BIBLIOGRAPHY

Adnan, A. (2013).Gamification for Learning. New Era Teachers: guraru.org/info/gamification-
untukpembelajaran

Ahmed, A.A.A., et al. (2022). MALL and EFL Learners’ Speaking: Impacts of Duolingo and WhatsApp
Applications on Speaking Accuracy and Fluency. Education Research Article.
https://doi.org/10.1155/2022/6716474

Anne, Burns. (2012). A Holistic Approach to Teaching Speaking in the Language Classroom.
Symposium.

Arismunandar. (2016). Improving Speaking Ability Of The Eleventh Grade Students Through Oral
Simulation Technique At SMA Negeri 2 Panca Rijang Sidenreng Rappang. Thesis . (STKIP)
Muhammadiyah Sidenreng Rappang.

BBC World Service. (2003). Learning Engglish Better Speaking Guide to Improving Your Spoken
English. British Broadcasting Corporation.

Brown, G. & Yule, G. (1983). Discourse analysis. Cambridge: Cambridge University
Bygate, M. (1987). Speaking. Oxford: Oxford University Press.

Carol J, Orwig. (2000). Speaking Skill. Inetnent Tessol. (http://www.sill.org)

Cresswell, J. W. (2008). Research Design: Qualitative, Quantitative, and Mixed Method Approaches.
California: Sage Publications, Inc.doi: https://dx.doi.org/10.24093/awej/call5.4

Depdiknas. (2006). Kurikulum 2006: Standart Kompetensi Mata Pelajaran Bahasa Inggris SMP/MTSs.
Jakarta: Depdiknas

Fauzi, A.R. (2018). The Effectiveness of Duolingo in Improving Vocabulary Ability at the Sixth Grade
of Madrasah Ibtidaiyah Darul llmi Banjarbaru School Year 2017/2018. Thesis. Antasari State
Islamic University.

Fauzi, Ahmad. (2012). Productive Vocabulary Mastery and Speaking Ability for the Ten Students of
MA NW Pancor in the School Year 2011/2012. Thesis. Selong: STKIP Hamzanwadi.

Fitriani, et al . (2021). Genre-Based Visualization through an Online Teaching Platform: A Strategy to
Engage with Academic Texts during the Covid-19 Outbreak. XLinguae, 14 (1): 270-88.
https://doi.org/10.18355/XL.2021.14.01.20.

Fitriani. (2015). The Effectiveness of Think-Pair-Share Technique in Improving Students' Speaking
Ability of Eight Grade Students of SMPN 4 Panca Rijang. S-1 Thesis. Sidrap: STKIP
Muhammadiyah.

Gay et al. (2006). Educational Research : Competences for Analysis and Applications. Pearson.

Hasyim, H., Rafig, K.R., Yunus, M.M. (2019).Improving ESL Learners' Grammar fauzWith Gamified-
Learning. Arab World English Journal. 5: 41- 50.

Heaton, John Brian. 1988. Writing English Language Test. New York: Long Man.


https://doi.org/10.1155/2022/6716474
http://www.sill.org/
https://dx.doi.org/10.24093/awej/call5.4
https://doi.org/10.18355/XL.2021.14.01.20

Herlina,E., et al.(2021). Penggunaan Duolingo sebagai Media Pembelajaran Berbasis Teknologi
dalam Meningkatkan Keterampilan Berbicara Siswa. Journal Article. Prosiding Seminar
Nasional Pendidikan STKIP Kusuma Negara Il SEMNARA 2021.
https://jurnal.stkipkusumanegara.ac.id/index.php/semnara2020/article/view/1193

Husen, F.L.(2020). Using Duolingo Application to Improve Students' Translation. Thesis. Makassar:
Muhammadiyah University of Makassar

International Journal of English Linguistics. (2013) Vol. 3, No. 1; 2013 ISSN 1923-869X E-ISSN 1923-
8703. Canadian Centre of Science and Education

Jusuf, H. (2016). The Use of Gamification in the Learning Process. TICOM Journal. 5(1)

Kathleen B, Egan. (1999). Speaking: A Critical Skill and A Challenge. Federal Language Learning
Laboratory, CALICO Journal.

Krisbiantoro, B.(2021). The Effectiveness of gamification to improve students' tenses mastery.
International Conference on Education of Suryakancana. Hope of the Nation University.

Moncada, S.M. &; Moncada, T. P. (2014). Gamification of Learning in Accounting Education. Journal
of Higher Education Theory and Practice. 14 (3), 9

Muharral. (2023). The Use Of Duolingo Application To Improve Students' Speaking Skill. Thesis. Ar-
Raniry State Islamic University of Banda Aceh.

Munir, Ahmad. (2005). Communication Strategies Toward Students' Speaking Ability: A Clasroom
Study of Speaking. Thesis. Sleeve; STKIP Hamzanwadi.

Nikitina, Arina. 2010. Successful Pubic Speaking. ISBN 978-87-7681-947-7.

Nunan, David. (1999). Second Language Teaching and Learning. Boston, Massachusetts. Heinle &;
Heinle Publishers.Press.

Putra, P.P., Priyatmojo,A.S. (2021). Students' perception toward gamification applied in English
language classroom. Journal of English Language Teaching.
http://journal.unnes.ac.id/sju/index.php/elt

Putri, Li. M., & Islamiati, A. (2018). Teaching Listening Using Duolingo Application. Journal of English.
https://www.semanticscholar.org/reader/d9eleb71fe7f9c2f8e5b78e6c6bf15c43d48ch8e

Rahmani, E.F. (2020). The Benefits of Gamification in The English Learning Context. Indonesian
Journal of English Education, http:/journal.uinjkt.ac.id/index.phpl/ijee

Redjeki, I.S., Muhajir, R.(2021). Gamification in EFL Classroom to Support Teaching and Learning in
21st Century. Journal of English Educators Society. 6(1): 68-78. do0i:10.21070/jees.v6i1.882

Ryan and Deci. (2020). Intrinsic and extrinsic motivation from a self-determination theory perspective:
Definitions, theory, practices, and future directions. Contemporary Educational Psychology.
Journal Article. https://doi.org/10.1016/j.cedpsych.2020.101860

Sanjaya, W. (2008). Standards-oriented learning strategies of the educational process. Jakarta:
Prenata Media Group.


https://www.semanticscholar.org/reader/d9e1eb71fe7f9c2f8e5b78e6c6bf15c43d48cb8e
http://journal.uinjkt.ac.id/index.php/ijee

Schnepp, J. C. (2014). Gamification Techniques for Academic Assessment. Bowling Green State
University ScholarWorks@BGSU

Sugiyono. (2010). Educational Research Methods: Quantitative, Qualitative, and R&D Approaches,
Bandung: Alfabeta.

Tarigan, H.G. (1990). Basic Principles of Language Teaching and Learning Research Methods.
Bandung: Space.

Underwood, Mary. (1997). Teaching Listening. York. Longman Inc.

Vesselinov, R., & Grego, J. (2012). Duolingo Effectiveness Study. City University of New York, USA,
28(1-25).

Werbach, K., & Hunter, D. (2012). For the Win: How Game Thinking can Revolutionize your Business.

Wood, L. C. & Reiners, T. (2015). Gamification. In M. Khosrow, Encyclopedia of Information Science
and Technology, Third Edition,(3039). United States of America: IGI Global.



	BIBLIOGRAPHY

