa Inggris Siswa Dengan Metode Word Square. Pendekar:
Jurnal Pendidikan Berkarakter, 3(1), 31-35. http://journal.ummat.ac.id/index.php/pendekar

Efendi, R. A. B. (2019). Hubungan Antara Game Online Dan Kecerdasan Emosional Dengan Hasil Belajar Ips Peserta
Didik Kels V Sdn 1. UIN Raden Intan Lampung, 24-25.

65



EDUJ : English Education Journal Vol. 3, No. 1; June 2025

Ekayanti, F., Farida, & Muchtar, J. (2021). Effectiveness of Undercover Game Application on Students’ Speaking Skill.
Asels_2021, February. https://doi.org/10.51773/asels2021.v1i1.37

Galloway, A. (2004). Non-Probability Sampling. Encyclopedia of Social Measurement, Three-Volume Set, 2, V2-859-
\/2-864. https://doi.org/10.1016/B0-12-369398-5/00382-0

Hidayat, D. (n.d.). Pengaruh Game Online Terhadap Etika Peserta Didik Di Smpnl Sumber Jaya Universitas Islam
Negeri Pengaruh Game Online Terhadap Etika Peserta Didik Di Smpnl Sumber Jaya.

Hidayati, H. (2022). Peran Administrasi Pendidikan dan Dasar Perencanaan Dalam Meningkatkan Kualitas
Pembelajaran. 89-101.

Hidayatullah, F. A. (2024). Upaya Meningkatkan Keberanian Kemampuan Berbicara Bahasa Inggris Siswa SMK
Muhammadiyah 1 Patuk melalui Penilaian Diri pada Saat Pembelajaran Bahasa Inggris di Kelas. 2371-2379.
Khairani, P., Khadavi, M., & Salsyabillah, M. (2023). Pembelajaran Berbasis Game: Manfaat, Tantangan, dan Strategi
Implementasi dalam Konteks Pendidikan Tinggi Pada Akademi Keuangan Perbankan Nusantara (AKUBANK).

Jurnal Pendidikan Penggerak, 1(1), 1-6.

Kuntadi, C., & Dian Rosdiana. (2022). Faktor-faktor yang Memengaruhi Efektivitas Penyerapan Anggaran Belanja
Pendidikan: Perencanaan Anggaran, Peraturan, Koordinasi (Literature Review). Jurnal Ekonomi Manajemen
Sistem Informasi, 4(2), 142-152. https://doi.org/10.31933/jemsi.v4i2.1201

Maru’ao, N. (2020). Penerapan Pembelajaran Inovatif Dalam Meningkatkan Pembelajaran Bahasa Inggris. -, 14(2), 221—
230.

Nurhayati, H., & , Langlang Handayani, N. W. (2020). Jurnal basicedu. Jurnal Basicedu,. Jurnal Basicedu, 5(5), 3(2),
524-532. https://journal.uii.ac.id/ajie/article/view/971

Nurholifah, L. (2023). Meningkatkan Pembelajaran Melalui Implementasi Quizizz dalam Konteks Pendidikan Digital.
An-Nashr : Jurnal Ilmiah Pendidikan Dan Sosial Kemasyarakatan, 1(2), 51-61.

Pertiwi, W. G. N., & Subekti, A. S. (2024). Undercover Game to improve Indonesian English course students’
vocabulary mastery: An action research study. LingTera, 11(2), 121-132.

Purnamasari, S., Rahmanita, F., Soffiatun, S., Kurniawan, W., & Afriliani, F. (2020). Bermain Bersama Pengetahuan
Peserta Didik Melalui Media Pembelajaran Berbasis Game Online Word Wall. Jurnal Pengabdian Kepada
Masyarakat, 1(1), 177-180.

Revola, Y. R. (2023). Implementasi Literasi Digital dalam Merancang Desain Pembelajaran Bahasa Inggris bagi
Mahasiswa Tadris Bahasa Inggris Menggunakan Aplikasi Canva. KENDURI: Jurnal Pengabdian Dan
Pemberdayaan Masyarakat, 3(3), 100-114. https://doi.org/10.62159/kenduri.v3i3.985

Rochmawan, M. R. (2023). Pembelajaran Bahasa Inggris Berbasis Permainan untuk Anak Usia Dini: Studi Literatur.
Sentra Cendekia, 4(2), 100-108.

Rosyidi, M. A. (2022). The Use of Undercover Game on Students > Vocabulary Achievement (A Quasi-experimental
Study). 1-142. https://repository.uinjkt.ac.id/dspace/handle/123456789/61189

Sinta, S., & Saftari, M. (2022). Teaching English For Fun Through Game And Creation For Kids At Sd Negeri 5
Namang Kabupaten Bangka Tengah Tahun 2022 Provinsi Bangka Belitung. Society: Jurnal Pengabdian
Masyarakat, 1(3), 166-171. https://doi.org/10.55824/jpm.v1i3.99

Sunarto, . (2015). Efektivitas Pelayanan Pegawai Bank Rakyat INdonesia (BRI) Cabang Kecamatan Tenggarong
Seberang. Ejournal Administrasi Negara, 3(4), 1130-1144.

Trianasari, E., Sudrajat, didi, Subroto, Purnama, Y., Tumiwa, J., Liria, T., & Hutauruk. (2024). Pengaruh metode
pembelajaran berbasis proyek pada kemampuan berbicara bahasa inggris siswa. Jurnal Review Pendidikan Dan
Pengajaran, 7(3), 10081-10088.

Utami, S. (2025). Canva magic ai sebagai terobosan baru dalam membantu mahasiswa menulis bahasa inggris (Issue
January).

Uzer, Y. (2020). Strategi Pembelajaran Bahasa Inggris Di Tingkat Dasar. PERNIK : Jurnal Pendidikan Anak Usia Dini,
3(1), 97-106. https://doi.org/10.31851/pernik.v3i2.4953

Vardana, M. A., & Suhartono, S. (2023). Keefektifan Aplikasi “Undercover” Dalam Meningkatkan Penambahan
Kosakata Keterampilan Berbicara Pada Mahasiswa Bipa Universitas Walailak.
https://ejournal.unesa.ac.id/index.php/bapala/article/view/54371%0Ahttps://ejournal.unesa.ac.id/index.php/bapala/
article/view/54371/43221

Raihanah, S., & Sina, I. (2024). Pengembangan video animasi matematika berbantuan Animaker untuk meningkatkan
pemahaman matematis siswa berbasis animasi yang cukup populer dalam dunia pendidikan . Animasi. 15(3), 385—
396.

Charismana, D. S., Retnawati, H., & Dhewantoro, H. N. S. (2022). Motivasi Belajar Dan Prestasi Belajar Pada Mata
Pelajaran Ppkn Di Indonesia: Kajian Analisis Meta. Bhineka Tunggal Ika: Kajian Teori Dan Praktik Pendidikan
PKn, 9(2), 99-113. https://doi.org/10.36706/jbti.v9i2.18333

Djajasasana, E. E. (2023). Evaluation of Parenting Patterns with the Application of Stoicism Philosophy on the
Achievement of Cadets Softskill Competency. Cetta: Jurnal Ilmu Pendidikan, 6(4), 679-686.
https://doi.org/10.37329/cetta.v6i4.2720

Nugroho, D. S. (2015). Quantitative Approach Research Method (Issue October).

66



EDUJ : English Education Journal Vol. 3, No. 1; June 2025

Rukajat, A., Penelitian, P., Quantitative, K., Manufaktur, P., Terdaftar, Y., Bursa, D., & Indonesia, E. (2018). DAFTAR
PUSTAKA Ajat Rukajat. 2018. 2(3), 82-85.

Beno, J., Silen, A. ., & Yanti, M. (2022). Pengaruh Layanan Bimbingan Kelompok Dengan Teknik SELF CONTROL
Untuk Mengurangi Kecanduan GAME ONLINE Pada Peserta Didik Kelas X TKJ DI SMKN 1 Lampung Barat.
Braz Dent J., 33(1), 1-12.

Mardiana, H. (2024). Exploring the Role of Lecturers * Psychological Readiness , Teaching Expertise , and Perceptions
in Advancing Digital Literacy Integration in Higher Education. 2(2), 74-85.

Nada, I. K. A. Q., Studi, P., Agama, P., Tarbiyah, F., Keguruan, D. A. N., Islam, U., & Sunan, N. (2019). Ika Qothrun.

67



