REFERENCES

Anderias, H and Guntara, Y.(2020). Analyzing the response of learners the use of
kahoot as gamification of learning phyiscs. Gravity: jurnal ilmiah
penelitian dan pembelajaran fisika.

Bald, J. (2007). Using Phonics to Teach Reading and Spelling. Paul Chapman

Baraceros, E. L. (2005). Communication Skills 1: Improving Study and Thinking
Skills. Manila: Rex Book Store

Bayhaki. (2014). Developing English Worksheetss Based On Material For The
Seven Grade At Mts Darul Amin Palangkaraya. Palangkaraya: Tesis.
Tidak Dipublikasikan

Bayly, D. J. (2016). A meta-analysis of the effects of audience response systems
(clicker-based technologies) on cognition and affect. Computers &
Education

Bernard, J., Chang, T.W., Popescu, E., & Graf, S. (2017). Learning Style
Identifier: Improving The Precision Of Learning Style Identification
Through Computational Intelligence Algorithms. Expert System with
Application

Borg, W., & Gall, M.D (1983). Educational Research An Introduction (Fourth
Ed). New York: Longmen Inc.

Brown, H.D.(2003). Language assessment: principles and classroom practice.
California: san fransisco state university

Brown, H.D.(2004). Language assessment: principles and classroom practice.
Newyork: Pearson education,inc.

Byrne, R. (2013). Free Technology For Teachers: Kahoot! —Create Quizzes And
Surveys You Students Can Answer On Any Device. Retrivied December 12,
2015, From Http://Www.Freetech4teachers.Com/2013/11/Kahoot-Create-
Quizzes-And-Surveys-Y our.Html#.VInc78buzuu

Chotimah, I. C., & Rafi, M . F. (2018). The Effectiveness Of Using Kahoot As A
Media In Teaching Reading. Jurnal Elink,5(1), 19

Cross, J. (2014). Introduction To Kahoot For Your Classroom Assesments.

Retrieved January 31, 2015, From
Https://Www.Y outube.Com/Watch?V=Pyorrtlxys

70



71

Dalman. (2013). Keterampilan Membaca. Bandar Lampung. Alfabets

Darusman (2008). Penggunaan Media Belajar. D itjen Dikti Depdiknas. Jakarta.

Dellos, R. (2015). Kahoot! A Digital Game Resource For Learning. International
Journal Of Instructional Technplogy And Distance Learning

Depdiknas.(2008) Panduan Pengembangan Bahan Ajar. Jakarta: Direktorat
Jenderal Menengah Pendidikan Dasar dan Menengah.

Duhaney, D. C. (2000).Technology and educational process: Transforming
classroom activities./nternational Journal of Instructional Media, 27(4).

Elwer, A. (2014). Early predictors of reading comprehension difficulties
(Linkoping Studies in Behavioural Science, No.186). Linkoping: LiU-
tryck.

Fauziati, E. (2010). Teaching English As A Foreign Language. Surakarta: Era
Pustaka Utama.

Fraenkel, J. R. & Norman E. W. (2009). How to Design and Evaluate Research in
Education. New York. McGraw-Hill companies.

Fred D. W.(1986). The Writer’s Art, California: Wadsworth Publishing Company.

Gall, M. D., Gall, J. P ., & Borg, W . R . (2003). Educational Research: An
Introduction (7" Ed). Boston: Allyn & Bacon

Grabe, W., & Stoller, F. L. (2013). Teaching And Researching Reading, Second
Edition. In Teaching And Researching Reading. Second Edition

Granic, I, Lobel, A., & Engles, R. C. M. (2014). The Benefits of Playing Video
Games. American Psychologist, 69,66-67

Hameed,R.A. 2009. The effect of interactive approach Vs cognitive approach on
students’ reading comprehension. Journal of missan researches, 6(11).

Heica, Y, And Abdat (2013). Teaching Reading For Specific Economic Purposes:
Identifying Criteria For Text Selection. English For Specific Purpose
World Xiv (39) 1-11

Heilman, A, W., Blair, T. R., & Rupley, W. H.(1998). Principles and Practice of
Teching Reading Kahoot! Game-Based Blended Learning & Classroom
Response System (2014). Retrieved January 17, 2015, From
Https://Getkahoot.Com



72

Hovius, A. S., & Van Eck, R. N. (2015). Digital Games for 21 st-century learning.
Teacher Librarian, 42 (5), 34-38

Husna, T., Mulyati,, & Sari, L. Y.. (2015). Pengembangan LKS dengan
Pendekatan Saintifik Pada Materi Klasifikasi Makhluk Hidup Untuk Kelas
Vil SMP

Hutchinson, T. & Waters, A. (1987). English For Spesific Purpose: A Learning
Centered Approach. Cambridge University Press

Hyland, K. 2004. Genre and second language writing. The united state of
America: The university of machigan press.

Kemendikbud. (2013). Kementrian Pendidikan Dan Kebudayaan Tentang
Implementasi Kurikulum 2013.

Muhammad, Y. (2018). Impementation Of Kahoot Application To Improving Of
Interest Of Civic Education Learning (Experimental Research In Class Xi
Of Sma Negeri 1 Garut). Journal Civic And Social Studies, Vol 2 (No.1).

Natalia V. L. (2017). Enhancing English Language Learners’ Motivation Though
Online Games. Information Technologies And Learning Tools, 59(3), 126-
133

Newhouse, C., P. (2002). The Impact Of Ict On Learning And Teaching. Perth:
Specialist Educational Services.

Pence, H.E. (2009).Teaching in the 21% century. Journal of educational
technology systems,38(2).

Permendikbud No. 37 Tahun 2018 Tentang Perubahan Atas Kemendikbud No, 24
Tahun 2016 Tentang KI dan KD Pelajaran pada K13

Peronity. (2011). Improving Students’ Ability in Writing Descriptive Text
Using Clustering Technique. Journal of English Language Teaching,
2(2).

Plump, C., & Larosa, J. (2017). Using Kahoot In The Classroom To Create
Engagement And Active Learning: A Game- Based Technology Solution
For Elearning Novices. Management Teaching Review, 2(2), 151-158.
Http://Dx.Doi.0Org/10.1177//2379298116689783

Prastowo, A. (2012). Panduan Kreatif Membuat Bahan Ajar Inovatif. Yogyakarta:
Diva Pers



73

Pratolo,W.,Lofti, M.(2021). Students’ Perception Toward The Use Of Kahoot!
Online Game For Learning English. Ethical Lingua 8 (1): 276-284

Putri, A. R. (2019). The Effectiveness Of Using Kahoot Game To Improve
Students’ Vocabulary Comprehension, 96

Rofiyarti, F. (2017). Penggunaan Platform “Kahoot” Dalam Menumbuhkan Jiwa
Kompetitif Dan Kolaboratif Anak. Pedagogi: Jurnal Anak Usia Dini Dan
Pendidikan Anak Usia Dini, Vol 3 (No.3b)

Setiawan, M, F. (2020). The Effectiveness Of Using Kahoot! As A Media To
Improve Students’ Reading Comprehension In Recount Text. RETAIN,
3(8), 115-121

Shehu. (2015) Problems Reading Comprehension Encountered by Foreign
Language Students, Case Study: Albania, Croatia.Academic Journal of
Interdisciplinary Studies, 93

Shielvy L. M. (2019). Developing Students Worksheet for Reading Comprehension
of Descriptive Text Using Kahoot for Tenth Grade Students at SMA
Dharma Pancasila Medan: University of Medan

Sibel, Halise. 2018. Implementation of the Digital Assesment Tool Khoot! On
Elementary School, International Technology and Educational Journal,

Vol 2 (No.1).

Siegel, D.(2015). Technology: Learning can be fun and games. Gifted child today
magazine, 38(3).

Sugiyono. (2012). Metode Penelitian Kuantitatif & Kualitatif Dan R&D Edisi
Kedua. Bandung: Alfabeta

Sugiyono. (2013). Metode Penelitian Kuantitatif & Kualitatif Dan R&D Edisi
Ketiga. Bandung: Alfabeta

Suharto, S. E. M. M.(2008). Bahan Kuliah Statistik. Lampung: Fakultas Ekonomi
Universitas Muhammadiyah Metro

Sutiasih. (2009). Pengembangan Perangkat Pembelajaran Kooperatif Tipe STAD
Untuk Pembelajaran Bahasa Inggris di Kelas II SLTP. Surabaya:Thesis.
Tidak dipublikasikan

Tenau, F.K.R., Anisa,Y.,& Widyaningrum, B.W. (2019). The Use Of Kahoot! As
Formative Assesment In Education. Indonesian Journal Of English
Language Studies.



74

Thomas, C. (2014). Kahoot! Retrieved January 17, 2015, From
Https://Www.Graphite.Org/Website/Kahoot.

Wahyuni, S. & Arief (2014). The Development Of Students Worksheets Based On
Scientific Approach For Increasing The Critical Thingking Skills Of
Senior High School Students In Grade Xi Natural Science.

Wilbur, D.A.(1966). Composition: Model and Exercise, New York: Harcourt,
Brace & World, inc.

Zarzycka- Psikorz, E., & Podchor, U. (N.D). Kahoot It Or Not? Can Games Be
Motivating In Learning Grammar?.Pedagogical University Of Cracow.
16(3), 17-36



