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Abstract

Naia Shafira Indriani Arbeta Gamifying Vocabulary Learning: The Impact of
Educandy on Students’ Vocabulary Mastery at Tenth Grade Students’ of SMAN 4
Kediri, Skripsi, English Education Department, Faculty of Teacher Training and
Education, Universitas Nusantara PGRI Kediri, 2026.

Keywords: Educandy, Gamified Learning, Vocabulary Mastery, English Language
Teaching.

Vocabulary mastery is one of the essential components of English language
learning, as it enables students to comprehend and communicate effectively.
However, many tenth-grade students still encounter difficulties in acquiring
vocabulary due to limited engagement and the use of conventional teaching methods.
To address this issue, gamified learning applications such as Educandy can provide
an interactive and enjoyable learning experience that encourages students to actively
participate in vocabulary learning. Therefore, this study aimed to investigate the
impact of the Educandy application on students’ vocabulary mastery at the tenth-
grade students of SMAN 4 Kediri.

This study employed a quantitative approach using a pre-experimental
research design with a one-group pre-test and post-test design. The sample was
selected using a cluster sampling technique, in which one class of tenth-grade
students was chosen as the research participants. The research instrument was a
vocabulary test administered before and after the treatment. The collected data were
analyzed using descriptive statistics and a paired-sample #-test through IBM SPSS
Statistics.

The findings indicated that the implementation of Educandy significantly
improved students’ vocabulary mastery. The post-test mean score was higher than
the pre-test mean score, demonstrating that students achieved better vocabulary
performance after the treatment. Furthermore, the paired-sample #-test revealed that
the significance value was lower than 0.05, indicating that the null hypothesis was
rejected and the alternative hypothesis was accepted. The analysis of vocabulary
aspects showed that all aspects improved after the implementation of Educandy.
Among these aspects, the most substantial improvements were found in
pronunciation, word class, and word use, indicating that Educandy was particularly
effective in enhancing students’ pronunciation accuracy, understanding of
grammatical categories, and appropriate vocabulary usage in context.

In conclusion, the findings demonstrate that Educandy has a significant
positive impact on students’ vocabulary mastery. Therefore, Educandy can be
considered an effective and engaging learning media for teaching vocabulary in
English language classrooms.
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CHAPTER 1

INTRODUCTION

This chapter explains the background of the research, problem formulation,

objective of the questions, and the significance of study.

A. Background of the Research

In the realm of English language learning, vocabulary is widely regarded as
the core component that supports the development of the four primary language
skills such as listening, speaking, reading, and writing. Without sufficient
vocabulary, learners cannot communicate effectively or express their ideas
meaningfully in English Alqahtani (2015). Vocabulary mastery is crucial for senior
high school students, particularly those in Grade 10, because it influences their
ability to comprehend texts, engage in conversations, write effectively, and
understand listening materials Brown (2007); Schmitt (2000). The significance of
vocabulary extends beyond mere word recognition, it encompasses the ability to
understand nuances, connotations, and the contextual application of words, which

are essential for academic success and effective communication.

Despite its importance, vocabulary mastery remains a persistent challenge
for many students in Indonesia. In regular classrooms, vocabulary is often taught
through memorization techniques, isolated word lists, and repetitive drilling. These
traditional approaches tend to be monotonous, disengaging, and ineffective in the
long term Nation (2001). Research has shown that rote memorization does not
facilitate deep learning or long-term retention of vocabulary. Moreover, learners
frequently encounter difficulties in remembering vocabulary, understanding word
meanings in context, and applying new words in speaking or writing tasks. These
obstacles often lead to frustration, low motivation, and limited language
proficiency, which can hinder students' overall academic performance and

confidence in using the English language.

In recent years, educational innovations have sought to transform language

learning into a more engaging and student-centered experience. One such



innovation is the use of gamification in education. Gamification refers to the
application of game design elements and principles in non-game contexts to
enhance learner motivation and engagement Deterding et al.,, (2011). By
incorporating elements such as points, badges, leaderboards, and challenges,
gamification can create a more dynamic learning environment that encourages
students to take an active role in their education. In the context of vocabulary
learning, gamification can increase students’ interest and participation by
transforming abstract and repetitive vocabulary exercises into interactive and
meaningful experiences. This approach not only makes learning more enjoyable but
also fosters a sense of achievement and competition among students, which can

further motivate them to engage with the material.

One gamified learning tool that has gained popularity among educators is
Educandy. Educandy is a free online platform that enables teachers to transform
vocabulary lists and learning materials into interactive games such as matching
pairs, word searches, crosswords, and multiple-choice quizzes (Educandy website).
These games can be accessed on computers, tablets, and smartphones, making
learning more flexible and accessible. The versatility of Educandy allows teachers
to tailor the games to suit their specific curriculum needs, thereby enhancing the
relevance of vocabulary learning to students' everyday experiences. By engaging
students in fun and competitive activities, Educandy promotes active learning,
increases vocabulary retention, and fosters a positive attitude toward language
learning Riska et al., (2023). The interactive nature of the platform encourages
collaboration among students, as they can work together in teams or compete

against one another, further enriching the learning experience.

For grade ten senior high school students, mastering English vocabulary
remains a significant challenge. Many students still face difficulties in
understanding word meanings, pronunciation, spelling, word forms, and the use of
vocabulary in context. Previous studies also revealed that tenth-grade students often
have low vocabulary mastery, which affects their ability to communicate and
comprehend English materials effectively Alamanda, (2021); Irvani, (2019). One
factor contributing to this problem is the limited use of interactive learning media

in English classrooms. Vocabulary learning is commonly conducted through



conventional teaching methods, such as teacher-centered instruction and textbook-
based activities, which tend to make students passive and less motivated. As a
result, students often perceive vocabulary learning as monotonous and difficult.
Therefore, innovative and engaging learning approaches are needed to improve
students’ motivation and vocabulary mastery. In response to this issue, the use of
Educandy is proposed as a gamified learning tool that can support vocabulary

learning through interactive and enjoyable activities.

English has become increasingly important in the Indonesian education
system, as reflected in Permendikbudristek No. 12 Tahun 2024 concerning the
national curriculum. This regulation emphasizes the need for learners to develop
competencies that prepare them to become global citizens. The sociological
foundation of the Kurikulum Merdeka explicitly encourages responsiveness to
global developments and promotes intercultural understanding, communication
skills, and the ability to engage in diverse social and technological contexts.
English, as an international language, plays a central role in equipping students with
21st-century skills, including digital literacy and global communication.
Furthermore, starting in the 2027/2028 academic year, English will become a
compulsory subject in elementary education, reinforcing its significance for future

academic and professional success in an increasingly interconnected world

This research, therefore, aims to explore the impact of using Educandy in
vocabulary instruction and to determine whether the gamified approach
significantly improves students' vocabulary mastery. By examining the
effectiveness of Educandy in enhancing vocabulary acquisition, this study seeks to
provide empirical evidence that supports the integration of gamification in language
education. It is hoped that the findings will provide insights into the benefits of
gamified learning and contribute to more effective teaching practices in English
language education. Ultimately, this research aspires to empower educators with
innovative strategies that can foster a more engaging and effective learning
environment for students, thereby enhancing their overall language proficiency and

confidence in using English.

Several previous studies have investigated the use of digital learning platforms such



as Kahoot! (Susanti, 2025), Quizizz (Nasir et al., 2025), Duolingo (Alim et al.,
2025), and Educandy (Aenurrifah et al., 2025) in improving students’ vocabulary
mastery. Studies on Kahoot! (Susanti, 2025) generally revealed that the application
could improve students’ vocabulary mastery, classroom participation, motivation,
and engagement through competitive real-time quizzes and leaderboard features.
Meanwhile, previous studies on Quizizz (Nasir et al., 2025) showed that the
platform helped students improve vocabulary retention, word recognition, and
learning motivation through self-paced quizzes, instant feedback, and entertaining
game elements. In addition, studies related to Duolingo (Alim et al., 2025) found
that the application effectively enhanced students’ vocabulary comprehension,
vocabulary recognition, and learning consistency through gamified learning
features such as streaks, levels, and repetition systems. Most previous studies using
Kahoot!, Quizizz, and Duolingo mainly taught general vocabulary, daily
vocabulary, academic vocabulary, synonym-antonym recognition, and vocabulary
meaning through receptive vocabulary activities such as multiple-choice exercises
and word recognition tasks. However, those studies still had several limitations
because they focused mostly on vocabulary scores, motivation, and engagement,
while comprehensive aspects of vocabulary mastery such as pronunciation,
spelling, collocation, word class, and word use in context were still rarely discussed.
Furthermore, many previous studies emphasized receptive vocabulary knowledge

rather than productive vocabulary use in real communication contexts.

Compared to Kahoot, Quizizz, and Duolingo, research discussing Educandy
remains relatively limited, particularly in the Indonesian senior high school context,
as most existing studies mainly focus on vocabulary learning in general and are
predominantly conducted at the junior high school level, such as the study
conducted by Aenurrifah et al., (2025). Previous studies on Educandy by Aenurrifah
et al., (2025) revealed that the application could improve students’ vocabulary
acquisition, vocabulary mastery, motivation, participation, enthusiasm, and
memory retention in vocabulary learning. Nevertheless, most previous studies
primarily concentrated on general vocabulary improvement and students’
engagement, while more comprehensive aspects of vocabulary mastery, including

pronunciation recognition, spelling, collocation, word classes, synonym-antonym



recognition, and vocabulary use in context, have rarely been investigated in detail.
Furthermore, previous vocabulary studies tended to emphasize receptive
vocabulary activities and vocabulary mastery scores rather than productive
vocabulary use in authentic communication contexts. Therefore, this research seeks
to address these gaps by investigating vocabulary mastery more comprehensively

among tenth-grade students at SMAN 4 Kediri.

Educandy has several distinctive characteristics that differentiate it from
other applications. Kahoot! and Quizizz mainly focus on competitive quiz-based
learning activities, while Duolingo emphasizes independent and structured
language learning through long-term lessons. In contrast, Educandy specifically
focuses on vocabulary learning through interactive and customizable games created
directly by teachers (Educandy website). Educandy allows teachers to transform
one vocabulary list into various game formats such as matching games, anagrams,
word searches, memory games, and multiple-choice quizzes instantly. These
features make vocabulary learning more interactive, repetitive, enjoyable, and less
stressful for students. Moreover, Educandy is considered suitable for teaching
several aspects of vocabulary mastery, including word meaning, spelling,
pronunciation recognition, collocation, word class, synonym-antonym, and
vocabulary use in context Harahap (2023). Therefore, Educandy is believed to have
strong potential to create a more effective and engaging vocabulary learning process

for students.

Vocabulary mastery is one of the key elements in learning English.
However, in practice, many senior high school students still encounter difficulties
in understanding, memorizing, and using new English vocabulary effectively. This
is often caused by monotonous learning methods, such as memorizing word lists or
simply doing textbook exercises. In addition, learning that focuses too early on
grammar and other complex aspects can make students feel overwhelmed and

bored, which leads to ineffective vocabulary learning.

Considering this situation, the use of more engaging and interactive learning
media such as Educandy 1s worth exploring. Educandy allows teachers to transform

vocabulary materials into fun digital games, which can motivate students to learn



more actively. Although this platform is gaining popularity among educators, there
is still a lack of research specifically investigating the impact of Educandy on
students’ vocabulary mastery, especially at the senior high school level. Therefore,
it is important to examine whether the use of Educandy can positively affect the

vocabulary learning of 10th-grade students at SMAN 4 Kediri.

The limitations for this study are carefully defined to ensure focused and
manageable research scope. The researcher determines to examine vocabulary
mastery among 10th-grade students at SMAN 4 Kediri using Educandy games as
the primary instructional intervention. The study is limited to vocabulary-focused
reading activities and does not extend to other aspects of English language learning
such as listening comprehension, speaking skills, or writing abilities. The research
focuses specifically on the impact of Educandy platform games rather than

comparing multiple digital game-based learning tools.

B. Problem formulation

1. How does the use of the Educandy application affect students’ vocabulary
mastery among tenth-grade students at SMAN 4 Kediri?
2. Is there any significant impact of the Educandy application on students’

vocabulary mastery among tenth-grade students at SMAN 4 Kediri?

C. Objective of question

1. To investigate how the use of the Educandy application affects students’
vocabulary mastery among tenth-grade students at SMAN 4 Kediri.
2. To find out the significance of the Educandy application on students’

vocabulary mastery among tenth-grade students at SMAN 4 Kediri.

D. Significance of study

1. Theoretically

This research is expected to contribute significantly to the theoretical
understanding of how game-based learning and vocabulary mastery influence
reading ability through systematic investigation of the relationships between these

constructs. The study will provide empirical evidence for theoretical models that



propose connections between vocabulary knowledge, motivation, and reading
performance, potentially informing future theoretical developments in second
language acquisition and educational technology research. Furthermore, this study
is also supported by previous learning theories related to the use of game-based
applications such as Educandy. According to Constructivist Learning Theory
proposed by Piaget (1952), students learn more effectively when they actively
construct knowledge through interactive and meaningful activities.

In addition, Vygotsky (1978) emphasized through Social Constructivism
Theory that learning occurs more effectively through interaction, engagement, and
collaborative activities. The use of Educandy supports these theories because it
provides interactive vocabulary games that encourage students to actively
participate in learning. Moreover, the theory of Game-Based Learning proposed by
Prensky (2001) suggests that integrating games into educational activities can
increase students’ motivation, engagement, enjoyment, and retention of learning
materials. In the context of language learning, Brown (2007) stated that interactive
learning activities can improve students’ language competence because learners
become more involved in the learning process. Furthermore, Schmitt (2000)
explained that vocabulary mastery plays a crucial role in language acquisition since
vocabulary knowledge supports students’ comprehension and understanding of
texts during reading activities. Therefore, the implementation of Educandy is
theoretically relevant because it combines interactive learning, repetition, and
enjoyable activities that may help students improve their vocabulary mastery and

reading ability more effectively.

2. Practically
a. For Teachers: The research provides concrete evidence and practical
guidelines for implementing Educandy and similar game-based tools as
effective alternative media for teaching vocabulary in an interactive and
student-centered way. Teachers will gain insights into best practices for
integrating digital games into vocabulary instruction, addressing
common implementation challenges, and maximizing student

engagement and learning outcomes.



b. For Future Researchers: This study offers a comprehensive
methodological framework and empirical foundation for further studies
on the integration of educational technology in language learning,
particularly in EFL contexts similar to Indonesia. The research
contributes to the growing body of literature on digital game-based

language learning while identifying areas for future investigation.
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