
 

27 
 

REFERENCES  

 

Akhtar, D.M.I., 2016. Research design. Research Design (February 1, 2016). 

Alexiou, A. and Schippers, M.C., 2018. Digital game elements, user experience and 

learning: A conceptual framework. Education and Information Technologies, 

23(6), pp.2545-2567. 

Annetta, L.A., 2010. The “I's” have it: A framework for serious educational game 

design. Review of general psychology, 14(2), pp.105-113. 

Ashraf, H., Motlagh, F.G. and Salami, M., 2014. The impact of online games on 

learning English vocabulary by Iranian (low-intermediate) EFL learners. 

Procedia-Social and Behavioral Sciences, 98, pp.286-291. 

Bourgonjon, J., Valcke, M., Soetaert, R. and Schellens, T., 2010. Students’ 

perceptions about the use of video games in the classroom. Computers & 

Education, 54(4), pp.1145-1156. 

Bruno, N. and Pavani, F., 2018. Perception: a multisensory perspective. Oxford 

University Press. 

Chen, H.J.H. and Hsu, H.L., 2020. The impact of a serious game on vocabulary and 

content learning. Computer Assisted Language Learning, 33(7), pp.811-832. 

DeHaan, J., Reed, W.M. and Kuwanda, K., 2010. The effect of interactivity with a 

music video game on second language vocabulary recall. Language 

Learning & Technology, 14(2), pp.74-94. 

Demuth, A., 2013. Perception theories. Kraków: Trnavská univerzita. 

Dhamayanti, F.I., 2021. EFL students’ perception and motivation toward quizizz as 

e-learning media in english e-classroom. Education of English as Foreign 

Language, 4(2), pp.71-78. 

Ebrahimzadeh, M. and Alavi, S., 2016. Motivating EFL students: E-learning 

enjoyment as a predictor of vocabulary learning through digital video games. 

Cogent Education, 3(1), p.1255400. 

Fang, X. and Zhao, F., 2010. Personality and enjoyment of computer game play. 

Computers in Industry, 61(4), pp.342-349. 



 

28 
 

Fokides, E., Atsikpasi, P., Kaimara, P. and Deliyannis, I., 2019. Factors influencing 

the subjective learning effectiveness of serious games. Journal of Information 

Technology Education. Research, 18, p.437. 

Foley, H.J. and Bates, M., 2019. Sensation and perception. Routledge. 

Giannakos, M.N., 2013. Enjoy and learn with educational games: Examining 

factors affecting learning performance. Computers & Education, 68, pp.429-

439. 

Girard, C., Ecalle, J. and Magnan, A., 2013. Serious games as new educational 

tools: how effective are they? A meta‐analysis of recent studies. Journal of 

computer assisted learning, 29(3), pp.207-219. 

Hamid, M.A., Yuliawati, L. and Aribowo, D., 2020. Feasibility of 

Electromechanical Basic Work E-Module as a New Learning Media for 

Vocational Students. Journal of Education and Learning (EduLearn), 14(2), 

pp.199-211. 

Iten, N. and Petko, D., 2016. Learning with serious games: Is fun playing the game 

a predictor of learning success? British Journal of Educational Technology, 

47(1), pp.151-163. 

Kebritchi, M., 2010. Factors affecting teachers' adoption of educational computer 

games: A case study. British Journal of Educational Technology, 41(2), 

pp.256-270. 

Pappas, C., 2015. Gamification vs game-based elearning: How to integrate them 

into your elearning course design. 

Phan, M.H., Keebler, J.R. and Chaparro, B.S., 2016. The development and 

validation of the game user experience satisfaction scale (GUESS). Human 

factors, 58(8), pp.1217-1247. 

Ramdhani, M.A. and Muhammadiyah, H., 2015. The criteria of learning media 

selection for character education in higher education. 

Schunk, D.H., Meece, J.L. and Pintrich, P.R. (2014) Motivation in Education: 

Theory Research and Applications. 94th Edition, Pearson, Boston. 

Van Wyk, B., 2012. Research design and methods Part I. University of Western 

Cape. 



 

29 
 

Yudintseva, A., 2015. Game-enhanced second language vocabulary acquisition 

strategies: A systematic review. Open Journal of Social Sciences, 3(10), 

p.101. 

 


