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APPENDICES 

Appendix I Translation of Al-Qur’an 

No. Name of The Surah Indonesia English 

1. Surah An-Nahl (16:125) 

ادُعُْ اِلٰى سَبِيْلِ ربَِ كَ بِِلِْْكْمَةِ   

وَالْمَوْعِظةَِ الَْْسَنَةِ وَجَادِلْْمُْ بِِلَّتِِْ هِيَ  

 هُوَ اعَْلَمُ بِنَْ ضَلَّ  اَحْسَنُُۗ اِنَّ ربََّكَ 

بِِلْمُهْتَدِيْنَ  اعَْلَمُ  وَهُوَ عَنْ سَبِيْلِه   

“Serulah manusia 

kepada jalan 

Tuhanmu dengan 

hikmah dan 

pelajaran yang baik 

dan berdebatlah 

mereka dengan 

cara yang baik. 

Sesungguhnya 

Tuhanmu Dialah 

yang lebih 

mengetahui tentang 

siapa yang tersesat 

dari jalan-Nya dan 

Dialah yang lebih 

mengetahui orang-

orang yang 

mendapat 

petunjuk.” 

“Invite to the way 

of your Lord with 

wisdom and good 

instruction, and 

argue with them 

in a way that is 

best. Indeed, your 

Lord knows best 

who has strayed 

from His way, 

and He knows 

best who is 

guided.” 
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Appendix II. Google Form Sheet 

Questions Participant's 

Response 

1. Have you ever used digital games for learning 

English?  

☐ Yes  

☐ No 

 

2. Where do you usually use digital games for 

learning English?  

☐ Inside the classroom  

☐ Outside the classroom  

☐ Both inside and outside the classroom 

 

3. How often do you use digital games for learning 

English?  

☐ Frequently  

☐ Quite frequently  

☐ Rarely  

☐ I have only used them once 

 

4. Please mention the digital games or platforms you 

use for learning English. Inside the classroom: 

(e.g., Kahoot, Quizizz, Bamboozle, Quizlet) 

Outside the classroom: (e.g., Duolingo, Wordwall, 

etc.) 

 

5. How long have you been using digital games for 

learning English? (For example: since which 

semester or since what year?) 

 

 

 

 

 

 



134 

 

 

 

Appendix III. Observation Sheet 

Date Time Class Activity Observed 

(Teacher and Students) 

Analysis 

Friday, 

February 

6, 2026 

08.30–

10.10 

23 C The lecturer introduced 

the course, explained the 

game rules, divided the 

class into two groups, 

and used Bamboozle as 

the learning medium. 

Throughout the activity, 

the lecturer guided the 

game, encouraged 

students to read and 

translate the questions 

before answering, and 

provided feedback and 

additional explanations. 

Students actively 

participated in the game, 

discussed answers with 

The observation showed 

that the implementation 

of Bamboozle created an 

interactive and engaging 

learning environment. 

Students demonstrated 

active participation, 

collaboration, and 

enthusiasm throughout 

the lesson. The lecturer’s 

guidance and feedback 

helped students remain 

focused on understanding 

the learning materials 

while practicing their 
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peers, collaborated in 

reading and translating 

questions, and responded 

positively to the 

feedback and scores. 

English skills, rather than 

merely playing the game. 

Friday, 

February 

6, 2026 

10.20–

12.00 

23 A The lecturer explained 

the course introduction 

and game procedures, 

divided the class into two 

groups, and facilitated 

learning through 

Bamboozle. During the 

activity, the lecturer 

guided the gameplay, 

asked students to read 

and translate each 

question, provided 

immediate feedback, and 

gave additional 

explanations after each 

The observation 

indicated that integrating 

Bamboozle into 

classroom learning 

encouraged active 

participation, peer 

collaboration, and 

positive engagement. 

Students appeared 

motivated and confident 

in completing the 

learning tasks, while the 

lecturer’s continuous 

guidance and feedback 

supported both their 
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task. Students actively 

answered questions, 

discussed with 

classmates, participated 

in reading and translating 

activities, and responded 

enthusiastically to the 

feedback and scores. 

understanding of the 

lesson and their English 

language development. 
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Appendix IV. Research Instruments 

Research Instrument for RQ 1: 

No. Interview Questions Participant’s Response 

1. What do you know about Digital 

Game-Based Language Learning 

(DGBLL)? 

 

2. When did you first use DGBLL in 

learning English? 

 

3. How often do you use digital games 

for learning English? 

 

4. What kinds of digital games do you 

usually use to learn English? 

 

5. What types of digital games do you 

prefer for learning English, and why? 
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6. How do you usually interact with 

digital games while learning English 

(e.g., solo play, collaboration, 

exploring game narratives)? 

 

7. How do you feel when learning 

English through digital games? 

 

8. What motivates you to continue using 

digital games for learning English? 

 

9. In what ways do digital games help 

you improve your English skills (e.g., 

vocabulary, grammar, speaking, 

listening)? 

 

10. Can you share a specific example 

where a digital game helped you 

understand an English concept better? 
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11. What difficulties do you face when 

learning English through digital 

games? 

 

12. How do you overcome these 

difficulties? 

 

13. How does your experience with 

digital games compare to traditional 

learning methods? 

 

14. What would you change or improve 

about using digital games for English 

learning? 

 

 

15. Do you think your skill level is low or 

high after learning to use Digital 

Game-Based Language Learning 

(DGBLL)? Then, what impacts and 

benefits have you experienced so far 
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Research Instrument for RQ 2: 

No. Interview Questions Participant’s Response 

1. How do you usually learn new 

vocabulary or grammar while playing 

digital games? 

 

2. Can you describe a time when you 

used problem-solving skills to 

understand English in a game? 

 

3. Do you set specific goals when using 

digital games for learning English? If 

so, what are they? 

 

4. How do you plan your learning 

activities when using digital games? 

 

5. How do you track your progress or 

measure your improvement while 

learning through games? 
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6. What do you usually do when you do 

not understand words or instructions 

in a game? 

 

7. How do you interact with other 

players when playing English-based 

digital games? 

 

8. How does playing with others help 

you learn English better? 

 

9. How do digital games help you stay 

motivated in learning English? 

 

10. Have you ever felt anxious about 

making mistakes in English while 

playing games? How do you deal with 

it? 
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11. What strategies do you use to stay 

confident when using English in 

games? 

 

12. What game features (e.g., rewards, 

levels, challenges) help you stay 

engaged in learning English? 

 

13. How does the feedback provided by 

digital games influence the way you 

learn English? 
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Appendix V. Research Letter 

 



144 

 

 

 

Appendix VI. Research Completion Letter 
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Appendix VII. Photograph 
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Appendix VIII. Consultation Schedules and Notes 
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