TABEL OF CONTENT

ABSTRACT. oo di
APPROVAL......... dii
DECLARATION OF AUTHENCITY .ucoiiinennennnsnnsacsnssensessessessessessessessessssases iv
BIOGRAPHY ........ccceueu. v
PERFACE .....uuititirinieinnnnennsessicsessississississssssssssssssssssssssssssssssssssssssssesces vi
ACKNOWLEDGMENT ........... vii
TABEL OF CONTENT .. ix
LIST OF TABLES xi
LIST OF FIGURES .....ucuiiiiiririuctitnnsnninississccsessissesssssssssssssssssssssssssnees xii
CHAPTER I TRODUCTION w2
A, Background .........cccioiiii e 2

B.  Research QUESHIONS .......cccveeiiieiiiieiiieeiieeciee et eree e e sereeetreesaveeeevee s 5
C.  ReSEArCh PUIPOSE ..coviiiiiiiieiiicie ettt 6
D. Research SignifiCances........coveviirieeiieciieiieeeree e 6
Theoretical SigNIfiCanCes ........cccueviieeiieiieiieiere e 6

Practical Significances .........cocoviiiiieiiiiieeeeeee e 6

E. Conceptual Framework ...........cccooviriiiiriienieeieeeeeeeeeee e 7

F.  Previous Study ... 0 S e e T e ee e veerraeseeneseeas 10
CHAPTER II ERATURE REVIEW .............. 12
A. Interactive Learning Media.........cccoeiieiieriiniieieeeeeese e 12
B. Mobile Learning (M-Learning).........cccecceeeeeieesieenieniesieeeeeeeeee e 13
C.  Educational Game ..........cccereiiiniirieiiinieeienieeeete sttt 14
D. ANAIOId ..ot 15
E.  Medibang Paint .........cccccooiiiiiiiieieee e 18

F.  ISPIING SUILES...uviiiietieiiieiieeeiete et ettt e setesete e ebeesbeesteessaeesseesneesseensaens 18
G. Developing English Android Games Through Understanding Proverbs And
Riddles With Ispring Suites Software Based On Android With 4D Models..... 19
H. The material of provers and riddles ...........ccooceeriiiiiieiieiiieeeeeeee 23

X



CHAPTER III RESEARCH METHODOLOGY .... 25

A. Research Approach and Methods...........ccoeieriiiiiiiiiiieeeeeeee 25
B. Types and sources of data ...........cccoevieiiiniiniieeeeee e 29
1. Qualitative data ........cceeeeveieieeceieeeeee ettt e 30

2. Quantitative data ........c..coeveievieeiiieeeieeeee et 30
C.  Research inStrument ............coeveviirieiiieieinineeesctcree et 30
a.  Student Response Questionnaire Sheet..........cocvvevveviirciieciienieeieeeenne, 31
b.  Material Validation Sheet...........ccccceoveiiiiiininiinininccccececee 32
c.  Media Validation Sheet ..........ccccoceeiivinieiiniiiininecneecceccee 33
D. Data collection teChniqUE.........c.cecteeriierierierie et 35
d.  Data Analysis TeChNIQUES ........c.eevvierierieeiieieere e 36
CHAPTER IV FINDINGS AND DISCUSSIONS. .....cciciviineeicssarcscnsessansossnseses 40
AL FINAINGS. .ttt ettt e e e e reesraans 40

1. Design of an Android Game Application for English Language Learning
Through Riddles and Proverbs Understanding............cocccevieeiinciircinecieennnne. 41

2. Expert Judment of Android Game Applications for Learning English
through Understanding Proverbs and Riddles ............cccocveiieiinniinienene 70

3. Operational validation of the Android Game Application for English
Language Learning through Riddles and Proverbs as Used by Teachers and

D16 121 £ SRR 83

B.  DiSCUSSION ....crermeee SEINIABN -G LN EMAT R o rveereeverecceeseeneenessessensens 98
CHAPTER V NCLUSIONS AND RECOMMENDATIONS. .......ccccoeeurreruenee 102
A, CONCLUSION ...ttt 102
B. RECOMMENDATIONS ..ottt 103
REFERENCES ......cuiiiintinninniniiiininsississessessississessssssssssssssssssssssessssssssssssses 105
APPENDICES............. 107




