59

REFERENCES

Ade Sofyan, & Amin Hidayat. (2023). Dampak Perkembangan Teknologi
Peningkatan Kualitas Pendidikan. Jurnal Satya Informatika, 7(02), 16-24.
https://doi.org/10.59134/jsk.v7i02.163C

Amiruddin, A., Sarah, D. M., Vika, A. I. V., Hasibuan, N., Sipahutar, M. S., &
Simamora, F. E. M. (2022). Pengaruh Pemberian Reward dan Punishment
Terhadap Motivasi Belajar Siswa. Edu Cendikia: Jurnal llmiah
Kependidikan, 2(01), 210-219.
https://doi.org/10.47709/educendikia.v2i01.1596

Amornchewin, R. (2018). The Development of SQL Language Skills in Data
Definition and Data Manipulation Languages Using Exercises with Quizizz
for Students’ Learning Engagement. 1JIE (Indonesian Journal of Informatics
Education), 2(2), 83. https://doi.org/10.20961/ijie.v2i2.24430

Aziz, M. R., Fadhilawati, D., & Sutanti, N. (2021). The effectiveness of Quizizz
application to increase students’ grammar achievement. 7th ELTT Conference,
August, 179-189.

Binova, L., Puspitaloka, N., & Rahmawati, M. (2024). Narrative Inquiry of EFL
Students’ Experiences in Learning Grammar by Using Quizizz as a Formative
Assessment Tool. Jurnal limiah Wahana Pendidikan, 10(2), 564-571.

Cohen, J. (1988). Statistical Power Analysis for the Behavioral Sciences (2nd ed.).
Hillsdale, NJ: Lawrence Erlbaum Associates, Publishers.

Dewi, K. S., Myartawan, I. P. N. W., Swari, N. K. T. A., & Sugihartini, N. (2020).
Quizizz Effect on Students” Grammar Mastery in Higher Efl Classroom Based
Mobile Assisted Language Learning (Mall). Language and Education Journal
Undiksha, 3(1), 15-23.

Fatimah, S., Agustina, A., Zafri, Z., Astuti, H., & Putri, W. D. (2022). Reward
Penguat Motivasi Anak untuk Berliterasi. Suluah Bendang: Jurnal IImiah
Pengabdian Kepada Masyarakat, 22(2), 311.
https://doi.org/10.24036/sb.02940

Figih Kartika Murti, A., Dewi, H., Sukma Dewi, D. D., & Atmoko, M. (2024).
Perspektif Mahasiswa Tentang Penggunaan Grammar Dalam Komunikasi
Berbahasa Inggris. Journal of Global and Multidisciplinary, 2(1), 1006-1015.

Fitria, T. N. (2022). PROSIDING SEMINAR NASIONAL & CALL FOR PAPER ISSN
Online : 2654-6590 | ISSN Cetak : 2654-5306 Using Game Design
Techniques ( Gamification ) in Teaching and Learning Process : A Review


https://doi.org/10.47709/educendikia.v2i01.1596
https://doi.org/10.20961/ijie.v2i2.24430
https://doi.org/10.24036/sb.02940

60

PROSIDING SEMINAR NASIONAL & CALL FOR PAPER ISSN Online :
2654-6590 | 1S. 5(1), 1-18.

Flores, N., & Rosa, J. (2023). Undoing Competence: Coloniality, Homogeneity, and
the Overrepresentation of Whiteness in Applied Linguistics. Language
Learning, 73, 268-295. https://doi.org/10.1111/lang.12528

Gee, J. P. (2007). What Video Games to Teach Us About (p. 232).

Ghozali, I. (2021). Aplikasi analisis multivariate dengan program SPSS (Edisi 10).
Badan Penerbit Universitas Diponegoro.

Hidayatullah, M. H., & Syaiful, K. F. (2024). The Effect of Using Quizizz Web-
Based Learning Media on Students” Grammar Inquiry at SMA Negeri |
Situbondo. Jurnal Multidisiplin Ibrahimy, 2(1), 151-160.
https://doi.org/10.35316/jummy.v2i1.5590

Implementasi Teknologi dalam Pembelajaran di Era Digital: Tantangan dan Peluang
bagi Dunia Pendidikan di Indonesia. (2023). Jurnal Pendidikan West
Science, 1(07), 473-480. https://doi.org/10.58812/jpdws.v1i07.542

Imran, M. A., Said, I. M., Darwis, M., Kuswarini, P., & Makassar, U. M. (2022).
Grammatical Competence of The Deaf by Written Language Base on Social
Media Facebook. 6(5), 8998-9004.

Isnawan, M. G. (2020). Kuasi eksperimen. Nashir Al-Kutub Indonesia.

Javed, M., & Ahmad, A. (2013). Investigating ESL students’ academic performance
in tenses. Journal on English Language Teaching, 3(4), 21-26.

Jusuf, H. (2016). Penggunaan Gamifikasi dalam Proses Pembelajaran. Jurnal
TICOM, 5(1), 1-6. Retrieved from
https://media.neliti.com/media/publications/92772-1D-penggunaan-
gamifikasi-dalam-proses-pembe.pdf

Karagul, B. I., & Yuksel, D. (2014). Teaching grammar. In Teaching Language
Skills (pp. 159-168). Nova Science Publishers, Inc.
https://doi.org/10.4324/9781410613813-6

Kristi, E. (2025). EFFECTIVENESS OF USING THE QUIZ1ZZ APPLICATION IN
IMPROVING GRAMMAR PROFICIENCY . Al-Mubin: Islamic Scientific
Journal, 8(1), 187-198. https://doi.org/10.51192/almubin.v8i1.1918

Lastari, D. S. (2022). Using Quizizz Application To Enhance Students’ Grammar
Competence. Eduscience : Jurnal llmu Pendidikan, 7(02).
https://doi.org/10.47007/edu.v7i02.5535


https://doi.org/10.58812/jpdws.v1i07.542
https://media.neliti.com/media/publications/92772-ID-penggunaan-gamifikasi-dalam-proses-pembe.pdf
https://media.neliti.com/media/publications/92772-ID-penggunaan-gamifikasi-dalam-proses-pembe.pdf
https://doi.org/10.4324/9781410613813-6

61

Limin, S., & Fitrisiswanty. (2024). Strategi Pembelajaran Menggunakan Metode
Pembelajaran Berbasis Permainan dengan Media Pembelajaran
Quizizz. Harati: Jurnal Pendidikan Kristen, 4(1), 122-131.
https://doi.org/10.54170/harati.v4i1.367

Magdalena, R., & Angela Krisanti, M. (2019). Analisis Penyebab dan Solusi
Rekonsiliasi Finished Goods Menggunakan Hipotesis Statistik dengan
Metode Pengujian Independent Sample T-Test di PT.Merck, Tbk. Jurnal
Tekno, 16(2), 35-48.https://doi.org/10.33557/jtekno.v16i1.623

Marsden, H. (2018). Generative second language acquisition and language teaching
(pp. 283-308). https://doi.org/10.1075/sibil.55.11mar

Mumtaz, S., & Ammar, F. M. (2022). The Influence of Quizizz Game Media on
Interest in Learning Arabic in Class 10 Students of SMA Muhammadiyah 3
Reinforcement. Journal of Islamic and Muhammadiyah Studies, 3.
https://doi.org/10.21070/jims.v3i0.1570

Murtiningsih, S. R., Wati, N. P. T. A., & Haryadi, D. (2024). The Effectiveness of
Mobile Applications in Developing Students’ English Grammar Skills. In E3S
Web of Conferences (Vol. 594, p. 05008). EDP Sciences.

Ningsih, N. W., Rahmawati, W. T., & Lubis, S. I. (2024). the Effect of Quizizz on
Students’ Reading Comprehension of Grade X At Smk Swasta Pab 1 Helvetia
Academic Year 2023-2024. Pedagogi: Jurnal llmiah Pendidikan, 10(2), 144—
149. https://doi.org/10.47662/pedagogi.v10i2.756

Nurhadianti, Hurnia Pebriana, Wijaya, H., & M. Arsyad. (2023). Implementasi
Aplikasi Quizizz Dalam Meningkatkan Hasil Belajar Bahasa Inggris pada
Siswa Kelas XI SMA Negeri 2 Mataram. ALINEA : Jurnal Bahasa, Sastra
Dan Pengajarannya, 3(2), 393-404. https://doi.org/10.58218/alinea.v3i2.580

Nurwahid, M. H., Marom, M. A., Rosyad, S. F., Firmantara, W., Mahardika, G. A., &
Atmaja, W. (2024). Seminar Nasional Informatika Bela Negara (SANTIKA)
Rancang Bangun Gamifikasi E-Learning: Petualangan Mahasiswa dalam
Mencari Harta Karun Kelulusan di E-Learnia.

Ogwudile, C. E. C. (2022). Ogwudile Indexed in Google Scholar (EMAIL:
officialnjas@gmail.com) THE POSITION OF GRAMMAR IN ENGLISH
LANGUAGE TEACHING. Nigerian Journal of African Studies (Njas, 4(1),
2734-3146.

Olufunmilayo, O. (2023). Innovative Uses of Technology for Teaching and
Learning. Journal of Specialised and Professional Education, 7(1), 24-34.


https://doi.org/10.54170/harati.v4i1.367
https://doi.org/10.1075/sibil.55.11mar
https://doi.org/10.21070/jims.v3i0.1570

62

Pham, A. T. (2023). The impact of gamified learning using Quizizz on ESL learners’
grammar achievement. Contemporary Educational Technology, 15(2), ep410.
https://doi.org/10.30935/cedtech/12923

Pitoyo, M. D., Sumardi, & Asib, A. (2020). Gamification-based assessment: The
washback effect of quizizz on students’ learning in higher education.
International Journal of Language Education, 4(1), 1-10.
https://doi.org/10.26858/ijole.v4i2.8188

Pramudiana, N., & Chairiyani, I. (2022). An Error Analysis on Using Present
Continues Tense. Edumaspul: Jurnal Pendidikan, 6(2), 1735-1740.
https://doi.org/10.33487/edumaspul.v6i2.2429

Pratiwi, Y. N. (2023). Improving Students Grammar Mastery Using Digital Literacy
for Seventh Grade Students of Smpn 1 Tambun Selatan, 9(2), 1-11.

Priyanti, N. W. I., Santosa, M. H., & Dewi, K. S. (2019). EFFECT OF QUIZIZZ
TOWARDS THE ELEVENTH-GRADE ENGLISH STUDENTS’ READING
COMPREHENSION IN MOBILE LEARNING CONTEXT. LEJU, 2(2).

Putri, A. D., Ahman, A., Hilmia, R. S., Almaliyah, S., & Permana, S. (2023).
Pengaplikasian uji t dalam penelitian eksperimen. Jurnal Lebesgue: Jurnal
IImiah Pendidikan Matematika, Matematika Dan Statistika, 4(3), 1978-1987.

Ratnasari, E., Hikmawati, R., & Ghifari, R. N. (n.d.). QUIZIZZ APPLICATION AS
GAMIFICATION PLATFORM TO BRIDGE STUDENTS IN TEACHING
READING COMPREHENSION.

Richards, J. C., & Reppen, R. (2014). Towards a pedagogy of grammar
instruction. RELC Journal, 45(1), 5-25.
https://doi.org/10.1177/0033688214522622

Richards, J. C., & Schmidt, R. W. (2013). Longman Dictionary of Language
Teaching and Applied Linguistics. Longman Dictionary of Language
Teaching and Applied Linguistics. Routledge.
https://doi.org/10.4324/9781315833835

Rokhaniyah, H., Ardiyanti, D., & Hidayat, N. (2025). Quizizz-online gamification on
learning engagement and outcomes in English lecturing process.
International Journal of Evaluation and Research in Education (IJERE),
14(2), 1408-1416. https://doi.org/10.11591/ijere.v14i2.29992

Rompegading, A. B., Syam, L., & Nasir, M. (2022). Effect of Using the Reading,
Questioning, and Answering (RQA) Assistance of the Quizizz Media
Learning Model on the Science Literature Ability of Students. Jurnal
Penelitian Pendidikan IPA, 8(6), 3165-3169.
https://doi.org/10.29303/jppipa.v8i6.2412


https://doi.org/10.33487/edumaspul.v6i2.2429
https://doi.org/10.1177/0033688214522622
https://doi.org/10.4324/9781315833835

63

Sallamah, I. B., & As Sabiqg, A. H. (2020). Does Instagram as Learning Media Affect
Students’ Writing Skill on Recount Text?: An Experimental
Research. REiLA : Journal of Research and Innovation in Language, 2(3),
126-133. https://doi.org/10.31849/reila.v2i3.5501

Saputri, H. A., Zulhijrah, Larasati, N. J., & Shaleh. (2023). Analisis Instrumen
Assesmen : Validitas, Reliabilitas, Tingkat Kesukaran, dan Daya Beda Butir
Soal. Didaktik : Jurnal Ilmiah PGSD FKIP Universitas Mandiri, 09(05),
2986-2995.

Saripudin & Robbani, M. (2024). Integrasi Teknologi dalam Pendidikan Islam.
EduTech: Jurnal Teknologi Pendidikan, 23(3), 336-346.

Shobikah, N. (2020). Competences in English. Journal of Research on English and
Language Learning (J-REaLL), 1(1), 23. https://doi.org/10.33474/j-
reall.v1i1.5280

Sidik, M. (2023). Penggunaan Quizizz Sebagai Media Asessment Untuk
Meningkatkan Motivasi Dan Hasil Belajar IPS Kelas IX-E di SMPN 3
Cilimus. In Jurnal llmiah Pendidik Indonesia (Vol. 2, Issue 1).

Sitorus, D. S., & Santoso, T. N. B. (2022). Pemanfaatan Quizizz Sebagai Media
Pembelajaran Berbasis Game Pada Masa Pandemi Covid-19. Scholaria:
Jurnal Pendidikan Dan Kebudayaan, 12(2), 81-88.
https://doi.org/10.24246/j.j5.2022.v12.i2.p81-88

Social Science Statistics. (n.d.). Effect Size Calculator for Independent t-test.
Retrieved from https://www.socscistatistics.com/effectsize/

Thornbury, S. (2002). Training in instructional conversation (pp. 95-106).
https://doi.org/10.1075/111t.4.07tho

Vu, N. N, Nhi, K. T., Ha, T. N., & Tien, B. D. (2024). Assessing the Effectiveness of
Quizizz Mobile App in Improving Grammar Competence among EFL
Students. Rupkatha Journal on Interdisciplinary Studies in Humanities, 16(2).
https://doi.org/10.21659/rupkatha.v16n2.01g

Yunita, M., Harum, A., Kusnadi, & Hasmawati. (2024). Meningkatkan Motivasi
Belajar Peserta Didik Broken Home dengan Teknik Reinforcement
Positif. Jurnal Pemikiran Dan Pengembangan Pembelajaran, 6(1), 15-21.

Zuhriyah, S., & Pratolo, B. W. (2020). Exploring students’ views in the use of quizizz
as an assessment tool in english as a foreign language (efl) class. Universal
Journal of Educational Research, 8(11), 5312-5317.
https://doi.org/10.13189/ujer.2020.081132


https://doi.org/10.31849/reila.v2i3.5501
https://doi.org/10.33474/j-reall.v1i1.5280
https://doi.org/10.33474/j-reall.v1i1.5280
https://doi.org/10.24246/j.js.2022.v12.i2.p81-88
https://doi.org/10.1075/lllt.4.07tho
https://doi.org/10.21659/rupkatha.v16n2.01g
https://doi.org/10.13189/ujer.2020.081132

