
98 
 

BIBLIOGRAPHY 

Afifah, A., and Atmazaki. “The Effect of Kahoot-Based Team Game Tournament 

Type Cooperative Model and Learning Motivation on Indonesian Language 

Learning Outcomes.” JOLLT Journal of Languages and Language 

Teaching 12, no. 4, t.t.p., (2024): 1739–1754. 

Aeni, N., S. Nur, S. Limbong, and M. Yunus. “Promoting EFL Students’ 

Engagement by Using Baamboozle: Digital Game-Based Learning in 

Indonesian Higher Education.” Journal of English Education and Teaching, 

t.t.p.,(2024). 

Amanda, N. H., and Rofiqoh. “Pemanfaatan Media Digital Interaktif untuk 

Meningkatkan Antusiasme Belajar Bahasa Inggris.” Sindoro: Cendikia 

Pendidikan 17, no. 11 (2025): 261–270. 

https://ejournal.cibinstitute.com/index.php/sindoro/article/view/189. 

Amelia, D., and A. Fatyra. “Meningkatkan Keterampilan Mendengarkan 

Pembelajar EFL Indonesia Melalui Lagu Bahasa Inggris: Pendekatan 

ALM.” Karimah Tauhid 3, no. 5 t.t.p., (2024): 5822–5832. 

Aprillia, R. Application of Teams Games Tournament Using Educaplay to Improve 

Elementary School Students’ Motivation to Speak. Undergraduate thesis, 

Universitas Pendidikan Indonesia, 2025. 

Arikunto, S. Prosedur Penelitian: Suatu Pendekatan Praktik. 15th ed. Jakarta: 

Rineka Cipta, 2013. 

Arsyad, A. Media Pembelajaran. Jakarta: RajaGrafindo Persada, 2017. 

Bajaj, M. “The Role of Digital Learning Platforms in Enhancing Student 

Engagement.” t.t.p.,2024. https://doi.org/10.25215/819818984X.01. 



99 
 

 
 

Berlyne, D. E. Conflict, Arousal, and Curiosity. New York: McGraw-Hill, 1960. 

Chiu, T. K. “Using Self-Determination Theory (SDT) to Explain Student STEM 

Interest and Identity Development.” Instructional Science 52 (2024): 89–

107. 

Creswell, J. W. Educational Research: Planning, Conducting, and Evaluating 

Quantitative and Qualitative Research. 4th ed. Boston: Pearson, 2012. 

———. Research Design: Qualitative, Quantitative, and Mixed Methods 

Approaches. 4th ed. Thousand Oaks, CA: SAGE Publications, 2014. 

Crow, L. D., and A. Crow. Educational Psychology. New York: Prentice-Hall, 

1995. 

Deci, E. L., and R. M. Ryan. Intrinsic Motivation and Self-Determination in Human 

Behavior. New York: Plenum Press, 1985. 

———. “The ‘What’ and ‘Why’ of Goal Pursuits: Human Needs and the Self-

Determination of Behavior.” Psychological Inquiry 11, no. 4 (2000): 227–

268. https://doi.org/10.1207/S15327965PLI1104_01. 

DeVries, D. L., and K. J. Edwards. “Learning Games and Student Teams: Their 

Effects on Classroom Processes.” American Educational Research Journal 

10, no. 4 (1973): 307–318. 

Dewey, J. Interest and Effort in Education. Boston: Houghton Mifflin, 1913. 

———. Experience and Education. New York: Kappa Delta Pi, 1938. 

Fitriani, D., S. Yuliani, and R. A. Pratama. “The Effect of Baamboozle Digital 

Games on EFL Vocabulary Mastery of Grade VIII Students.” Journal of 

English Language Teaching and Learning 6, no. 1 (2025): 88–97. 



100 
 

 
 

Fitriani, F., Susanto, F., Efrizal, D. “The Effect of Digital Baamboozle Game 

toward Students’ Vocabulary Mastery.” Jurnal Penelitian Ilmu Pendidikan 

Indonesia 4, no. 3 (2025): 1272–1283. 

Gillies, R. M. “Structuring Cooperative Group Work in Classrooms.” International 

Journal of Educational Research 39, nos. 1–2 (2003): 35–49. 

Hurlock, E. B. Developmental Psychology. New York: McGraw-Hill, 1978. 

Izzaturrahman. Application of the Baamboozle-Assisted Teams Games Tournament 

(TGT) Model on Science Learning Interest. Undergraduate thesis, 

Universitas Negeri Yogyakarta, 2025. 

Johnson, David W., and Roger T. Johnson. “Cooperative Learning: The 

Foundation for Active Learning.” In Active Learning – Beyond the Future, 

edited by Sílvio Manuel Da Rocha Brito. London: IntechOpen, 2018. 

https://doi.org/10.5772/intechopen.81086  

———. “An Educational Psychology Success Story: Social Interdependence 

Theory and Cooperative Learning.” Educational Researcher 38, no. 5 

(2009): 365–379. 

Johnson, D. W., R. T. Johnson, and K. A. Smith. “Constructive Controversy: The 

Energizing Power of Conflict.” Change: The Magazine of Higher Learning 

32, no. 5 (2000): 28–37. 

Khasanah, S. The Effectiveness of the Teams Games Tournament Learning Model 

Assisted by Wordwall. Undergraduate thesis, Universitas Negeri Semarang, 

2025. 

Kotrun Nada, A., F. Rahman, and M. E. Putri. “The Effect of Teams Games 

Tournament on Student Motivation and Collaboration Skills.” Journal of 

Science Education Research 8, no. 1 (2024): 23–31. 



101 
 

 
 

Maharani, C. “Analisis Faktor Minat Siswa.” In Prosiding Penelitian UIBU, 2023. 

Damayanti, Mariana, and Irma Savitri Sadikin. “Factors Influencing Students' 

Interest towards Learning English as a Foreign Language.” ELTIN 

Journal: Journal of English Language Teaching in Indonesia 11, no. 2 

(2023).  

Maslow, A. H. Motivation and Personality. New York: Harper & Row, 1954. 

Melati. The Effect of the Teams Games Tournament Cooperative Learning Model 

Assisted by Baamboozle Media. Undergraduate thesis, Universitas Negeri 

Makassar, 2025. 

Nahak, Y. E. “Improving English Learning Achievement through the Teams Games 

Tournament Learning Model.” Journal of English Education Studies 5, no. 

1 (2023): 61–72. 

Oroujlou, Nasser, and Majid Vahedi. “Motivation, Attitude, and Language 

Learning.” Proceedia – Social and Behavioral Sciences 29 (2011): 994 – 

1000. https://doi.org/10.1016/j.sbspro.2011.11.333. 

Prasetyawati, L. “The Effect of the Teams Games Tournament Learning Model on 

Students’ English Vocabulary Mastery.” Journal of Language and 

Education Research 4, no. 2 t.t.p.,(2022): 112–120. 

Radfar, Z., and N. Lengkanawati. “Exploring the Motivation of English Language 

Learning Students in Indonesia.” t.t.p., Pages 116–118. 2020. 

Ratinho, E., and C. Martins. “The Role of Gamified Learning Strategies in 

Students’ Motivation in High School and Higher Education: A Systematic 

Review.” Heliyon 9 (2023): e19033. 

https://doi.org/10.1016/j.heliyon.2023.e19033. 



102 
 

 
 

Sadiman, A. S., et al. Media Pendidikan: Pengertian, Pengembangan, dan 

Pemanfaatannya. Jakarta: RajaGrafindo Persada, 1996. 

Santika, N., et al. “Minat Belajar Siswa pada Pembelajaran Teknologi Informasi.” 

Jurnal Pendidikan Teknologi Informasi 4, no. 2 (2020): 950–960. 

Sari, A. W. Efektivitas Media Leaflet Cetak Teks Berita MTs. Undergraduate thesis, 

UIN SATU Tulungagung, 2025. 

Sari, D. P., and A. Y. Wahyudin. “The Effect of Kahoot-Based Gamification on 

Students’ Interest in Learning English.” Journal of English Language 

Teaching and Learning 2, no. 2 (2021): 45–54. 

Sari, N. P. Penerapan Model Teams Games Tournament (TGT). Undergraduate 

thesis, Universitas Negeri Yogyakarta, 2018. 

Shin, Dajung Diane. “Curiosity Promotes Self-Regulated Learning and 

Achievement in Online Courses for Students with Varying Self-Efficacy 

Levels.” Educational Psychology 44, no. 4 (2024): 455–474. 

https://doi.org/10.1080/01443410.2024.2372302. 

Slameto. Belajar dan Faktor-Faktor yang Mempengaruhinya. Rev. ed. Jakarta: 

Rineka Cipta, 2013. 

Slavin, R. E. Cooperative Learning: Theory, Research, and Practice. 2nd ed. 

Boston: Allyn & Bacon, 1995. 

Sudjana, N., and A. Rivai. Media Pengajaran. Bandung: Sinar Baru Algensindo, 

2002. 

Suryani, A., and L. Rahmawati. t.t.p.,“Students’ Interest and Its Contribution to 

English Learning Outcomes in EFL Context.” Vision: Journal of Language 

Education 18, no. 2 (2023): 55–65. 



103 
 

 
 

Valentina, F. R., A. Rosnaningsih, and N. Muttaqien. t.t.p.,“Analisis Minat Belajar 

Siswa dalam Mata Pelajaran Bahasa Inggris Siswa Kelas III di SDN 

Karawaci Baru 4.” Jurnal Pendidikan dan Konseling (JPDK) 4, no. 5 

(2022): 2112–2124. https://doi.org/10.31004/jpdk.v4i5.6919. 

Walidaina, F. A. J. t.t.p., The Effectiveness of Baamboozle to Escalate Seventh 

Grade Students’ Vocabulary Learning Outcomes. Thesis, Universitas Islam 

Balitar, 2024. 

Warsita, B. t.t.p.,“Teori Belajar Robert M. Gagne dan Implikasinya pada 

Pentingnya Pusat Sumber Belajar.” Jurnal Teknodik 12, no. 1 (2008): 64–

78. 

Zakaria, A., and N. Y. K. Zakaria. t.t.p.,“The Impact of Digital Game-Based 

Learning Tools on Motivation, Engagement, and Performance in Language 

Education.” International Journal of Academic Research in Progressive 

Education and Development 14, no. 1 (2025): 2235–2251. 

Zedri, et al. t.t.p., “Wordwall EFL MTs.” Al-Alam INSEJ 4, no. 2 (2025): 221–235


