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ABSTRAK 

Levina Syafin Tejasukmana (2106428) “Pengaruh Online Gamification in 

Education terhadap E-Learner Satisfaction melalui E-Learning Engagement 

(Survei terhadap Pengguna Platform E-Learning Elsa Speak di Indonesia)” di 

bawah bimbingan Dr. Lili Adi Wibowo, S.Pd., S.Sos., MM. dan Dr. Puspo Dewi 

Dirgantari, S.Pd., MT., MM. 

 

Penelitian ini bertujuan untuk mengetahui pengaruh online gamification in 

education terhadap e-learner satisfaction melalui e-learning engagement pada 

pengguna Elsa Speak di Indonesia. Penelitian ini menggunakan jenis penelitian 

deskriptif dan verifikatif dengan pendekatan kuantitatif. Metode penelitian yang 

digunakan pada penelitian ini adalah explanatory survey dan teknik pengambilan 

sampel adalah simple random sampling dengan ukuran sebanyak 349 responden. 

Data diolah secara statistik menggunakan metode Structural Equation Modelling 

(SEM). Hasil analisis deskriptif menunjukkan bahwa variabel online gamification 

in education, e-learning engagement, dan e-learner satisfaction berada pada 

kategori tinggi, yang menandakan bahwa pengguna platform Elsa Speak umumnya 

memiliki tingkat keterlibatan dan kepuasan yang baik dalam proses pembelajaran 

daring. Hasil analisis verifikatif menunjukkan bahwa online gamification in 

education memiliki pengaruh positif dan signifikan terhadap e-learner satisfaction 

melalui e-learning engagement, yang ditunjukkan oleh nilai critical ratio yang 

lebih besar dari nilai minimun yang ditetapkan. Temuan ini mengindikasikan bahwa 

semakin baik penerapan elemen gamifikasi, maka semakin tinggi pula tingkat 

keterlibatan pengguna, yang pada akhirnya meningkatkan kepuasan dalam 

menggunakan platform. Hal ini menunjukkan bahwa pengembangan dan 

pemeliharaan fitur online gamification in education pada platform Elsa Speak dapat 

meningkatkan e-learning engagement, yang pada akhirnya berdampak pada 

peningkatan e-learner satisfaction. 

 

Kata Kunci: online gamification in education, e-learning engagement, e-learner 

satisfaction 

  



 

 

ABSTRACT 

Levina Syafin Tejasukmana (2106428) “The Influence of Online Gamification in 

Education on E-Learner Satisfaction through E-Learing Engagement) A Survey 

on E-Learning Platform Elsa Speak Users in Indonesia” under the guidance of 

Dr. Lili Adi Wibowo, S.Pd., S.Sos., MM. and Dr. Puspo Dewi Dirgantari, S.Pd., 

MT., MM. 

 

This study aims to examine the effect of online gamification in education on e-

learner satisfaction through e-learning engagement among users of Elsa Speak in 

Indonesia. The study employed a descriptive and verificative research design with 

a quantitative approach. The research method used was an explanatory survey, and 

the sampling technique was simple random sampling with a total of 349 

respondents. Data were analysed statistically using Structural Equation Modelling 

(SEM). Descriptive analysis results indicate that the variables of online 

gamification in education, e-learning engagement, and e-learner satisfaction fall 

into the high category, suggesting that users of the Elsa Speak platform generally 

exhibit a good level of engagement and satisfaction in the online learning process. 

Verificative analysis results show that online gamification in education has a 

positive and significant effect on e-learner satisfaction through e-learning 

engagement, as indicated by a critical ratio greater than the minimum threshold. 

These findings suggest that the better the implementation of gamification elements, 

the higher the level of user engagement, which ultimately enhances satisfaction in 

using the platform. This suggests that maintaining and further developing online 

gamification features on the Elsa Speak platform can enhance e-learning 

engagement, which in turn leads to increased e-learner satisfaction.  

 

Keywords: online gamification in education, e-learning engagement, e-learner 

satisfaction 
  



 

 

KATA PENGANTAR 

Alhamdulillah, puji dan syukur penulis panjatkan ke hadirat Allah SWT atas 

limpahan rahmat dan hidayah-Nya, sehingga penulis dapat menyelesaikan 

penyusunan skripsi dengan judul “Pengaruh Online Gamification in Education 

terhadap E-Learner Satisfaction melalui E-Learning Engagement (Survei terhadap 

Pengguna Elsa Speak di Indonesia)”. Penulisan skripsi ini bertujuan untuk untuk 

memperoleh temuan mengenai gambaran pengaruh online gamification in 

education terhadap e-learner satisfaction melalui e-learning engagement. 

Proses penyusunan skripsi ini tidak terlepas dari berbagai hambatan dan 

tantangan yang dihadapi penulis. Permohonan maaf disampaikan apabila masih 

terdapat kekurangan dalam isi maupun penyajian karya tulis ini. Kritik dan saran 

dari berbagai pihak sangat diharapkan sebagai bahan perbaikan agar penulis dapat 

menghasilkan karya yang lebih baik di masa yang akan datang. 

 

 

Bandung, Agustus 2025 

 

 

 

Penulis 

Levina Syafin Tejasukmana 



 

 

UCAPAN TERIMA KASIH 

Puji dan syukur penulis panjatkan kehadirat Tuhan Yang Maha Esa atas 

limpahan rahmat dan karunia-Nya sehingga penulis dapat menyelesaikan skripsi ini 

dalam rangka memenuhi salah satu syarat untuk meraih gelar Sarjana Pendidikan 

pada Program Studi Pendidikan Bisnis. Penulis menyadari bahwa penyusunan 

skripsi ini tidak terlepas dari dukungan dan kerja sama berbagai pihak, melalui 

kesempatan ini penulis menyampaikan rasa terima kasih yang sebesar-besarnya 

kepada: 

1. Bapak Prof. Dr. H. Didi Sukyadi, M.A. selaku Rektor Universitas Pendidikan 

Indonesia yang telah memberikan kesempatan kepada penulis untuk 

menempuh pendidikan di Universitas Pendidikan Indonesia. Penulis ucapkan 

terima kasih atas dukungan, arahan, dan kebijakan yang telah diberikan selama 

penulis menempuh pendidikan.  

2. Ibu Prof. Dr. Hj. Ratih Hurriyati, M.P. selaku Dekan Fakultas Pendidikan 

Ekonomi dan Bisnis Universitas Pendidikan Indonesia Periode 2025 – 2029, 

penulis ucapkan yang telah memberikan kesempatan kepada penulis untuk 

menempuh Pendidikan di Universitas Pendidikan Indonesia. 

3. Ibu Dr. Puspo Dewi Dirgantari, S.Pd., M.T., M.M, selaku Ketua Program Studi 

Pendidikan Bisnis, Program Pendidikan Ekonomi dan Bisnis Universitas 

Pendidikan Indonesia dan selaku Dosen Pembimbing II yang senantiasa 

membimbing penulis, memberikan arahan, memberikan dukungan penuh juga 

motivasi kepada penulis serta bersedia meluangkan waktu, tenaga, pikiran 

ditengah kesibukannya sehingga penulis dapat menyelesaikan skripsi ini. 

Semoga Allah SWT membalas segala kebaikan ibu dengan pahala yang 

berlipat ganda, diberikan perlindungan dimanapun ibu berada dan diberikan 

kesehatan, kebahagiaan, serta kelancaran dalam segala urusan.    

4. Bapak Dr. Lili Adi Wibowo, S.Pd., S.Sos., M.M., selaku Dosen Pembimbing 

I, yang senantiasa membimbing penulis dari Seminar Usulan Proposal hingga 

dengan penuh kesabaran, serta memberikan dukungan penuh kepada penulis 

juga bersedia meluangkan waktu, tenaga, pikiran ditengah kesibukannya 

sehingga penulis dapat menyelesaikan skripsi ini. Dedikasi dan kesabaran 

Bapak dalam memberikan waktu, perhatian, dan ilmu telah menjadi inspirasi 



 

 

besar bagi penulis untuk terus belajar dan menyelesaikan tugas akademik ini 

dengan baik.  

5. Prof. Dr. Dita Amanah, M.B.A, selaku Dosen Pembimbing Akademik yang 

telah memberikan bimbingan dan memberikan perwalian kontrak kuliah 

selama penulis menempuh masa perkuliahan. Semoga senantiasa selalu 

diberikan kesehatan, serta selalu berada di lindungan Allah SWT. 

6. Segenap dosen dan staf Program Studi Pendidikan Bisnis, Fakultas Pendidikan 

Ekonomi dan Bisnis, Universitas Pendidikan Indonesia atas ilmu, motivasi, dan 

bimbingan yang telah diberikan selama masa perkuliahan. Penulis sangat 

menghargai dedikasi dan kerja keras yang telah diberikan untuk mendukung 

perkembangan akademik dan profesional mahasiswa, termasuk penulis.  

7. Keluarga tercinta yang selalu memberikan doa dan dukungan yang tak 

terhingga bagi penulis untuk menyelesaikan studi di Pendidikan Bisnis 

teruntuk Bapak Aan Tejasukmana dan Ibu Tintin Nurlelasari selaku orang tua, 

serta Shafira Aurelia Tejasukmana selaku adik kandung. Segala keberhasilan 

yang penulis capai hingga saat ini tidak akan terwujud tanpa kasih sayang, 

nasihat, serta keikhlasan yang tak pernah putus dari Bapak dan Ibu. Semoga 

Tuhan Yang Maha Esa senantiasa melimpahkan kesehatan, kebahagiaan, serta 

keberkahan dalam kehidupan Bapak dan Ibu. Dengan penuh kerendahan hati, 

penulis persembahkan karya ini sebagai wujud bakti dan rasa terima kasih 

kepada Bapak dan Ibu tercinta.  

8. Rekan-rekan terbaik yang telah memberi dukungan, semangat, kebersamaan 

yang tak terlupakan serta berjuang bersama melewati berbagai rintangan 

selama perkuliahan. Terima kasih saya ucapkan kepada Rizky Nurbayani 

Muhari, Nadzifa Nur Huwaida, Rosa Choerunnisa, Zasmin Aufania Putri, 

Mutiara Chaivazahra Putri Soleh, Novy Fitria Wahyuni, Raudhatul Mawaddah, 

Najwa Salim Al-Katiri, Mufidah Zahroh, Siti Sajaa Sri Wahyuni, dan Mega Tri 

Nadya, penulis atas kebersamaan yang penuh makna, canda dan tawa. 

Kehadiran kalian memberikan warna dan kebahagiaan tersendiri dalam hidup 

penulis, semoga persahabatan ini senantiasa terjaga, dan Tuhan Yang Maha 

Esa melimpahkan keberkahan, kebahagiaan, serta kesuksesan dalam hidup 

kalian semua.  



 

 

9. Rekan – rekan seperjuangan teruntuk Ghalis Diah Khaerunnisa, Shalita Aura, 

Lulu Fitriani, dan Siti Puspa Sari yang telah membersamai dari awal hingga 

akhir penyusunan skripsi. Penulis ingin mengucapkan terima kasih atas semua 

bantuan, dukungan dan semangat yang telah diberikan selama penyusunan 

skripsi ini.  

10. Sahabat-sahabat tersayang, Nabiilah Iftinaan Landau, Nidya Nurulita, Siti 

Delia Putri, Alivia Siti Sarah, Dian Thiana, Mutiara Puspita Sari dan Windi 

Damayanti yang senantiasa memberikan dukungan dan bantuan kepada penulis 

dari awal sekolah menengah atas hingga penulis menyelesaikan skripsi ini. 

Semoga Allah SWT selalu memberikan kesehatan, keberkahan hidup, 

kebahagiaan, dan dimudahkan segala urusannya serta selalu berada dalam 

lindungan-Nya. 

11. Seluruh teman-teman Kastara Pendidikan Bisnis 2021 yang selalu saling 

memberikan dukungan dan berjuang bersama semasa awal hingga akhir 

kelulusan, semoga menjadi sukses di manapun berada. 

Akhir kata, penulis ucapkan terima kasih kepada seluruh pihak yang tidak 

dapat disebutkan satu persatu untuk mengungkapkan betapa berharganya kontribusi 

dan dukungan semua pihak. Semua bantuan, nasihat, dan dukungan menjadi fondasi 

kuat dalam proses penyusunan skripsi ini. Semoga Allah SWT memberikan balasan 

atas kebaikan semua pihak yang telah membantu penulis dalam menyelesaikan 

skripsi ini. 

Bandung, Agustus 2025 

 

 

Penulis 

Levina Syafin Tejasukmana 

  



 

 

DAFTAR ISI 

ABSTRAK .............................................................................................................. i 

ABSTRACT ............................................................................................................ ii 

KATA PENGANTAR .......................................................................................... iii 

UCAPAN TERIMA KASIH ............................................................................... iv 

DAFTAR ISI ........................................................................................................ vii 

DAFTAR TABEL ................................................................................................. x 

DAFTAR GAMBAR .......................................................................................... xiii 

DAFTAR LAMPIRAN ...................................................................................... xiv 

BAB I PENDAHULUAN ...................................................................................... 1 

1.1 Latar Belakang Penelitian ............................................................... 1 

1.2 Rumusan Masalah ......................................................................... 14 

1.3 Tujuan Penelitian .......................................................................... 14 

1.4 Kegunaan Penelitian...................................................................... 15 

BAB II KAJIAN PUSTAKA, KERANGKA PEMIKIRAN, DAN 

HIPOTESIS ......................................................................................................... 16 

2.1 Kajian Pustaka ............................................................................... 16 

2.1.1 Fundamental of Digital Marketing ...................................... 16 

2.1.2 The Consumer for Digital Marketing................................... 16 

2.1.3 Evolution of Consumer Behavior Models ............................ 17 

2.1.4 Decision Process .................................................................. 18 

2.1.5 Digital Marketing Strategy Definition ................................. 19 

2.1.6 Defining the Digital Marketing Mix .................................... 20 

2.1.7 Managing Promotional Channels ........................................ 20 

2.1.8 Engage ................................................................................. 20 

2.2 Konsep E-Learner Satisfaction ..................................................... 21 

2.3 Konsep E-Learning Engagement .................................................. 31 

2.4 Konsep Online Gamification in Education ................................... 41 

2.5 Penelitian Terdahulu ..................................................................... 50 

2.6 Pengaruh Online Gamification in Education Terhadap                        

E-Learner Satisfaction Melalui E-Learning Engagement ........................ 52 

2.7 Kerangka Pemikiran ...................................................................... 54 

2.8 Hipotesis ........................................................................................ 59 



 

 

BAB III OBJEK DAN METODOLOGI PENELITIAN ................................. 61 

3.1 Objek Penelitian ............................................................................ 61 

3.2 Metode Penelitian.......................................................................... 62 

3.2.1 Jenis Penelitian ..................................................................... 62 

3.2.2 Operasionalisasi Variabel .................................................... 62 

3.2.3 Jenis dan Sumber Data ......................................................... 68 

3.2.4 Populasi, Sampel dan Teknik Sampling .............................. 69 

3.2.5 Teknik Pengumpulan Data ................................................... 72 

3.2.6 Hasil Pengujian Validitas dan Reliabilitas ........................... 73 

3.2.7 Teknik Analisis Data ............................................................ 81 

BAB IV HASIL PENELITIAN DAN PEMBAHASAN ................................... 97 

4.1 Hasil Penelitian ............................................................................. 97 

4.1.1 Profil Perusahaan, Karakteristik, Pengalaman, dan 

Keterkaitan ......................................................................................... 97 

4.1.2 Hasil Penelitian Deskriptif ................................................. 121 

4.1.3 Hasil Pengujian Hipotesis ....................................................... 158 

4.2 Pembahasan Penelitian ................................................................ 174 

4.2.1 Pembahasan Hasil Penelitian Desktriptif ........................... 174 

4.2.2 Pembahasan Hasil Pengujian Hipotesis ............................. 188 

4.3 Implikasi Hasil Temuan Penelitian ............................................. 193 

4.3.1 Temuan Penelitian bersifat Teoritis ........................................ 193 

4.3.2 Temuan Penelitian bersifat Empiris ........................................ 199 

4.4 Implikasi Hasil Penelitian E-Satisfaction Terhadap    

Pengembangan Bahan Ajar Mata Kuliah Digital Service Marketing di 

Program Studi Pendidikan Bisnis ............................................................ 207 

4.4.1 Pendahuluan ....................................................................... 207 

4.4.2 Tujuan ................................................................................ 208 

4.4.3 Konteks Pendidikan Vokasi dan Program Studi Pendidikan 

Bisnis 208 

4.4.4 Relevansi E-Satisfaction dalam Pembelajaran Mata Kuliah 

Digital Service Marketing ................................................................ 209 

4.4.5 Implikasi Hasil Penelitian terhadap Pengembangan Bahan 

Ajar di Mata Kuliah Digital Service Marketing ............................... 211 

4.4.6 Metode Pembelajaran yang Diterapkan ............................. 213 



 

 

4.4.7 Evaluasi dan Penilaian Pembelajaran ................................ 214 

4.4.8 Rancangan Pembelajaran dan Handout ............................. 215 

4.4.9 Hasil dan Manfaat Pengembangan Bahan Ajar dan     

HandOut ........................................................................................... 215 

4.4.10 Kesimpulan ........................................................................ 216 

BAB V KESIMPULAN DAN REKOMENDASI ........................................... 218 

5.1 Kesimpulan ........................................................................................ 218 

5.2 Rekomendasi ..................................................................................... 220 

DAFTAR PUSTAKA ........................................................................................ 223 

LAMPIRAN  ...................................................................................................... 223 

 

  



 

 

DAFTAR TABEL 

Tabel Judul Tabel Hal 

1.1 Rating Playstore dan Appstore Duolingo, Elsa Speak, dan Mondly 

Tahun 2021-2024 ............................................................................ 5 

1.2 Ulasan Pengguna Elsa Speak pada Playstore dan Appstore ......... 6 

1.3 Website Metrics of Duolingo, Elsa Speak, and Mondly ................... 7 

1.4 Comparison of Interaction & Technology of Duolingo, Elsa Speak, 

and Mondly ..................................................................................... 8 

1.5 Comparison of Learning Context & Style of Duolingo, Elsa Speak, 

and Mondly .................................................................................... 9 

2.1 Definisi E-Learner Satisfaction menurut Para Ahli ........................ 21 

2.2 Dimensi E-Learner Satisfaction dalam Penelitian Terdahulu.... 23 

2.3 Definisi E-Learning Engagement menurut Para Ahli ..................... 30 

2.4 Dimensi E-Learning Engagement dalam Penelitian Terdahulu.  32 

2.5 Definisi Online Gamification in Education menurut Para Ahli....... 38 

2.6 Dimensi Online Gamification in Education dalam Penelitian 

Terdahulu ........................................................................................ 40 

2.7 Penelitian Terdahulu ....................................................................... 46 

3.1 Operasionalisasi Variabel ............................................................... 56 

3.2 Jenis dan Sumber Data .................................................................... 62 

3.3 Penentuan Jumlah Sampel dari Populasi Tertentu dengan Taraf 

Kesalahan 1%, 5%, dan 10% .......................................................... 64 

3.4 Hasil Uji Validitas X1 (Online Gamification in Education) ............ 68 

3.5 Hasil Uji Validitas X2 (E-Learning Engagement) .......................... 70 

3.6 Hasil Uji Validitas Y (E-Learner Satisfaction) .............................. 71 

3.7 Hasil Pengujian Reliabilitas Variabel Online Gamification in 

Education, E-Learning Engagement, dan E-Learner Satisfaction .. 73 

3.8 Skor Alternatif ................................................................................ 75 

3.9 Tabel Fekuensi Sederhana ............................................................... 76 

3.10 Tabel Tabulasi Silang (Cross Tabulation) ...................................... 76 

3.11 Analisis Deskriptif .......................................................................... 77 

3.12 Kriteria Penafsiran Hasul Perhitungan Data Deskriptif ................... 77 

3.13 Indikator Pengujian Kesesuaian Model .......................................... 86 

4.1 Karakteristik dan Profil Pengguna Elsa Speak Indonesia ................ 90 

4.2 Pengalaman Pengguna Elsa Speak Berdasarkan Lama Belajar di 

Elsa Speak ............................................................................ 94 

4.3 Pengalaman Pengguna Elsa Speak Berdasarkan Durasi Belajar di 

Elsa Speak ............................................................................. 96 

4.4 Pengalaman Pengguna Elsa Speak Berdasarkan Tujuan Belajar 

Bahasa Inggris di Elsa Speak..................................................... 98 

4.5 Pengalaman Pengguna Elsa Speak Berdasarkan Alasan 

Menggunakan Elsa Speak ........................................................ 100 

4.6 Pengalaman Pengguna Elsa Speak Berdasarkan Jenis 

Gamification yang sering digunakan pada Elsa Speak .............. 102 

4.7 Klasifikasi Tingkat E-Learning Engagement Pengguna Elsa Speak  105 

4.8 Keterkaitan Tingkat E-Learning Engagement Berdasarkan Usia 

dan Jenis Kelamin ........................................................................... 106 



 

 

Tabel Judul Tabel Hal 

4.9 Keterkaitan Tingkat E-Learning Engagement Berdasarkan 

Pendidikan Terakhir  ....................................................................... 109 

4.10 Keterkaitan Tingkat E-Learning Engagement Berdasarkan Uang 

Saku ................................................................................................ 110 

4.11 Tanggapan Pengguna Elsa Speak Terhadap Variabel Online 

Gamification in Education .............................................................. 114 

4.12 Tingkat Kontribusi Indikator pada Dimensi Game Aesthetics 

dalam Online Gamification in Education ................................. 115 

4.13 Tingkat Kontribusi Indikator pada Dimensi Pedagogy dalam 

Online Gamification in Education ............................................ 117 

4.14 Tingkat Kontribusi Indikator pada Dimensi Game Mechanics 

dalam Online Gamification in Education ................................. 118 

4.15 Tingkat Kontribusi Indikator pada Dimensi Game Dynamics 

dalam Online Gamification in Education ................................. 120 

4.16 Tingkat Kontribusi Indikator pada Dimensi Game Experience 

dalam Online Gamification in Education ................................. 121 

4.17 Skor Kontribusi Item Pertanyaan Dimensi Variabel Online 

Gamification in Education ............................................................. 123 

4.18 Skor Kontribusi Item Pertanyaan Dimensi Variabel E-Learning 

Engagement .................................................................................... 130 

4.19 Tanggapan pengguna Elsa Speak terhadap Variabel  

E-Learning Engagement ................................................................ 127 

4.20 Tingkat Kontribusi Indikator pada Dimensi Emotional 

Engagement dalam E-Learning Engagement ........................... 129 

4.21 Tingkat Kontribusi Indikator pada Dimensi Behavioral 

Engagement dalam E-Learning Engagement ........................... 130 

4.22 Tingkat Kontribusi Indikator pada Dimensi Cognitive Engagement 

dalam E-Learning Engagement ........................... 131 

4.23 Tingkat Kontribusi Indikator pada Dimensi Performance 

Engagement dalam E-Learning Engagement ........................... 133 

4.24 Tingkat Kontribusi Indikator pada Dimensi Skill Engagement 

dalam E-Learning Engagement ................................................ 134 

4.25 Tanggapan Pengguna Elsa Speak terhadap Variabel E-Learner 

Satisfaction ................................................................................ 138 

4.26 Tingkat Kontribusi Indikator pada Dimensi Technology System 

dalam E-Learner Satisfaction .................................................... 139 

4.27 Tingkat Kontribusi Indikator pada Dimensi Instructor dalam E-

Learner Satisfaction .............................................................. 140 

4.28 Tingkat Kontribusi Indikator pada Dimensi Course dalam  

E-Learner Satisfaction .............................................................. 142 

4.29 Tingkat Kontribusi Indikator pada Dimensi Learner dalam  

E-Learner Satisfaction .............................................................. 143 

4.30 Skor Kontribusi Item Pertanyaan Dimensi Variabel E-Learner 

Satisfaction ..................................................................................... 145 

4.31 Hasil Uji Normalitas Data .............................................................. 149 

4.32 Hasil Pengujian Outliers Data ........................................................ 150 

4.33 Sample Correlation Matrix ............................................................. 150 



 

 

Tabel Judul Tabel Hal 

4.34 Analisis Uji Hipotesis ..................................................................... 152 

4.35 Hasil Evaluasi Goodness of Fit Full Model Pengaruh Online 

Gamification in Education terhadap E-Learner Satisfaction 

melalui E-Learning Engagement .................................................... 153 

4.36 Validitas dan Reliabilitas Model CFA Konstruk Online 

Gamification in Education .............................................................. 150 

4.37 Validitas dan Reliabilitas Model CFA Konstruk E-Learning 

Engagement .................................................................................... 155 

4.38 Validitas dan Reliabilitas Model CFA Konstruk E-Learner 

Satisfaction ..................................................................................... 156 

4.39 Analisis Uji Hipotesis .................................................................... 157 

4.40 Hasil Uji Efek Mediasi Pengaruh Online Gamification in 

Education terhadap E-Leaener Satisfaction melalui E-Learning 

Engagement .................................................................................... 159 

4.41 Hasil Uji Efek Mediasi Pengaruh Online Gamification in 

Education terhadap E-Learner Satisfaction melalui E-Learning 

Engagement  dengan Pendekatan User Defined Estimands............. 160 
 

  



 

 

DAFTAR GAMBAR 

Gambar Judul Hal 

2.1  Engel, Blackwell, and Miniard (EBM) Model ........................... 16 

2.2 A Model for Measuring E-Learner Satisfaction ....................... 26 

2.3 Model for E-Learner Satisfaction ............................................. 28 

2.4 Online Learner Satisfaction (OLS) Framework ....................... 35 

2.5 The Eled Framework ................................................................ 36 

2.6 Online Learning Engagement Analysis Model ......................... 36 

2.7 Online Learning Engagement Model for Online General 

Education Courses ................................................................... 36 

2.8 The Model for Introduction of Gamification into the Field of 

E-Learning................................................................................ 43 

2.9 Conceptual Model of Gamification E-Learning Based on 

Students Learning Style ............................................................ 44 

2.10 Flowchart Showing The Key Activities in Each Phase of the 

Addie Model and The MDA Framework .................................. 45 

2.11 Kerangka Pemikiran ................................................................. 52 

2.12 Paradigma Penelitian ................................................................ 53 

3.1 Garis Kontinum Penelitian Online Gamification in Education, 

E-Learning Engagement dan E-Learner Satisfaction .............. 78 

3.2 Model Pengukuran Online Gamification in Education ............ 79 

3.3 Model Pengukuran E-Learning Engagement ........................... 80 

3.4 Model Pengukuran E-Learner Satisfaction .............................. 80 

3.5 Model Struktural Pengaruh Online Gamification in Education 

dan E-Learning Engagement terhadap E-Learner Satisfaction  81 

3.6 Hipotesis Penelitian  .................................................................. 88 

4.1 Logo Elsa Speak ....................................................................... 89 

4.2 Garis Kontinum Penilaian Online Gamification in Education .. 113 

4.3 Garis Kontinum Penilaian E-Learning Engagement ................ 126 

4.4 Garis Kontinum Penilaian E-Learner Satisfaction ................... 137 

4.5 Model Struktural Pengaruh Online Gamification in Education 

terhadap E-Learner Satisfaction melalui E-Learning 

Engagement ............................................................................... 147 

4.6 Model Pengukuran Pengaruh Online Gamification in 

Education terhadap E-Learner Satisfaction Melalui E-

Learning Engagement .............................................................. 148 

4.7 Model Pengaruh Online Gamification in Education terhadap 

E-Learner Satisfaction Melalui E-Learning Engagement ........ 151 

4.8 Hipotesis Penelitian Pengaruh Online Gamification in 

Education terhadap E-Learner Satisfaction Melalui  

E-Learning Engagement ........................................................... 159 

4.9 Uji Sub Hipotesis Penelitian Pengaruh Online Gamification in 

Education terhadap E-Learner Satisfaction ............................... 160 

4.10 Uji Sub Hipotesis Penelitian Pengaruh Online Gamification in 

Education terhadap E-Learning Engagement ............................ 161 

4.11 Uji Sub Hipotesis Penelitian Pengaruh E-Learning 

Engagement terhadap E-Learner Satisfaction ........................... 161 



 

 

DAFTAR LAMPIRAN 

Lampiran Judul Hal 

1 SK Pembimbing Skripsi........................................................... 234 

2 Rekapitulasi Bimbingan Skripsi .............................................. 239 

3 Angket Penelitian..................................................................... 242 

4 Koding Karakteristik dan Pengalaman Responden.................. 250 

5 Koding Variabel....................................................................... 269 

6 Hasil Uji Validitas dan Reliabilitas.......................................... 307 

7 Hasil Pengujian Deskriptif dan Verifikatif............................... 315 

8 Curriculum Vitae...................................................................... 355 

   
 

 

  



 

223 
Levina Syafin Tejasukmana, 2025 
PENGARUH ONLINE GAMIFICATION IN EDUCATION TERHADAP E-LEARNER SATISFACTION MELALUI E-
LEARNING ENGAGEMENT 
Universitas Pendidikan Indonesia | repository.upi.edu | perpustakaan.upi.edu 

 

 

 

DAFTAR PUSTAKA 

Abigail, J., Sari, V. P., & Saputra, D. (2024). The Influence of Product Quality and Online Shopping 

Experience (OSE) on Consumer Loyalty Through Customer Satisfaction on Local Skincare 

Products. Procedia Computer Science, 234, 537–544. 

https://doi.org/10.1016/j.procs.2024.03.037 

Abimanto, D., & Sumarsono, W. (2024). Improving English Pronunciation with AI Speech-Recognition 

Technology. Acitya: Journal of Teaching and Education, 6(1), Article 1. 

https://doi.org/10.30650/ajte.v6i1.3810 

Adeshola, I., & Agoyi, M. (2023). Examining Factors Influencing E-Learning Engagement among 

University Students during Covid-19 Pandemic: A Mediating Role of “Learning Persistence.” 

Interactive Learning Environments, 31(10), 6195–6222. 

https://doi.org/10.1080/10494820.2022.2029493 

Afzal, S., Afzal, A., Amin, M., Saleem, S., Ali, N., & Sajid, M. (2021). A Novel Approach for Outlier 

Detection in Multivariate Data. Mathematical Problems in Engineering, 2021(1), 1899225. 

https://doi.org/10.1155/2021/1899225 

Agrawal, K., Athey, S., Kanodia, A., & Palikot, E. (2024). Digital Interventions and Habit Formation 

in Educational Technology (arXiv:2310.10850). arXiv. 

https://doi.org/10.48550/arXiv.2310.10850 

Aguilos, V., & Fuchs, K. (2022). The Perceived Usefulness of Gamified E-Learning: A Study of 

Undergraduate Students With Implications for Higher Education. Frontiers in Education, 7, 1–

11. https://doi.org/10.3389/feduc.2022.945536 

Akbar, R. A., Singgih, M. L., & Abdillah, O. (2021). Kano Lean Six Sigma (KLSS) for Improving 

Service Quality at Education Technology (EdTech) Startups. Proceedings of the Second Asia 

Pacific International Conference on Industrial Engineering and Operations Management, 

11(6), 990–998. https://doi.org/10.46254/AP02.20210154 

Akpen, C. N., Asaolu, S., Atobatele, S., Okagbue, H., & Sampson, S. (2024). Impact of Online Learning 

on Student’s Performance and Engagement: A Systematic Review. Discover Education, 3(1), 

205. https://doi.org/10.1007/s44217-024-00253-0 

Al Mamun, M. A., & Lawrie, G. (2023). Student-Content Interactions: Exploring Behavioural 

Engagement with Self-Regulated Inquiry-Based Online Learning Modules. Smart Learning 

Environments, 10(1), 1. https://doi.org/10.1186/s40561-022-00221-x 



224 

 

 
Levina Syafin Tejasukmana, 2025 
PENGARUH ONLINE GAMIFICATION IN EDUCATION TERHADAP E-LEARNER SATISFACTION MELALUI E-
LEARNING ENGAGEMENT 
Universitas Pendidikan Indonesia | repository.upi.edu | perpustakaan.upi.edu 

 
 

Alalwan, A. A. (2020). Mobile food ordering apps: An empirical study of the factors affecting customer 

e-satisfaction and continued intention to reuse. International Journal of Information 

Management, 50, 28–44. https://doi.org/10.1016/j.ijinfomgt.2019.04.008 

Aldahash, T., & Alenezi, A. (2021). The Success Factors of Implementing Web-Based Gamification 

According to the Viewpoint of Female English Teachers for Public Education Stages. 

International Journal of Information and Education Technology, 11(12), 603–614. 

https://doi.org/10.18178/ijiet.2021.11.12.1571 

Aldalur, I., & Perez, A. (2023). Gamification and Discovery Learning: Motivating and Involving 

Students in The Learning Process. Heliyon, 9(1), e13135. 

https://doi.org/10.1016/j.heliyon.2023.e13135 

Alexiou, A., Schippers, M. C., Oshri, I., & Angelopoulos, S. (2020). Narrative and Aesthetics as 

Antecedents of Perceived learning in serious Games. Information Technology &amp; People, 

35(8), 142–161. https://doi.org/10.1108/ITP-08-2019-0435 

Al-Fraihat, D., Joy, M., Masa’deh, R., & Sinclair, J. (2020). Evaluating E-learning Systems Success: 

An Empirical Study. Computers in Human Behavior, 102, 67–86. 

https://doi.org/10.1016/j.chb.2019.08.004 

Alhefnawi, M. A. M. (2021). Assessing the Efficacy of Online Handouts and Active Lectures in 

Learning Outcomes at the Engineering Undergraduate Level. Ain Shams Engineering Journal, 

12(3), 3375–3380. https://doi.org/10.1016/j.asej.2021.02.012 

Alhujaylan, H. (2025). Gauging the Effectiveness of a Mobile Application for learning English Phrasal 

Verbs. ReCALL, 37(1), 114–128. https://doi.org/10.1017/S0958344024000223 

Almaiah, M. A., Hajjej, F., Shishakly, R., Lutfi, A., Amin, A., & Awad, A. B. (2022). The Role of 

Quality Measurements in Enhancing the Usability of Mobile Learning Applications during 

COVID-19. Electronics, 11(13), Article 13. https://doi.org/10.3390/electronics11131951 

Alqahtani, M. A., Alamri, M. M., Sayaf, A. M., & Al-Rahmi, W. M. (2022). Exploring Student 

Satisfaction and Acceptance of E-Learning Technologies in Saudi Higher Education. Frontiers 

in Psychology, 13, 939336. https://doi.org/10.3389/fpsyg.2022.939336 

Al-Qaisi, S., Nusairat, N., Shater, A., Hammouri, Q., Al-Dweeri, R., Al-Gasawneh, J., Fadlallah, H., & 

Darawsheh, S. (2024). Game-Based Student E-Learning Experience: Empirical Evidence From 

Private Universities in Jordan. International Journal of Data and Network Science, 8(2), 1285–

1292. https://doi.org/10.5267/j.ijdns.2023.11.006 

Alsadoon, E., Alkhawajah, A., & Suhaim, A. B. (2022). Effects of a Gamified Learning Environment 

on Students’ achievement, Motivations, and Satisfaction. Heliyon, 8(8), 1–8. 

https://doi.org/10.1016/j.heliyon.2022.e10249 



225 

 

 
Levina Syafin Tejasukmana, 2025 
PENGARUH ONLINE GAMIFICATION IN EDUCATION TERHADAP E-LEARNER SATISFACTION MELALUI E-
LEARNING ENGAGEMENT 
Universitas Pendidikan Indonesia | repository.upi.edu | perpustakaan.upi.edu 

 
 

Alshammari, M. F., Yusoff, R. C. M., & Abas, H. (2024). A Systematic Literature Review of Factors 

Influencing Satisfaction and Continuance Intention to Use E-Learning Systems in Higher 

Education. Advances in Social Sciences Research Journal, 11(8), 326–346. 

https://doi.org/10.14738/assrj.118.17459 

Alterkait, M. A., & Alduaij, M. Y. (2024). Impact of Information Quality on Satisfaction with E-

Learning Platforms: Moderating Role of Instructor and Learner Quality. SAGE Open, 14(1), 1–

13. https://doi.org/10.1177/21582440241233400 

Álvarez, I., Montoro, C., de Medeiros, A., Kelly, D., & Hazard, A. (2020). Language learning 

Experiences of Postgraduate Research Students in The UK. The Language Learning Journal, 

48(5), 672–684. https://doi.org/10.1080/09571736.2020.1724186 

Amin, Md. A., Muzareba, A. M., Chowdhury, I. U., & Khondkar, M. (2024). Understanding E-

Satisfaction, Continuance Intention, and E-Loyalty Toward Mobile Payment Application 

During COVID-19: An Investigation Using the Electronic Technology Continuance Model. 

Journal of Financial Services Marketing, 29(2), 318–340. https://doi.org/10.1057/s41264-022-

00197-2 

Amin, N. F., Garancang, S., & Abunawas, K. (2023). Konsep Umum Populasi dan Sampel dalam 

Penelitian. PILAR, 14(1), Article 1. 

Anandita, B. S., Rahayu, A., & Dirgantari, P. D. (2023). The Influence E-Service Quality and Complain 

Handling BSI Mobile on Customer Satisfaction. Journal of Accounting and Finance 

Management, 3(6), 310–317. https://doi.org/10.38035/jafm.v3i6.171 

Angelia, F., Suharjito, S., & Isa, S. M. (2020). Improving English Learning by Gamification with MDA 

Framework. Journal of Games, Game Art, and Gamification, 5(2), Article 2. 

https://doi.org/10.21512/jggag.v5i2.7474 

Anggraini, A. (2022). Improving Students Pronunciation Skill Using Elsa Speak Application. Journal 

of English and Pedagogy, 5(1), 135–141. https://doi.org/10.33503/journey.v5i1.1840 

Appmagic.rocks. (2025). ELSA Speak: English Learning - Data Overview | AppMagic. 

AppMagic.Rocks. https://appmagic.rocks/google-play/elsa-speak-english-

learning/us.nobarriers.elsa 

Arifin, V., Handayani, V., Wardhani, L. K., Suseno, H. B., & Masruroh, S. U. (2022). User Interface 

and Exprience Gamification-Based E-Learning with Design Science Research Methodology. 

MATRIK : Jurnal Manajemen, Teknik Informatika Dan Rekayasa Komputer, 22(1), Article 1. 

https://doi.org/10.30812/matrik.v22i1.2427 



226 

 

 
Levina Syafin Tejasukmana, 2025 
PENGARUH ONLINE GAMIFICATION IN EDUCATION TERHADAP E-LEARNER SATISFACTION MELALUI E-
LEARNING ENGAGEMENT 
Universitas Pendidikan Indonesia | repository.upi.edu | perpustakaan.upi.edu 

 
 

Aripradono, H. W. (2022). Competitive Advantage using A Resource-Based View Startup Education 

Technology in Indonesia. Proceeding of The International Seminar on Business, Economics, 

Social Science and Technology (ISBEST), 2, 28–34. https://doi.org/10.33830/isbest.v2i1.787 

Azizi, M., Rassaei, E., & Bagheri, M. S. (2020). Mobile Mediated Learning in Language Classrooms: 

Learner’s Satisfaction, Their Perceived Usefulness of Instruction and Classroom Achievement. 

Information Technologies and Learning Tools, 79(5), Article 5. 

https://doi.org/10.33407/itlt.v79i5.3520 

Baah, C., Govender, I., & Subramaniam, P. R. (2024). Enhancing Learning Engagement: A Study on 

Gamification’s Influence on Motivation and Cognitive Load. Education Sciences, 14(10), 

Article 10. https://doi.org/10.3390/educsci14101115 

Bachtiar, P. P. (2023). Indonesia’s Technology Startups: Voices from the Ecosystem (Indonesia). Asian 

Development Bank. https://www.adb.org/publications/indonesia-technology-startups-voices-

ecosystem 

Baherimoghadam, T., Hamedani, S., mehrabi, M., Naseri, N., & Marzban, N. (2021). The Effect of 

Learning Style and General Self-Efficacy on Satisfaction of E-Learning in Dental Students. 

BMC Medical Education, 21(1), 463. https://doi.org/10.1186/s12909-021-02903-5 

Baldrich, K., Pérez-García, C., Domínguez-Oller, J. C., & Sánchez-Fortún, J. M. de A. (2024). 

Experiencias Gamificadas en Contextos Académicos Educativos: Un Estudio Sistemático. 

Qualitative Research in Education, 13(3), Article 3. https://doi.org/10.17583/qre.13552 

Baldwin, W. L. Q. O., & Fryer, L. (2020). Girls Show Better Quality Motivation to Learn Languages 

Than Boys: Latent Profiles and Their Gender Differences. Heliyon, 6(5), e04054. 

https://doi.org/10.1016/j.heliyon.2020.e04054 

Baloran, E. T., Hernan, J. T., & Taoy, J. S. (2021). Course Satisfaction and Student Engagement in 

Online Learning Amid COVID-19 Pandemic: A Structural Equation Model. Turkish Online 

Journal of Distance Education, 22(4), Article 4. https://doi.org/10.17718/tojde.1002721 

Barrett, N. E., Liu, G.-Z., & Wang, H.-C. (2022). Student Perceptions of A Mobile Learning Application 

for English Oral Presentations: The Case of EOPA. Computer Assisted Language Learning, 

35(9), 2476–2501. https://doi.org/10.1080/09588221.2021.1881975 

Basak, S. K., Wotto, M., & Bélanger, P. (2020). International Students’ Gender Impact to Use Mobile 

Learning in Tertiary Education. In G. Ranganathan, J. Chen, & Á. Rocha (Eds.), Inventive 

Communication and Computational Technologies (pp. 1179–1190). Springer. 

https://doi.org/10.1007/978-981-15-0146-3_114 



227 

 

 
Levina Syafin Tejasukmana, 2025 
PENGARUH ONLINE GAMIFICATION IN EDUCATION TERHADAP E-LEARNER SATISFACTION MELALUI E-
LEARNING ENGAGEMENT 
Universitas Pendidikan Indonesia | repository.upi.edu | perpustakaan.upi.edu 

 
 

Basith, A., Rosmaiyadi, R., Triani, S. N., & Fitri, F. (2020). Investigation of Online Learning 

Satisfaction During COVID 19: In Relation to Academic Achievement. Journal of Educational 

Science and Technology (EST), 6(3), Article 3. https://doi.org/10.26858/est.v1i1.14803 

Bauer, M. W. (2022). Hypothesis. In The Palgrave Encyclopedia of the Possible (pp. 1–10). Palgrave 

Macmillan, Cham. https://doi.org/10.1007/978-3-319-98390-5_193-1 

Bayona, J. A., & Durán, W. F. (2024). A meta-analysis of the influence of case method and lecture 

teaching on cognitive and affective learning outcomes. The International Journal of 

Management Education, 22(1), 100935. https://doi.org/10.1016/j.ijme.2024.100935 

Bećirović, S., Ahmetović, E., & Skopljak, A. (2022). An Examination of Students Online Learning 

Satisfaction, Interaction, Self-Efficacy and Self-Regulated Learning (SSRN Scholarly Paper 

4066025). Social Science Research Network. https://papers.ssrn.com/abstract=4066025 

Benabbes, K., Housni, K., Hmedna, B., Zellou, A., & Mezouary, A. E. (2023). A New Hybrid Approach 

to Detect and Track Learner’s Engagement in e-Learning. IEEE Access, 11, 70912–70929. 

https://doi.org/10.1109/ACCESS.2023.3293827 

Benlaghrissi, H., & Ouahidi, L. M. (2024). The Impact of Mobile-Assisted Project-Based Learning on 

Developing EFL Students’ Speaking Skills. Smart Learning Environments, 11(1), 18. 

https://doi.org/10.1186/s40561-024-00303-y 

Bergdahl, N., Nouri, J., & Fors, U. (2020). Disengagement, Engagement and Digital Skills in 

Technology-Enhanced Learning. Education and Information Technologies, 25(2), 957–983. 

https://doi.org/10.1007/s10639-019-09998-w 

Bergström, D. (2024). ‘Solve the Crossword’: An Analysis of Task Design in EFL Materials From a 

Vocabulary Perspective. The Language Learning Journal, 52(4), 426–440. 

https://doi.org/10.1080/09571736.2023.2193833 

Bhale, U., & Bedi, H. S. (2023). Sem Model Fit Indices Meaning and Acceptance of Model Literature 

Support (SSRN Scholarly Paper 4659352). Social Science Research Network. 

https://doi.org/10.2139/ssrn.4659352 

Bhardwaj, R., Cali, M., & Yarrow, N. (2020). EdTech in Indonesia: Ready for Take-off? (pp. 1–84). 

World Bank Group. https://hdl.handle.net/10986/33762 

Bhatia, P. S. (2019). Fundamentals of Digital Marketing (2nd ed.). Pearson Education India. 

Biglar, L. J. S., & Liman-Kaban, A. (2023). Exploring the Effect of Mobile-Assisted Task-Based 

Learning on Vocabulary Achievement and Student Attitude. Smart Learning Environments, 

10(1), 50. https://doi.org/10.1186/s40561-023-00270-w 

Boardman, A. G., Polman, J. L., Scornavacco, K., Potvin, A. S., Garcia, A., Dalton, B., Stamatis, K., 

Guggenheim, A., & Alzen, J. L. (2024). Examining Enactments of Project-based Learning in 



228 

 

 
Levina Syafin Tejasukmana, 2025 
PENGARUH ONLINE GAMIFICATION IN EDUCATION TERHADAP E-LEARNER SATISFACTION MELALUI E-
LEARNING ENGAGEMENT 
Universitas Pendidikan Indonesia | repository.upi.edu | perpustakaan.upi.edu 

 
 

Secondary English Language Arts. AERA Open, 10, 23328584241269829. 

https://doi.org/10.1177/23328584241269829 

Bolliger, D. U., Martin, F., & Kim, S. (2024). Development and Validation of The Online Learner 

Satisfaction Instrument. Educational Technology Research and Development, 72(6), 2963–

2987. https://doi.org/10.1007/s11423-024-10384-8 

Bossman, A., & Agyei, S. K. (2022). Technology and Instructor Dimensions, E-Learning Satisfaction, 

and Academic Performance of Distance Students in Ghana. Heliyon, 8(4). 

https://doi.org/10.1016/j.heliyon.2022.e09200 

Bouchrika, I. (2025, August 21). 40 LMS & E-Learning Statistics: 2025 Data, Trends & Predictions. 

https://research.com/education/lms-elearning-statistics 

Budiastuti, Dr. D., & Bandur, A. (2018). Validasi dan Reliabilitas Penelitian dilengkapi Analisis 

dengan NVIVO, SPSS, dan AMOS. Mitra Wacana Media. https://core.ac.uk/reader/187725992 

Çam, E., Çam, M., & Uzun, L. (2021). Turkish EFL Learners’ Readiness for and Satisfaction with E-

Learning during COVID-19. International Dialogues on Education, 8(1), 24–54. 

Camacho-Sánchez, R., Rillo-Albert, A., & Lavega-Burgués, P. (2022). Gamified Digital Game-Based 

Learning as a Pedagogical Strategy: Student Academic Performance and Motivation. Applied 

Sciences, 12(21), Article 21. https://doi.org/10.3390/app122111214 

Capterra.com. (2025, March 27). Compare Mondly for Business vs Duolingo vs ELSA Speak 2025. 

Capterra. https://www.capterra.com/compare/192358-210401-240698/mondlyWORKS-vs-

Duolingo-for-Schools-vs-ELSA-Speak 

Carvalho, C. V. da, & Coelho, A. (2022). Game-Based Learning, Gamification in Education and Serious 

Games. Computers, 11(3), Article 3. https://doi.org/10.3390/computers11030036 

Cavite, F. A. M., & Marcial, D. E. (2022). Correlates of Learning Satisfaction and Learning 

Engagement in Online Distance Education. Information Technologies and Learning Tools, 

90(4), Article 4. https://doi.org/10.33407/itlt.v90i4.4920 

Çelik, F., & Yangın Ersanlı, C. (2022). The Use of Augmented Reality in a Gamified CLIL Lesson and 

Students’ Achievements and Attitudes: A Quasi-Experimental Study. Smart Learning 

Environments, 9(1), 30. https://doi.org/10.1186/s40561-022-00211-z 

Cepni, S. B., Keleş, N., & Yazıcı, E. A. (2025). Exploring Postgraduate Students’ Perspectives on the 

Use of Digital Tools and Artificial Intelligence in English Language Teaching and Research: 

Trends, Challenges, and Future Prospects. International Journal of Education, Technology and 

Science, 5(1), 76–92. https://doi.org/10.5281/zenodo.14906298 



229 

 

 
Levina Syafin Tejasukmana, 2025 
PENGARUH ONLINE GAMIFICATION IN EDUCATION TERHADAP E-LEARNER SATISFACTION MELALUI E-
LEARNING ENGAGEMENT 
Universitas Pendidikan Indonesia | repository.upi.edu | perpustakaan.upi.edu 

 
 

Cespón, M. T., & Toyos, P. B. (2025). An Example of Gamification for Pre-Service Teachers in Online 

Higher Education: Methods, Tools, and Purpose. Digital Education Review, 46, Article 46. 

https://doi.org/10.1344/der.2025.46.1-14 

Chaka, C., Nkhobo, T., & Lephalala, M. (2022). Leveraging Student Engagement through MS Teams 

at an Open and Distance E-Learning Institution. Journal of Education and E-Learning 

Research, 9(3), 136–146. https://doi.org/10.20448/jeelr.v9i3.4102 

Chamani, S., Razi, A., & Xodabande, I. (2023). Motivational and Emotional States in Self-Directed 

Language Learning: A Longitudinal Study. Discover Education, 2(1), 23. 

https://doi.org/10.1007/s44217-023-00048-9 

Chandra, T., & Deli, D. (2023). Education Gamification and Student Motivation: A Case Study of 

Chinese Language Education. IJIE (Indonesian Journal of Informatics Education), 7(2), Article 

2. https://doi.org/10.20961/ijie.v7i2.80108 

Chatterjee, S., Majumdar, D., Misra, S., & Damaševičius, R. (2020). Adoption of Mobile Applications 

for Teaching-Learning Process in Rural Girls’ Schools in India: An Empirical Study. Education 

and Information Technologies, 25(5), 4057–4076. https://doi.org/10.1007/s10639-020-10168-

6 

Chauhan, R., & Mehra, P. (2024). Abstract or Concrete Language Style? How Chatbots of Online 

Travel Agencies Should Apologise to Customers. Asia Pacific Journal of Tourism Research, 

30(3), 285–299. https://doi.org/10.1080/10941665.2024.2437622 

Chen, J., Kolmos, A., & Du, X. (2021). Forms of Implementation and Challenges of PBL in Engineering 

Education: A Review of Literature. European Journal of Engineering Education. 

https://doi.org/10.1080/03043797.2020.1718615 

Chen, J., & Liang, M. (2022). Play Hard, Study Hard? The Influence of Gamification on Students’ 

Study Engagement. Frontiers in Psychology, 13. https://doi.org/10.3389/fpsyg.2022.994700 

Cheng, X., Wang, X., Huang, J., & Zarifis, A. (2023). An Experimental Study of Satisfaction Response: 

Evaluation of Online Collaborative Learning. The International Review of Research in Open 

and Distributed Learning, 17(1). https://doi.org/10.19173/irrodl.v17i1.2110 

Chugh, M., Upadhyay, R., & Chugh, N. (2023). An Empirical Investigation of Critical Factors 

Affecting Acceptance of E-Learning Platforms: A Learner’s Perspective. SN Computer 

Science, 4(3), 240. https://doi.org/10.1007/s42979-022-01558-3 

Chukwuere, J. E., Mbukanma, I., & Enwereji, P. C. (2017). The Financial and Academic Implications 

of Using Smartphones Among Students: A Quantitative Study. Journal of Economics and 

Economic Education Research, 18(1), 0–0. 



230 

 

 
Levina Syafin Tejasukmana, 2025 
PENGARUH ONLINE GAMIFICATION IN EDUCATION TERHADAP E-LEARNER SATISFACTION MELALUI E-
LEARNING ENGAGEMENT 
Universitas Pendidikan Indonesia | repository.upi.edu | perpustakaan.upi.edu 

 
 

Coelho, F., Rando, B., Aparício, D., Pontífice-Sousa, P., Gonçalves, D., & Abreu, A. M. (2025). The 

Impact of Educational Gamification on Cognition, Emotions, and Motivation: A Randomized 

Controlled Trial. Journal of Computers in Education. https://doi.org/10.1007/s40692-025-

00366-x 

Cofini, V., Perilli, E., Moretti, A., Bianchini, V., Perazzini, M., Muselli, M., Lanzi, S., Tobia, L., 

Fabiani, L., & Necozione, S. (2022). E-Learning Satisfaction, Stress, Quality of Life, and 

Coping: A Cross-Sectional Study in Italian University Students a Year after the COVID-19 

Pandemic Began. International Journal of Environmental Research and Public Health, 19(13), 

Article 13. https://doi.org/10.3390/ijerph19138214 

Coombs, H. V. (2022). Case Study Research Defined. https://doi.org/10.5281/zenodo.7604301 

Copur, O., Nakıp, M., Scardapane, S., & Slowack, J. (2022). Engagement Detection with Multi-Task 

Training in E-Learning Environments (arXiv:2204.04020). arXiv. 

https://doi.org/10.48550/arXiv.2204.04020 

Cruz, S. G., Muñoz, M., Mejía, J., Peña, A., & Carranza, D. B. (2025). Experimental Evaluation of 

Using Gamification in Software Engineering Education in Software Requirements. CLEI 

Electronic Journal, 28(2), Article 2. https://doi.org/10.19153/cleiej.28.2.3 

Csizér, K., & Albert, Á. (2024). Gender-Related Differences in the Effects of Motivation, Self-Efficacy, 

and Emotions on Autonomous Use of Technology in Second Language Learning. The Asia-

Pacific Education Researcher, 33(4), 819–828. https://doi.org/10.1007/s40299-023-00808-z 

Cui, Z., & Yang, H. (2023). From Game Elements to Active Learning Intentions: Exploring the Driving 

Factors in Digital Learning Platforms. SAGE Open, 13(4), 21582440231208932. 

https://doi.org/10.1177/21582440231208932 

Czerkawski, B. C., & Lyman, E. W. (2016). An Instructional Design Framework for Fostering Student 

Engagement in Online Learning Environments. TechTrends, 60(6), 532–539. 

https://doi.org/10.1007/s11528-016-0110-z 

Dahalan, F., Alias, N., & Shaharom, M. S. N. (2024). Gamification and Game Based Learning for 

Vocational Education and Training: A Systematic Literature Review. Education and 

Information Technologies, 29(2), 1279–1317. https://doi.org/10.1007/s10639-022-11548-w 

Dargahi, H., Kooshkebaghi, M., & Mireshghollah, M. (2023). Learner Satisfaction With Synchronous 

and Asynchronous Virtual Learning Systems During the COVID-19 Pandemic in Tehran 

University of Medical Sciences: A Comparative Analysis. BMC Medical Education, 23(1), 886. 

https://doi.org/10.1186/s12909-023-04872-3 

Deng, R. (2021). Emotionally Engaged Learners Are More Satisfied with Online Courses. 

Sustainability, 13(20), Article 20. https://doi.org/10.3390/su132011169 



231 

 

 
Levina Syafin Tejasukmana, 2025 
PENGARUH ONLINE GAMIFICATION IN EDUCATION TERHADAP E-LEARNER SATISFACTION MELALUI E-
LEARNING ENGAGEMENT 
Universitas Pendidikan Indonesia | repository.upi.edu | perpustakaan.upi.edu 

 
 

Denojean-Mairet, M., López-Pernas, S., Agbo, F. J., & Tedre, M. (2024). A Literature Review on the 

Integration of Microlearning and Social Media. Smart Learning Environments, 11(1), 46. 

https://doi.org/10.1186/s40561-024-00334-5 

Dewi, L. S., & Setiawan, W. B. (2023). Pengembangan dan Pelatihan Sumber Daya Manusia di Era 

Digital Marketing Menuju 5.0 dengan Memanfaatkan Platform Media Sosial pada UMKM di 

Desa Sukasukur Kecamatan Cisayong. Jurnal Umum Pengabdian Masyarakat, 2(4), 36–44. 

https://doi.org/10.58290/jupemas.v2i4.190 

Dharmono, S. C., Putra, R. A. K., & Herdina, A. M. (2023). The Study of Customer Satisfaction on 

Natural Skincare Products for MSME’s E-Business Sustainability. E3S Web of Conferences, 

388, 03003. https://doi.org/10.1051/e3sconf/202338803003 

Dhivya, D. S., Hariharasudan, A., Ragmoun, W., & Alfalih, A. A. (2023). ELSA as an Education 4.0 

Tool for Learning Business English Communication. Sustainability, 15(4), Article 4. 

https://doi.org/10.3390/su15043809 

Dindar, M., Ren, L., & Järvenoja, H. (2021). An Experimental Study on The Effects of Gamified 

Cooperation and Competition on English Vocabulary Learning. British Journal of Educational 

Technology, 52(1), 142–159. https://doi.org/10.1111/bjet.12977 

Ding, Y., & Zhu, J. (2025). Mobile Based Peer Feedback in EFL Speaking: Learners’ Motivation, 

Behavioral Engagement in Feedback Provision, and Achievement. Asian-Pacific Journal of 

Second and Foreign Language Education, 10(1), 10. https://doi.org/10.1186/s40862-024-

00314-9 

Djamaludin, M. D., & Fahira, A. (2023). The Influence of Brand Trust and Satisfaction towards 

Consumer Loyalty of a Local Cosmetic Products Brand X among Generation Z. Journal of 

Consumer Sciences, 8(1), Article 1. https://doi.org/10.29244/jcs.8.1.27-44 

Do, T. X., Tran, H. T. L., & Le, T. T. (2022). Factors Influencing the E-learning System Usage During 

the COVID-19 Pandemic in Vietnam. PLOS ONE, 17(12), e0278109. 

https://doi.org/10.1371/journal.pone.0278109 

Dong, L., Jamal Mohammed, S., Ahmed Abdel-Al Ibrahim, K., & Rezai, A. (2022). Fostering EFL 

learners’ Motivation, Anxiety, and Self-Efficacy through Computer-Assisted Language 

Learning and Mobile-Assisted Language Learning-Based Instructions. Frontiers in 

Psychology, 13. https://doi.org/10.3389/fpsyg.2022.899557 

Dubey, P., Pradhan, R. L., & Sahu, K. K. (2023). Underlying Factors of Student Engagement to E-

Learning. Journal of Research in Innovative Teaching &amp; Learning, 16(1), 17–36. 

https://doi.org/10.1108/JRIT-09-2022-0058 

Duolingo.com. (2025). Learn a language for free. Duolingo. https://www.duolingo.com/ 



232 

 

 
Levina Syafin Tejasukmana, 2025 
PENGARUH ONLINE GAMIFICATION IN EDUCATION TERHADAP E-LEARNER SATISFACTION MELALUI E-
LEARNING ENGAGEMENT 
Universitas Pendidikan Indonesia | repository.upi.edu | perpustakaan.upi.edu 

 
 

Duterte, J. (2024). The Impact of Educational Gamification on Student Learning Outcomes. 

International Journal of Research and Innovation in Social Science, 8(10), 477–487. 

https://doi.org/10.47772/IJRISS.2024.8100040 

Dylman, A. S., Champoux-Larsson, M.-F., & Frances, C. (2025). Prosody! When Intonation Helps and 

There Is an Effect… on Listening Comprehension in Children. Educational Psychology, 45(1), 

1–17. https://doi.org/10.1080/01443410.2024.2446778 

East Ventures. (2023). East Ventures—Digital Competitiveness Index 2023. 

https://east.vc/id/reports/east-ventures-digital-competitiveness-index-2023/ 

Ekawijaya, A. B., Rahayu, A., & Dirgantari, P. D. (2023). Strategi Penetapan Harga Layanan Education 

Technology (Edtech) Indonesia. Jurnal Ilmu Manajemen dan Bisnis, 14(1), Article 1. 

https://doi.org/10.17509/jimb.v14i1.57003 

Ekoç, A. (2021). Mobile Language Learning Applications from the Perspectives of Adult Language 

Learners in Turkey. Shanlax International Journal of Education, 9(4), 259–264. 

https://doi.org/doi.org/10.34293/education.v9i4.4147 

El-Sabagh, H. A. (2021). Adaptive E-Learning Environment Based on Learning Styles and its Impact 

on Development Students’ Engagement. International Journal of Educational Technology in 

Higher Education, 18(1), 53. https://doi.org/10.1186/s41239-021-00289-4 

Elsaspeak.com. (2025). ELSA SPEAK INDONESIA - Belajar Bahasa Inggris Komunikasi Online. 

ELSA Speak Indonesia. https://id.elsaspeak.com/ 

El-Sayad, G., Md Saad, N. H., & Thurasamy, R. (2021). How Higher Education Students in Egypt 

Perceived Online Learning Engagement and Satisfaction During the COVID-19 Pandemic. 

Journal of Computers in Education, 8(4), 527–550. https://doi.org/10.1007/s40692-021-00191-

y 

Ertan, K., & Kocadere, S. A. (2022). Gamification Design to Increase Motivation in Online Learning 

Environments: A Systematic Review. Journal of Learning and Teaching in Digital Age, 7(2), 

Article 2. https://doi.org/10.53850/joltida.1020044 

Essafi, M., Belfakir, L., & Moubtassime, M. (2025). Examining the Impact of Demographics on 

Students’ Perceptions of Mobile-Assisted Language Learning. Journal of Computer Science 

and Technology Studies, 7(1), Article 1. https://doi.org/10.32996/jcsts.2025.7.1.26 

Evurulobi, C. I., Dagunduro, A. O., & Ajuwon, O. A. (2024). Language Learning Technologies: A 

Review of Trends in the USA and Globally. World Journal of Advanced Research and Reviews, 

23(3), 2697–2707. https://doi.org/10.30574/wjarr.2024.23.3.2851 



233 

 

 
Levina Syafin Tejasukmana, 2025 
PENGARUH ONLINE GAMIFICATION IN EDUCATION TERHADAP E-LEARNER SATISFACTION MELALUI E-
LEARNING ENGAGEMENT 
Universitas Pendidikan Indonesia | repository.upi.edu | perpustakaan.upi.edu 

 
 

Fajardo, S. B., Cuarcio, Ma. E., & Redrico, M. L. A. (2021). Students’ Perception on the Use of 

Gamification for English as a Second Language (ESL) Learning. ResearchGate. 

https://doi.org/10.13140/RG.2.2.15313.04964 

Faras, F. A. (2024). Role of Instructor Feedback Frequency and Quality in Online Student Satisfaction 

in Morocco. American Journal of Online and Distance Learning, 6(2), Article 2. 

https://doi.org/10.47672/ajodl.2014 

Fariz, & Winarsih, T. (2025). Analysis of the Extended Technology Acceptance Model as A Basis for 

the Adoption of Educational Technology Startup Platforms. The Eastasouth Management and 

Business, 3(02), Article 02. https://doi.org/10.58812/esmb.v3i02.409 

Farros, H., Shinta, A., Zaid, Z., & Bahy, M. P. A. (2022). Evaluating the Effect of EFL College 

Students’ Intention To Utilize Mobile English Vocabulary in The Learning Process: A TAM 

Framework. Voices of English Language Education Society, 6(1), Article 1. 

https://doi.org/10.29408/veles.v6i1.5277 

Feng, J., Yu, B., Tan, W. H., Dai, Z., & Li, Z. (2025). Key Factors Influencing Educational Technology 

Adoption in Higher Education: A Systematic Review. PLOS Digital Health, 4(4), e0000764. 

https://doi.org/10.1371/journal.pdig.0000764 

Fernández, A. G., Revuelta-Domínguez, F.-I., & Fernández-Sánchez, M. R. (2022). Models of 

Instructional Design in Gamification: A Systematic Review of the Literature. Education 

Sciences, 12(1), Article 1. https://doi.org/10.3390/educsci12010044 

Firdaus, E., Munir, M., Dirgantari, P. D., Furqon, C., & Ramadhianti, R. H. (2024). Model of Increasing 

the Benefits of E-Learning and Multi-Group Analysis: Within the Private University 

Management Paradigm. Maker: Jurnal Manajemen, 10(2), Article 2. 

https://doi.org/10.37403/mjm.v10i2.685 

Fitria, F., Yahya, M., Ali, M. I., Purnamawati, P., & Mappalotteng, A. M. (2024). The Impact of System 

Quality and User Satisfaction: The Mediating Role of Ease of Use and Usefulness in E-

Learning Systems. International Journal of Environment, Engineering and Education, 6(2), 

Article 2. https://doi.org/10.55151/ijeedu.v6i2.134 

Fixen, M. (2024). Learning Through Case Studies in Higher Education. Journal of Higher Education 

Theory and Practice, 24(5). https://doi.org/10.33423/jhetp.v24i5.7002 

Gachigi, P. N., Ngunu, S., Okoth, E., & Alulu, L. (2023). Predictors of Students’ Satisfaction in Online 

Learning. https://dx.doi.org/10.47772/IJRISS.2023.7929 

Gao, H., Ou, Y., Zhang, Z., Ni, M., Zhou, X., & Liao, L. (2021). The Relationship Between Family 

Support and e-Learning Engagement in College Students: The Mediating Role of e-Learning 



234 

 

 
Levina Syafin Tejasukmana, 2025 
PENGARUH ONLINE GAMIFICATION IN EDUCATION TERHADAP E-LEARNER SATISFACTION MELALUI E-
LEARNING ENGAGEMENT 
Universitas Pendidikan Indonesia | repository.upi.edu | perpustakaan.upi.edu 

 
 

Normative Consciousness and Behaviors and Self-Efficacy. Frontiers in Psychology, 12. 

https://doi.org/10.3389/fpsyg.2021.573779 

García-Iruela, M., Hijón-Neira, R., & Connolly, C. (2022). Can Gamification Help in Increasing 

Motivation, Engagement, and Satisfaction? A Gamified Experience in Teaching CS to Students 

from Other Disciplines. Education in the Knowledge Society (EKS), 23, e26932–e26932. 

https://doi.org/10.14201/eks.26932 

Ge, D. (2025). Resilience and online learning emotional engagement among college students in the 

digital age: A perspective based on self-regulated learning theory. BMC Psychology, 13(1), 

326. https://doi.org/10.1186/s40359-025-02631-1 

Ghai, A., & Tandon, U. (2023). Integrating Gamification and Instructional Design to Enhance Usability 

of Online Learning. Education and Information Technologies, 28(2), 2187–2206. 

https://doi.org/10.1007/s10639-022-11202-5 

Gironella, F. (2023). Gamification Pedagogy: A Motivational Approach to Student-Centric Course 

Design in Higher Education. Journal of University Teaching and Learning Practice, 20(3), 

Article 3. https://doi.org/10.53761/1.20.3.04 

Glazier, R. A., & Harris, H. S. (2021). Instructor Presence and Student Satisfaction across Modalities: 

Survey Data on Student Preferences in Online and On-Campus Courses. International Review 

of Research in Open and Distributed Learning, 22(3), 77–98. 

Goh, T.-T. (2025). Learning Management System Log Analytics: The Role of Persistence and 

Consistency of Engagement Behaviour on Academic Success. Journal of Computers in 

Education. https://doi.org/10.1007/s40692-025-00358-x 

González, C. D. B., Díaz, N. D., & González, C. D. B. (2024). Optimizing Education with Data 

Analytics: A Feature Comparison of LMS and SIS (2024050459). Preprints. 

https://doi.org/10.20944/preprints202405.0459.v1 

González, M. E. P., Robles, A. S., Guerrero, A. J. M., & Belmonte, J. L.-. (2022). Elaboration and 

Validation of The Scale to Measure the Experience on Gamification in Education 

(EGAMEDU). JOTSE, 12(1), 217–229. https://doi.org/10.3926/jotse.1505 

Griva, A. (2022). “I can get no e-satisfaction”. What analytics say? Evidence using satisfaction data 

from e-commerce. Journal of Retailing and Consumer Services, 66, 102954. 

https://doi.org/10.1016/j.jretconser.2022.102954 

Guo, L., Du, J., & Zheng, Q. (2023). Understanding the Evolution of Cognitive Engagement with 

Interaction Levels in Online Learning Environments: Insights From Learning Analytics and 

Epistemic Network Analysis. Journal of Computer Assisted Learning, 39(3), 984–1001. 

https://doi.org/10.1111/jcal.12781 



235 

 

 
Levina Syafin Tejasukmana, 2025 
PENGARUH ONLINE GAMIFICATION IN EDUCATION TERHADAP E-LEARNER SATISFACTION MELALUI E-
LEARNING ENGAGEMENT 
Universitas Pendidikan Indonesia | repository.upi.edu | perpustakaan.upi.edu 

 
 

Gusrianto, E., & Iswahyuni, I. (2024, July 19). ELSA Speak Application as an Advanced Program for 

Improving Pronunciation for Students in Indonesia: A Literature Review. Proceedings of the 

3rd International Conference on Language, Literature, Education, and Culture, ICOLLEC 

2023, 25-27 October 2023, Bali, Indonesia. https://eudl.eu/doi/10.4108/eai.25-10-

2023.2348268 

Habib, S. 1, Haider, A. 2, Suleman 3, S. S. M., Akmal, S. 4, Mohammed Arshad Khan 5   1  Department 

of Business Administration, C. of A., Finance, S. E. U., s. habib@seu.edu.sa 2  Department of 

Finance, C. of A., Financial Science, S. E. U., sm. sufyan@amc.edu.sa 4  Department of E-

Commerce, C. of A., Finance, S. E. U., s. akmal@seu.edu.sa 5  Department of Accountancy, 

C. of A., Financial Science, S. E. U. R. 11673, & m.akhan@seu.edu.sa. (2022). Mobile Assisted 

Language Learning: Evaluation of Accessibility, Adoption, and Perceived Outcome among 

Students of Higher Education. 1113. https://doi.org/10.3390/electronics11071113 

Habib, S., Haider, A., Suleman, S. S. M., Akmal, S., & Khan, M. A. (2022). Mobile Assisted Language 

Learning: Evaluation of Accessibility, Adoption, and Perceived Outcome among Students of 

Higher Education. Electronics, 11(7), Article 7. https://doi.org/10.3390/electronics11071113 

Hagiwara, M., & Tanner, J. (2024). Project MOSLA: Recording Every Moment of Second Language 

Acquisition (arXiv:2403.17314). arXiv. https://doi.org/10.48550/arXiv.2403.17314 

Halachev, P. (2024). Gamification as An E-Learning Tool: A Literature Review. E-Learning 

Innovations Journal, 2(2), Article 2. https://doi.org/10.57125/ELIJ.2024.09.25.01 

Haliza, H. P. M., & Lolita, Y. (2024). The Use of Mall (Mobile Assisted Language Learning) by Using 

Elsa (English Language Speech Assistant) Speak for Students’ Speaking Skills. JADEs Journal 

of Academia in English Education, 5(2), 224–239. https://doi.org/10.32505/jades.v5i2.9850 

Hamdani, H., Jalinus, N., & Abdullah, R. (2024). Era Baru Pendidikan Vokasi: Menuju Merdeka 

Belajar dan Tantangan Dunia Kerja 4.0. JIPTEK: Jurnal Ilmiah Pendidikan Teknik dan 

Kejuruan, 17(2), 120–129. https://doi.org/10.20961/jiptek.v17i2.88904 

Hammad Al-Rashidi, A., & Aberash, A. (2024). Reflective Thinking and Self-Evaluation in Language 

Learning: Mirroring The Impacts on Saudi Arabian EFL Students’ Growth Mindfulness, 

Resilience, and Academic Well-Being. Asian-Pacific Journal of Second and Foreign Language 

Education, 9(1), 44. https://doi.org/10.1186/s40862-024-00265-1 

Han, J., Ryu, C., & Nadarajan, G. (2024). Exploring Factors Affecting Student Learning Satisfaction 

during COVID-19 in South Korea (arXiv:2407.20234). arXiv. 

https://doi.org/10.48550/arXiv.2407.20234 



236 

 

 
Levina Syafin Tejasukmana, 2025 
PENGARUH ONLINE GAMIFICATION IN EDUCATION TERHADAP E-LEARNER SATISFACTION MELALUI E-
LEARNING ENGAGEMENT 
Universitas Pendidikan Indonesia | repository.upi.edu | perpustakaan.upi.edu 

 
 

Handikaningtyas, T. (2025). Effectiveness of Mobile Assisted Language Learning Based on Speech 

Recognition in Learning How to Learn Model to Improve Speaking Skill. EDUTECH, 24(2), 

Article 2. https://doi.org/10.17509/e.v24i2.83817 

Hanifah, R. A., Setyaningsih, E., & Sumardi, S. (2022). EFL Students’ Engagement during Emergency 

Remote Teaching: Does Technology Matter? Journal of Languages and Language Teaching, 

10(1), 19–35. https://doi.org/10.33394/jollt.v10i1.4188 

Hardani, Ustiawaty, J., Andriani, H., Istiqomah, R., Sukmana, D., Fardani, R., Auliya, N., & Utami, E. 

(2020). Metode Penelitian Kualitatif & Kuantitatif. CV. Pustaka Ilmu. 

Hari Rajan, M., Herbert, C., & Polly, P. (2024). Disrupted student engagement and motivation: 

Observations from online and face-to-face university learning environments. Frontiers in 

Education, 8. https://doi.org/10.3389/feduc.2023.1320822 

Hasan, M., Islam, A. B. M. S., & Shuchi, I. J. (2021). Using Mobile-Based Formative Assessment in 

ESL/EFL Speaking. Journal of Languages and Language Teaching, 9(1), 117–125. 

https://doi.org/10.33394/jollt.v9i1.3449 

Hebbar, S., Manohar, S., & Hungund, S. (2024). Examining Gamification’s Impact on Perceived 

Satisfaction through Learning Parameters: A Preliminary Perception-Based Study among 

Prospective Users. Interactive Learning Environments, 0(0), 1–20. 

https://doi.org/10.1080/10494820.2024.2417719 

Heilporn, G., Lakhal, S., & Bélisle, M. (2021). An Examination of Teachers’ Strategies to Foster 

Student Engagement in Blended Learning in Higher Education. International Journal of 

Educational Technology in Higher Education, 18(1), 25. https://doi.org/10.1186/s41239-021-

00260-3 

Herawati, A., Pasaribu, B., Aji, R. H. S., & Utomo, K. W. (2021). Metodologi Penelitian untuk Ekonomi 

dan Bisnis (Jakarta). Edu Pustaka. 

//library.idaqu.ac.id%2Findex.php%3Fp%3Dshow_detail%26id%3D872%26keywords%3D 

Hernández, R. V. R., Díaz-Roldán, J. L., López-Mendoza, A., & Salazar-Hernández, R. (2023). 

Instructor Presence, Interactive Tools, Student Engagement, and Satisfaction in Online 

Education During the COVID-19 Mexican Lockdown. Interactive Learning Environments, 

31(5), 2841–2854. https://doi.org/10.1080/10494820.2021.1912112 

Hettiarachchi, S., Damayanthi, B. W. R., Heenkenda, S., Dissanayake, D., Ranagalage, M., & Ananda, 

L. (2021). Student Satisfaction with Online Learning during the COVID-19 Pandemic: A Study 

at State Universities in Sri Lanka. Sustainability, 13(21), Article 21. 

https://doi.org/10.3390/su132111749 

Hikmawati, F. (2020). Metodologi Penelitian. Rajawali Press. https://digilib.uinsgd.ac.id/31676/ 



237 

 

 
Levina Syafin Tejasukmana, 2025 
PENGARUH ONLINE GAMIFICATION IN EDUCATION TERHADAP E-LEARNER SATISFACTION MELALUI E-
LEARNING ENGAGEMENT 
Universitas Pendidikan Indonesia | repository.upi.edu | perpustakaan.upi.edu 

 
 

Hirschi, K. R. (2024). Mobile-Assisted Pronunciation Training for Intelligibility, Comprehensibility, 

and Pragmatically Appropriate Prosody. In ProQuest LLC. ProQuest LLC. 

Hisham, A. N. M., Sailun, A. S., & Mohamed, S. (2021). Student Engagement Level in Online 

Learning: The New Normal. Selangor Humaniora Review, 5(1), 278–290. 

Hori, R., Fujii, M., Toguchi, T., Wong, S., & Endo, M. (2025). Impact of an EFL Digital Application 

on Learning, Satisfaction, and Persistence in Elementary School Children. Early Childhood 

Education Journal, 53(5), 1851–1862. https://doi.org/10.1007/s10643-024-01653-5 

Hou, Y., & Wong, Y. S. (2024). The Factors of Student Dimensions in Influencing E-Learning Student 

Satisfaction. International Journal of Academic Research in Progressive Education and 

Development, 13(4), 142–148. https://doi.org/10.6007%2FIJARPED%2Fv13-i4%2F22648 

Hoxhaj, S. (2024). Interactive Language Learning Apps: Enhancing Student Motivation and 

Participation in EFL Activities at the University. Academic Journal of Business, 

Administration, Law and Social Sciences, 10(2), 21–32. https://doi.org/10.2478/ajbals-2024-

0012 

Hu, J., & Xiao, W. (2024). Exploring Engagement, Performance, and Satisfaction in Online Self-

Directed Professional Learning Using LMS Logs. Sustainability, 16(19), Article 19. 

https://doi.org/10.3390/su16198399 

Hwang, H.-B., Coss, M. D., Loewen, S., & Tagarelli, K. M. (2024). Acceptance and Engagement 

Patterns of Mobile-Assisted language Learning among Non-Conventional Adult L2 Learners: 

A Survival Analysis. Studies in Second Language Acquisition, 46(4), 969–995. 

https://doi.org/10.1017/S0272263124000354 

Ibisu, A. E. (2024). Development of a Gamification Model for Personalized E-learning 

(arXiv:2404.15301). arXiv. https://doi.org/10.48550/arXiv.2404.15301 

Inayati, N., & Waloyo, A. A. (2022). The Influence of Quizziz-Online Gamification on Learning 

Engagement and Outcomes in Online English Language Teaching. Journal on English as a 

Foreign Language, 12(2), 249–271. https://doi.org/10.23971/jefl.v12i2.3546 

Inchamnan, W., & Chomsuan, J. (2021). The Gamification Design for Affordances Pedagogy. 

Advances in Science, Technology and Engineering Systems Journal, 6(4), 138–146. 

http://dx.doi.org/10.25046/aj060416 

Increasing the Effectiveness of Online Learning Platforms: Some Factors that Influence Employee 

Work Engagement. (2023). Development and Learning in Organizations: An International 

Journal, 37(4), 36–38. https://doi.org/10.1108/DLO-04-2023-0112 



238 

 

 
Levina Syafin Tejasukmana, 2025 
PENGARUH ONLINE GAMIFICATION IN EDUCATION TERHADAP E-LEARNER SATISFACTION MELALUI E-
LEARNING ENGAGEMENT 
Universitas Pendidikan Indonesia | repository.upi.edu | perpustakaan.upi.edu 

 
 

Ishaq, K., & Alvi, A. (2023). Personalization, Cognition, and Gamification-based Programming 

Language Learning: A State-of-the-Art Systematic Literature Review (arXiv:2309.12362). 

arXiv. https://doi.org/10.48550/arXiv.2309.12362 

Islam, M. R., Sarker, R., Sultana, R., Faisal-E-Alam, M., Castanho, R. A., & Meyer, D. (2023). 

Understanding the COVID-19 Pandemic’s Impact on E-Learner Satisfaction at the Tertiary 

Level. Sustainability, 15(8), Article 8. https://doi.org/10.3390/su15086694 

Istikharoh, L., & Utami, S. Y. (2024). EFL Students’ Self-Efficacy in Technology-Assisted Language 

Learning. Englisia : Journal of Language, Education, and Humanities, 12(1), Article 1. 

https://doi.org/10.22373/ej.v12i1.23920 

Jaffray, A., Finn, C., & Nurse, J. R. C. (2021). SherLOCKED: A Detective-themed Serious Game for 

Cyber Security Education (Vol. 613, pp. 35–45). https://doi.org/10.1007/978-3-030-81111-2_4 

Jang, J., Park, J. J. Y., & Yi, M. Y. (2015). Gamification of Online Learning. In C. Conati, N. Heffernan, 

A. Mitrovic, & M. F. Verdejo (Eds.), Artificial Intelligence in Education (pp. 646–649). 

Springer International Publishing. https://doi.org/10.1007/978-3-319-19773-9_82 

Janson, M. P., & Janke, S. (2024). The Influence of E-Learning on Exam Performance and the Role of 

Achievement Goals in Shaping Learning Patterns. International Journal of Educational 

Technology in Higher Education, 21(1), 56. https://doi.org/10.1186/s41239-024-00488-9 

Jiang, C., & Liu, D. (2022). Investigating Online Behavioral Learning Engagement and Performance 

based on LMS Data amid COVID-19: Does Gender Really Matter? Frontiers in Educational 

Research, 5(19). https://doi.org/10.25236/FER.2022.051910 

Jingmiao, Y. (2024). Visual Communication Design for Mobile Learning Apps: User Interface 

Usability and Learning Engagement. Comunicar, 32(78), Article 78. 

https://doi.org/10.58262/V32I78.19 

Jitsupa, J., Takomsane, M., Bunyawanich, S., Bunyawanich, S., Songsom, N., & Nilsook, P. (2022). 

Combining Online Learning with Gamification: An Exploration into Achievement, Motivation, 

and Satisfaction of the Undergraduate. International Journal of Information and Education 

Technology, 12(7), 643–649. https://doi.org/10.18178/ijiet.2022.12.7.1665 

Johar, N. A., Kew, S. N., Tasir, Z., & Koh, E. (2023). Learning Analytics on Student Engagement to 

Enhance Students’ Learning Performance: A Systematic Review. Sustainability, 15(10), 

Article 10. https://doi.org/10.3390/su15107849 

Johnston, L. J., Griffin, J. E., Manolopoulou, I., & Jendoubi, T. (2024). Uncovering Student 

Engagement Patterns in Moodle with Interpretable Machine Learning (arXiv:2412.11826). 

arXiv. https://doi.org/10.48550/arXiv.2412.11826 



239 

 

 
Levina Syafin Tejasukmana, 2025 
PENGARUH ONLINE GAMIFICATION IN EDUCATION TERHADAP E-LEARNER SATISFACTION MELALUI E-
LEARNING ENGAGEMENT 
Universitas Pendidikan Indonesia | repository.upi.edu | perpustakaan.upi.edu 

 
 

Junaid, M., Zhong, W., Ghaffari, A. S., & Deng, X. (2025). Enhancing E-Learning Satisfaction in 

Digital Education: A Comprehensive Analysis of Influential Factors in Punjab’s E-Learning 

Institutes. Interactive Learning Environments, 33(4), 2848–2860. 

https://doi.org/10.1080/10494820.2024.2423176 

Jung, H. (2024). Enhancing L2 Listening Proficiency and Metacognitive Awareness Through Self-

Annotation in High School EFL. 영어교육, 79(3), 31–59. 

Junior, L. O. da S., Oliveira, W., Hamari, J., Hatugai, M. R., & Scaico, P. D. (2024). The Effects of 

Gamification on Students’ Gameful Experience According to Their Gender: A Quasi-

Experimental Study. 2024 IEEE Frontiers in Education Conference (FIE), 1–9. 

https://doi.org/10.1109/FIE61694.2024.10893493 

Kan, Q., & Tang, J. (2020). Researching Mobile-Assisted English Language Learning Among Adult 

Distance Learners in China: Emerging Practices and Learner Perception of Teacher Role. In 

Mobile Devices in Education: Breakthroughs in Research and Practice (pp. 180–209). IGI 

Global Scientific Publishing. https://doi.org/10.4018/978-1-7998-1757-4.ch012 

Karaoğlan Yılmaz, F. G. (2022). An Investigation into the Role of Course Satisfaction on Students’ 

Engagement and Motivation in a Mobile‐Assisted Learning Management System Flipped 

Classroom. Technology, Pedagogy and Education, 31(1), 15–34. 

https://doi.org/10.1080/1475939X.2021.1940257 

Karim, M. W., Haque, A., Ulfy, M. A., & Hossin, M. S. (2021). Factors Influencing Student Satisfaction 

Towards Distance Learning Apps During the Coronavirus (COVID-19) Pandemic in Malaysia 

(SSRN Scholarly Paper 3841525). Social Science Research Network. 

https://doi.org/10.6007%2FIJARPED%2Fv10-i2%2F9546 

Katai, Z., & Iclanzan, D. (2023). Impact of Instructor On-Slide Presence in Synchronous E-Learning. 

Education and Information Technologies, 28(3), 3089–3115. https://doi.org/10.1007/s10639-

022-11306-y 

Kaya, G., & Sagnak, H. C. (2022). Gamification in English as Second Language Learning in Secondary 

Education Aged Between 11-18: A Systematic Review Between 2013-2020. International 

Journal of Game-Based Learning (IJGBL), 12(1), 1–14. https://doi.org/10.4018/IJGBL.294010 

Khaldi, A., Bouzidi, R., & Nader, F. (2023). Gamification of E-Learning in Higher Education: A 

Systematic Literature Review. Smart Learning Environments, 10(1), 10. 

https://doi.org/10.1186/s40561-023-00227-z 

Khaneboubi, M., & Roux-Goupille, C. (2020). Les documents polycopiés, un instrument au service des 

pratiques enseignantes pour ajuster les compétences scripturales des élèves et les contenus 



240 

 

 
Levina Syafin Tejasukmana, 2025 
PENGARUH ONLINE GAMIFICATION IN EDUCATION TERHADAP E-LEARNER SATISFACTION MELALUI E-
LEARNING ENGAGEMENT 
Universitas Pendidikan Indonesia | repository.upi.edu | perpustakaan.upi.edu 

 
 

enseignés. Swiss Journal of Educational Research, 42(1), 168–186. 

https://doi.org/10.24452/sjer.42.1.10 

Khasawneh, M. (2024). Exploring The Influence of Gender Variation on The Use of Language Learning 

Apps in Foreign Language Skill Improvement. 5(4), 29–40. https://doi.org/10.58256/5pmpxd51 

Kiernan, B., Arnold, G., Nasir, S., & Wang, W. (2024). Analysis of the Relationship between Step 

Angle and Step Rate during Running: Implication for Rehabilitation. Applied Sciences, 14(3), 

1059. https://doi.org/10.3390/app14031059 

Kim, B., Suh, H., Heo, J., & Choi, Y. (2020). AI-Driven Interface Design for Intelligent Tutoring System 

Improves Student Engagement (arXiv:2009.08976). arXiv. 

https://doi.org/10.48550/arXiv.2009.08976 

Kim, H. J., Hong, A. J., & Song, H.-D. (2019). The Roles of Academic Engagement and Digital 

Readiness in Students’ Achievements in University E-Learning Environments. International 

Journal of Educational Technology in Higher Education, 16(1), 21. 

https://doi.org/10.1186/s41239-019-0152-3 

Kim, J. H. (2019). Multicollinearity and Misleading Statistical Results. Korean Journal of 

Anesthesiology, 72(6), 558–569. https://doi.org/10.4097/kja.19087 

Klimova, B., & Polakova, P. (2020). Students’ Perceptions of an EFL Vocabulary Learning Mobile 

Application. Education Sciences, 10(2), Article 2. https://doi.org/10.3390/educsci10020037 

Kline, R. B. (2023). Principles and Practice of Structural Equation Modeling. Guilford Publications. 

Koch, T., Laaber, F., & Florack, A. (2024). Socioeconomic Status and Young People’s Digital Maturity: 

The Role of Parental Mediation. Computers in Human Behavior, 154, 108157. 

https://doi.org/10.1016/j.chb.2024.108157 

Koe, W. L., Mahphoth, M. H., Dirgantari, P. D., & Hidayat, Y. M. (2021). Online Student Engagement 

(OSE) in Entrepreneurship Course during Covid-19 Pandemic Period. AIP Conference 

Proceedings, 2347(1). https://doi.org/10.1063/5.0051577 

Kong, L., Koh, D. H., & Antonenko, P. (2024). Evaluating User Experience in E-Learning Platforms: 

An NLP-Enhanced Analysis of Duolingo Reviews. International Journal of Human–Computer 

Interaction, 0(0), 1–14. https://doi.org/10.1080/10447318.2024.2427361 

Kumaran, S., M, N. S., & A, H. (2023). A Review on Gamification in e-learning: Effects and 

Challenges. Jurnal Pendidikan, 24(1), Article 1. https://doi.org/10.33830/jp.v24i1.3673.2023 

Kurniawan, A., Rahayu, A., Wibowo, L. A., & Hendrayati, H. (2021). The Effects of Factors in 

Modified UTAUT on Millennial Generation Customer Satisfaction. 398–401. 

https://doi.org/10.2991/aebmr.k.210831.079 



241 

 

 
Levina Syafin Tejasukmana, 2025 
PENGARUH ONLINE GAMIFICATION IN EDUCATION TERHADAP E-LEARNER SATISFACTION MELALUI E-
LEARNING ENGAGEMENT 
Universitas Pendidikan Indonesia | repository.upi.edu | perpustakaan.upi.edu 

 
 

Kurniawan, C., Dhiyaulkhaq, M., Wijayati, N., Kasmui, K., Nasekhah, D., & Ismail, M. H. (2022). 

Android-Based Mobile Learning Application Design: Its Implementation and Evaluation for 

Aiding Secondary School Students’ to Study Inorganic Compound Nomenclature. Jurnal 

Pendidikan IPA Indonesia, 11(3), Article 3. https://doi.org/10.15294/jpii.v11i3.38243 

Kuzmanović, M., Labrović, J. A., & Nikodijević, A. (2019). Designing E-Learning Environment Based 

on Student Preferences: Conjoint Analysis Approach. International Journal of Cognitive 

Research in Science, Engineering and Education, 10(2), Article 3. 

https://doi.org/10.5937/IJCRSEE1903037K 

Lai, C., & Zheng, D. (2018). Self-Directed use of Mobile Devices for Language Learning Beyond the 

Classroom. ReCALL, 30(3), 299–318. https://doi.org/10.1017/S0958344017000258 

Lampropoulos, G., Keramopoulos, E., Diamantaras, K., & Evangelidis, G. (2022). Augmented Reality 

and Gamification in Education: A Systematic Literature Review of Research, Applications, and 

Empirical Studies. Applied Sciences, 12(13), Article 13. https://doi.org/10.3390/app12136809 

Lampropoulos, G. & Kinshuk. (2024). Virtual reality and gamification in education: A systematic 

review. Educational Technology Research and Development, 72(3), 1691–1785. 

https://doi.org/10.1007/s11423-024-10351-3 

Landrum, B., Bannister, J., Garza, G., & Rhame, S. (2021). A Class of One: Students’ Satisfaction with 

Online Learning. Journal of Education for Business. 

https://www.tandfonline.com/doi/abs/10.1080/08832323.2020.1757592 

Languangeapps.info. (2025). Duolingo vs. ELSA Speak vs. Mondly Comparison | LanguageApps.info. 

https://languageapps.info/compare/duolingo-vs-elsa-speak-vs-mondly/ 

Lavado-Anguera, S., Velasco-Quintana, P.-J., & Terrón-López, M.-J. (2024). Project-Based Learning 

(PBL) as an Experiential Pedagogical Methodology in Engineering Education: A Review of the 

Literature. Education Sciences, 14(6), 617. https://doi.org/10.3390/educsci14060617 

Lee, J., Song, H.-D., & Hong, A. J. (2019a). Exploring Factors, and Indicators for Measuring Students’ 

Sustainable Engagement in e-Learning. Sustainability, 11(4), Article 4. 

https://doi.org/10.3390/su11040985 

Lee, J., Song, H.-D., & Hong, A. J. (2019b). Exploring Factors, and Indicators for Measuring Students’ 

Sustainable Engagement in e-Learning. Sustainability, 11(4), Article 4. 

https://doi.org/10.3390/su11040985 

Lee, Y.-M. (2023). Mobile Microlearning: A Systematic Literature Review and its Implications. 

Interactive Learning Environments, 31(7), 4636–4651. 

https://doi.org/10.1080/10494820.2021.1977964 



242 

 

 
Levina Syafin Tejasukmana, 2025 
PENGARUH ONLINE GAMIFICATION IN EDUCATION TERHADAP E-LEARNER SATISFACTION MELALUI E-
LEARNING ENGAGEMENT 
Universitas Pendidikan Indonesia | repository.upi.edu | perpustakaan.upi.edu 

 
 

Lei, X., Fathi, J., Noorbakhsh, S., & Rahimi, M. (2022). The Impact of Mobile-Assisted Language 

Learning on English as a Foreign Language Learners’ Vocabulary Learning Attitudes and Self-

Regulatory Capacity. Frontiers in Psychology, 13, 872922. 

https://doi.org/10.3389/fpsyg.2022.872922 

Leitão, R., Maguire, M., Turner, S., & Guimarães, L. (2022). A Systematic Evaluation of Game 

Elements Effects on Students’ Motivation. Education and Information Technologies, 27(1), 

1081–1103. https://doi.org/10.1007/s10639-021-10651-8 

Lengetti, E., Cantrell, M. A., DellaCroce, N., Diewald, L., Mensinger, J. L., & Shenkman, R. (2021). 

Learning Environment and Evidence Among Professionals and Students Satisfaction (LEAPS), 

Experienced During the COVID-19 Pandemic. Teaching and Learning in Nursing, 16(4), 342–

346. https://doi.org/10.1016/j.teln.2021.07.004 

León, A. M., Camacho-Lazarraga, P., Guerrero, M. A., Guerrero-Puerta, L., Aguilar-Parra, J. M., 

Trigueros, R., & Alias, A. (2021). Between Level Up and Game Over: A Systematic Literature 

Review of Gamification in Education. Sustainability, 13(4), Article 4. 

https://doi.org/10.3390/su13042247 

Li, H., & Ni, A. (2024). What Contributes to Student Language Learning Satisfaction and Achievement 

with Learning Management Systems? Behavioral Sciences, 14(4), Article 4. 

https://doi.org/10.3390/bs14040271 

Li, J. (2024). Exploring the Determinants of Satisfaction and Continuance Intention to Use E-Learning 

of University Students in Zhejiang,China. AU-GSB e-JOURNAL, 17(3), Article 3. 

https://doi.org/10.14456/augsbejr.2024.55 

Li, J., Lin, Z., & Zhang, X. (2023). The Study on the Effectiveness of Sustainable Customer 

Relationship Management: Evidence from the Online Shopping Industry. Sustainability, 15(7), 

5911. https://doi.org/10.3390/su15075911 

Li, J., Wang, C., & Shen, Z. (2025a). Gender Stereotypes as Related to Language Learning Engagement: 

Mediating Roles of Motivational Beliefs and Emotional Factors. The Asia-Pacific Education 

Researcher, 34(3), 909–920. https://doi.org/10.1007/s40299-024-00907-5 

Li, J., Wang, C., & Shen, Z. (2025b). Gender Stereotypes as Related to Language Learning 

Engagement: Mediating Roles of Motivational Beliefs and Emotional Factors. The Asia-Pacific 

Education Researcher, 34(3), 909–920. https://doi.org/10.1007/s40299-024-00907-5 

Li, S., & Tosati, S. (2023). The Factors Affecting Students’ Satisfaction with Online Course at Guangxi 

Logistics Vocational and Technical College. SHS Web of Conferences, 174, 01032. 

https://doi.org/10.1051/shsconf/202317401032 



243 

 

 
Levina Syafin Tejasukmana, 2025 
PENGARUH ONLINE GAMIFICATION IN EDUCATION TERHADAP E-LEARNER SATISFACTION MELALUI E-
LEARNING ENGAGEMENT 
Universitas Pendidikan Indonesia | repository.upi.edu | perpustakaan.upi.edu 

 
 

Li, W., & Wang, W. (2024). The Impact of Teaching Presence on Students’ Online Learning 

Experience: Evidence From 334 Chinese Universities During the Pandemic. Frontiers in 

Psychology, 15, 1291341. https://doi.org/10.3389/fpsyg.2024.1291341 

Li, X., Deng, S., Li, L., & Jiang, Y. (2019). Outlier Detection Based on Robust Mahalanobis Distance 

and Its Application. Open Journal of Statistics, 9(1), Article 1. 

https://doi.org/10.4236/ojs.2019.91002 

Li, X., & Zhu, W. (2022). System Quality, Information Quality, Satisfaction, and Acceptance of Online 

Learning Platform Among College Students in the Context of Online Learning and Blended 

Learning. Frontiers in Psychology, 13. https://doi.org/10.3389/fpsyg.2022.1054691 

Lim, C. L., Jalil, H. A., Ma’rof, A. M., & Saad, W. Z. (2020). Differences in Self-Regulated Learning 

(SRL) and Online Learning Satisfaction Across Academic Disciplines: A Study of a Private 

University in Malaysia. International Journal of Learning and Teaching, 62–67. 

https://doi.org/10.18178/ijlt.6.2.62-67 

Lim, J. (2023). Impact of instructors’ online teaching readiness on satisfaction in the emergency online 

teaching context. Education and Information Technologies, 28(4), 4109–4126. 

https://doi.org/10.1007/s10639-022-11241-y 

Lim, L., Lim, S. H., & Lim, R. W. Y. (2022). Measuring Learner Satisfaction of an Adaptive Learning 

System. Behavioral Sciences, 12(8), 264. https://doi.org/10.3390/bs12080264 

Limbu, Y. B., Pham, L., & | |. (2023). Impact of E-Learning Service Quality on Student Satisfaction 

During the Covid-19 Pandemic: A Systematic Review. Knowledge Management & E-

Learning: An International Journal, 15(4), Article 4. 

Liu, G.-Z., Fathi, J., & Rahimi, M. (2024). Using Digital Gamification to Improve Language 

Achievement, Foreign Language Enjoyment, and Ideal L2 Self: A Case of English as A Foreign 

Language Learners. Journal of Computer Assisted Learning, 40(4), 1347–1364. 

https://doi.org/10.1111/jcal.12954 

Liu, Q., Du, X., & Lu, H. (2023). Teacher Support and Learning Engagement of EFL learners: The 

mediating Role of Self-Efficacy and Achievement Goal Orientation. Current Psychology, 

42(4), 2619–2635. https://doi.org/10.1007/s12144-022-04043-5 

Liu, Y., Mingli, Z., Dan, Q., & Yan, Z. (2023). Understanding the Role of Learner Engagement in 

Determining MOOCs Satisfaction: A Self-Determination Theory Perspective. Interactive 

Learning Environments, 31(9), 6084–6098. https://doi.org/10.1080/10494820.2022.2028853 

Liu, Z. (2022). The Interplay of English as a Foreign Language Learners’ Interest, Self-Efficacy, and 

Involvement. Frontiers in Psychology, 13. https://doi.org/10.3389/fpsyg.2022.837286 



244 

 

 
Levina Syafin Tejasukmana, 2025 
PENGARUH ONLINE GAMIFICATION IN EDUCATION TERHADAP E-LEARNER SATISFACTION MELALUI E-
LEARNING ENGAGEMENT 
Universitas Pendidikan Indonesia | repository.upi.edu | perpustakaan.upi.edu 

 
 

Llorente-Cejudo, C. (2024). Relationship and Variation of Dimensions in Gamified Experiences 

Associated with The Predictive Model using GAMEX. Journal of New Approaches in 

Educational Research, 13(1), 1. https://doi.org/10.1007/s44322-023-00002-5 

Lu, A., Deng, R., Huang, Y., Song, T., Shen, Y., Fan, Z., & Zhang, J. (2022). The Roles of Mobile App 

Perceived Usefulness and Perceived Ease of Use in App-Based Chinese and English Learning 

Flow and Satisfaction. Education and Information Technologies, 27(7), 10349–10370. 

https://doi.org/10.1007/s10639-022-11036-1 

Luo, Z. (2023). The Effectiveness of Gamified Tools for Foreign Language Learning (FLL): A 

Systematic Review. Behavioral Sciences, 13(4), Article 4. https://doi.org/10.3390/bs13040331 

Lyu, T., Li, K., & Xiao, X. (2024). Perceived Usefulness as a Predictor of Second Language 

Learners’Continuance Intention: Unveiling a Serial Multiple Mediation Model Involving Self-

Efficacy and Flow in Language Learning Applications. Proceedings of the 2024 5th 

International Conference on Education Development and Studies, 94–99. 

https://doi.org/10.1145/3669947.3669958 

Ma, L. (2025). Investigation of The Impact of Cognitive Load on EFL learners’ Satisfaction with 

MOOCs: The Mediating Role of Expectation Confirmation and Perceived Usefulness. BMC 

Psychology, 13(1), 416. https://doi.org/10.1186/s40359-025-02735-8 

Ma, Y., & Chen, M. (2024). AI-Empowered Applications Effects on EFL learners’ Engagement in The 

Classroom and Academic Procrastination. BMC Psychology, 12(1), 739. 

https://doi.org/10.1186/s40359-024-02248-w 

Ma, Y., Wei, Y., Shi, Y., Li, X., Tian, Y., & Zhao, Z. (2023). Online Learning Engagement Recognition 

Using Bidirectional Long-Term Recurrent Convolutional Networks. Sustainability, 15(1), 

Article 1. https://doi.org/10.3390/su15010198 

Madero-Gonzalez, C., Vazquez-Hernandez, J., & Aleu, F. G. (2024). The Impact of Gamification on 

Meaningful Learning and Student Performance in An Undergraduate Online Engineering 

Course. Quality Assurance in Education, 33(1), 62–79. https://doi.org/10.1108/QAE-08-2024-

0163 

Mahmud, S. N. D., Husnin, H., & Tuan Soh, T. M. (2020). Teaching Presence in Online Gamified 

Education for Sustainability Learning. Sustainability, 12(9), Article 9. 

https://doi.org/10.3390/su12093801 

Malahito, J. A. I., & Quimbo, M. A. T. (2020). Creating G-Class: A Gamified Learning Environment 

for Freshman Students. E-Learning and Digital Media, 17(2), 94–110. 

https://doi.org/10.1177/2042753019899805 



245 

 

 
Levina Syafin Tejasukmana, 2025 
PENGARUH ONLINE GAMIFICATION IN EDUCATION TERHADAP E-LEARNER SATISFACTION MELALUI E-
LEARNING ENGAGEMENT 
Universitas Pendidikan Indonesia | repository.upi.edu | perpustakaan.upi.edu 

 
 

Mardiah, A. Q., & Saadillah. (2025). Maximizing ELSA Speak for Developing English Fluency and 

Reducing Speaking Barriers in Language Learners. IALLTEACH (Issues In Applied Linguistics 

& Language Teaching), 7(1), 262–271. https://doi.org/10.37253/iallteach.v7i1.10421 

Market.Us. (2024). EdTech Market (101919, p. 245). https://market.us/report/edtech-market/ 

Markula, A., & Aksela, M. (2022). The Key Characteristics of Project-Based Learning: How Teachers 

Implement Projects in K-12 Science Education. Disciplinary and Interdisciplinary Science 

Education Research, 4(1), 2. https://doi.org/10.1186/s43031-021-00042-x 

Marta, R., Maksum, H., Waskito, W., Dewi, I. P., & Mursyida, L. (2024). Bagaimana Perkembangan 

Kurikulum di Indonesia?: Sebuah Tinjauan Berbasis Meta-Analisis Terhadap Perkembangan 

Kurikulum Vokasi di Indonesia. Jurnal EDUCATIO: Jurnal Pendidikan Indonesia, 10(1), 343–

349. https://doi.org/10.29210/1202423984 

Martin, F., & Bolliger, D. U. (2022). Developing An Online Learner Satisfaction Framework in Higher 

Education through A Systematic Review of Research. International Journal of Educational 

Technology in Higher Education, 19(1), 50. https://doi.org/10.1186/s41239-022-00355-5 

Massler, U., Müller, W., Iurgel, I., Haake, S., Gantikow, A., & Hadzilacos, T. (2022). Meaningful 

Gamified Training of Reading Fluency. Frontiers in Computer Science, 4. 

https://doi.org/10.3389/fcomp.2022.968137 

Mayangsari, D., Hurriyati, R., Disman, D., & Wibowo, L. A. (2020). Pengaruh Kualitas Layanan 

Terhadap Kepuasan dan Dampaknya Terhadap Citra. Jurnal Ilmu Manajemen Dan Bisnis, 

11(2), Article 2. https://doi.org/10.17509/jimb.v11i2.28679 

Meccawy, M., Alzahrani, A., Mattar, Z., Almohammadi, R., Alzahrani, S., Aljizani, G., & Meccawy, 

Z. (2023). Assessing EFL Students’ Performance and Self-Efficacy Using a Game-Based 

Learning Approach. Education Sciences, 13(12), Article 12. 

https://doi.org/10.3390/educsci13121228 

Mekheimer, M. (2025). Technological self-efficacy, motivation, and contextual factors in advanced 

EFL e-learning: A mixed-methods study of strategy use and satisfaction. Humanities and Social 

Sciences Communications, 12(1), 677. https://doi.org/10.1057/s41599-025-04947-0 

Memon, M. Q., Lu, Y., Memon, A. R., Memon, A., Munshi, P., & Shah, S. F. A. (2022). Does the 

Impact of Technology Sustain Students’ Satisfaction, Academic and Functional Performance: 

An Analysis via Interactive and Self-Regulated Learning? Sustainability, 14(12), Article 12. 

https://doi.org/10.3390/su14127226 

Meng, C., Zhao, M., Pan, Z., Pan, Q., & Bonk, C. J. (2024). Investigating the Impact of Gamification 

Components on Online Learners’ Engagement. Smart Learning Environments, 11(1), 47. 

https://doi.org/10.1186/s40561-024-00336-3 



246 

 

 
Levina Syafin Tejasukmana, 2025 
PENGARUH ONLINE GAMIFICATION IN EDUCATION TERHADAP E-LEARNER SATISFACTION MELALUI E-
LEARNING ENGAGEMENT 
Universitas Pendidikan Indonesia | repository.upi.edu | perpustakaan.upi.edu 

 
 

Metruk, R. (2021). The Use of Smartphone English Language Learning Apps in the Process of Learning 

English: Slovak EFL Students’ Perspectives. Sustainability, 13(15), Article 15. 

https://doi.org/10.3390/su13158205 

Mirabolghasemi, M., Shasti, R., & Choshaly, S. H. (2021). An investigation into the determinants of 

blended leaning satisfaction from EFL learners’ perspective. Interactive Technology and Smart 

Education, 18(1), 69–84. https://doi.org/10.1108/ITSE-07-2020-0117 

Mogavi, R. H., Guo, B., Zhang, Y., Haq, E.-U., Hui, P., & Ma, X. (2022). When Gamification Spoils 

Your Learning: A Qualitative Case Study of Gamification Misuse in a Language-Learning App. 

Proceedings of the Ninth ACM Conference on Learning @ Scale, 175–188. 

https://doi.org/10.1145/3491140.3528274 

Mohammed, L. A., Aljaberi, M. A., Amidi, A., Abdulsalam, R., Lin, C.-Y., Hamat, R. A., & Abdallah, 

A. M. (2022). Exploring Factors Affecting Graduate Students’ Satisfaction toward E-Learning 

in the Era of the COVID-19 Crisis. European Journal of Investigation in Health, Psychology 

and Education, 12(8), Article 8. https://doi.org/10.3390/ejihpe12080079 

Mondly.com. (2025). Mondly—Learn Languages Online for Free. https://www.38.193/ 

Moon, J., McNeill, L., Edmonds, C. T., Banihashem, S. K., & Noroozi, O. (2024). Using Learning 

Analytics to Explore Peer Learning Patterns in Asynchronous Gamified Environments. 

International Journal of Educational Technology in Higher Education, 21(1), 45. 

https://doi.org/10.1186/s41239-024-00476-z 

Mujiono. (2023). Mobile-Assisted Language Learning Intervention and Its Effect on English Language 

Proficiency of EFL Learners: A Meta-Analysis. Theory and Practice in Language Studies, 

13(5), Article 5. https://doi.org/10.17507/tpls.1305.05 

Mullins, J. K., & Sabherwal, R. (2020). Gamification: A Cognitive-Emotional View. Journal of 

Business Research, 106, 304–314. https://doi.org/10.1016/j.jbusres.2018.09.023 

Murillo-Zamorano, L. R., López-Sánchez, J. Á., López-Rey, M. J., & Bueno-Muñoz, C. (2023). 

Gamification in Higher Education: The ECOn+ Star Battles. Computers & Education, 194, 

104699. https://doi.org/10.1016/j.compedu.2022.104699 

Mustikasari, A., Hurriyati, R., Widjajanta, B., Rahayu, A., Wibowo, L. A., & Dirgantari, P. D. (2024). 

Understanding the Impact of Perceived Value on Consumers’ Continuous Purchase Intention 

in LiveStreaming E-Commerce Mediated by Consumer Trust and Online Shopping Satisfaction. 

467–473. https://doi.org/10.2991/978-94-6463-443-3_60 

Muzammıl, M., Sutawıjaya, A., & Harsası, M. (2020). Investigating Student Satisfaction in Online 

Learning: The Role of Student Interaction and Engagement in Distance Learning University. 



247 

 

 
Levina Syafin Tejasukmana, 2025 
PENGARUH ONLINE GAMIFICATION IN EDUCATION TERHADAP E-LEARNER SATISFACTION MELALUI E-
LEARNING ENGAGEMENT 
Universitas Pendidikan Indonesia | repository.upi.edu | perpustakaan.upi.edu 

 
 

Turkish Online Journal of Distance Education, 21(Special Issue-IODL), Article Special Issue-

IODL. https://doi.org/10.17718/tojde.770928 

Mystakidis, S., Filippousis, G., Tolis, D., & Tseregkouni, E. (2021). Playful Metaphors for Narrative-

Driven E-Learning. Applied Sciences, 11(24), Article 24. 

https://doi.org/10.3390/app112411682 

Nadeem, M., Oroszlanyova, M., & Farag, W. (2023). Effect of Digital Game-Based Learning on 

Student Engagement and Motivation. Computers, 12(9), Article 9. 

https://doi.org/10.3390/computers12090177 

Nair, R. R., Babu, T., & K, P. (2023). Enhancing Student Engagement in Online Learning through 

Facial Expression Analysis and Complex Emotion Recognition using Deep Learning 

(arXiv:2311.10343). arXiv. https://doi.org/10.48550/arXiv.2311.10343 

Naseer, F., Khan, M. N., Addas, A., Awais, Q., & Ayub, N. (2025). Game Mechanics and Artificial 

Intelligence Personalization: A Framework for Adaptive Learning Systems. Education 

Sciences, 15(3), Article 3. https://doi.org/10.3390/educsci15030301 

Nasiatin, T., Sansuwito, T. B., & Dioso, R. I. (2023). Effectiveness of E-Learning to Student Learning 

Satisfaction: A Literature Review. International Journal of Health Sciences, 1(4), Article 4. 

https://doi.org/10.59585/ijhs.v1i4.200 

Naufal, D. M., Permanasari, A. E. P., Santosa, P. I., Fauziati, S., & Hidayah, I. (2024). Desain 

Gamifikasi sebagai Pelengkap Aplikasi Pembelajaran Sistem Pendukung Keputusan Klinis. 

Jurnal Nasional Teknik Elektro dan Teknologi Informasi, 13(3), Article 3. 

https://doi.org/10.22146/jnteti.v13i3.10460 

Ngo, T. T.-N., Chen, H. H.-J., & Lai, K. K.-W. (2024). The Effectiveness of Automatic Speech 

Recognition in ESL/EFL Pronunciation: A Meta-Analysis. ReCALL, 36(1), 4–21. 

https://doi.org/10.1017/S0958344023000113 

Nguyen, L. Q. (2022). Learners’ Satisfaction of Courses on Coursera as A Massive Open Online Course 

Platform: A Case Study. Frontiers in Education, 7. 

https://doi.org/10.3389/feduc.2022.1086170 

Nguyen-Viet, B., & Nguyen-Viet, B. (2023). Enhancing Satisfaction Among Vietnamese Students 

Through Gamification: The Mediating Role of Engagement and Learning Effectiveness. 

Cogent Education, 10(2), 2265276. https://doi.org/10.1080/2331186X.2023.2265276 

Nguyen-Viet, B., & Nguyen-Viet, B. (2025). The Synergy of Immersion and Basic Psychological Needs 

Satisfaction: Exploring Gamification’s Impact on Student Engagement and Learning 

Outcomes. Acta Psychologica, 252, 104660. https://doi.org/10.1016/j.actpsy.2024.104660 



248 

 

 
Levina Syafin Tejasukmana, 2025 
PENGARUH ONLINE GAMIFICATION IN EDUCATION TERHADAP E-LEARNER SATISFACTION MELALUI E-
LEARNING ENGAGEMENT 
Universitas Pendidikan Indonesia | repository.upi.edu | perpustakaan.upi.edu 

 
 

Nielsen, B. B., & Cortina, J. M. (2025). Calculating and Reporting Degrees of Freedom in Structural 

Equation Modeling: An Empirical Generalization Study. Journal of International Business 

Studies. https://doi.org/10.1057/s41267-025-00781-3 

Novianti, H., & Rukminingsih, R. (2021). Investigating EFL Learners’ Engagement in Online Language 

Learning Platforms: Case Study. Jurnal Pendidikan Tambusai, 5(3), 10207–10213. 

https://doi.org/10.31004/jptam.v5i3.2603 

Nuci, K. P., Tahir, R., Wang, A. I., & Imran, A. S. (2021). Game-Based Digital Quiz as a Tool for 

Improving Students’ Engagement and Learning in Online Lectures. IEEE Access, 9, 91220–

91234. https://doi.org/10.1109/ACCESS.2021.3088583 

Nugraha, H. P., Kuswandi, D., & Wedi, A. (2025). Development of Mobile Gamified Interface for 

Japanese Language Learning through Design Thinking. JoEICT (Journal of Education And 

ICT), 9(1), Article 1. https://doi.org/10.29100/joeict.v9i1.7958 

Oliveira, W., Pastushenko, O., Rodrigues, L., Toda, A. M., Palomino, P. T., Hamari, J., & Isotani, S. 

(2021). Does Gamification Affect Flow Experience? A Systematic Literature Review 

(arXiv:2106.09942). arXiv. https://doi.org/10.48550/arXiv.2106.09942 

Othman, N. A. F., Zainoddin, A. I., Jaini, A., Ismail, M., Radzi, S. F. M., & Hussein,  dan N. (2023). 

Management of Gamified Lesson: Understanding Aesthetics and Acceptance among Learners. 

Information Management and Business Review, 15(4(SI)I), 155–162. 

https://doi.org/10.22610/imbr.v15i4(SI)I.3588 

Ozdel, S., Sarpkaya, C., Bozkir, E., Gao, H., & Kasneci, E. (2025). Examining the Role of LLM-Driven 

Interactions on Attention and Cognitive Engagement in Virtual Classrooms 

(arXiv:2505.07377). arXiv. https://doi.org/10.48550/arXiv.2505.07377 

Padhi, K. S., Balmuchu, G., Acharya, P. S., Singh, S. R., & Joseph, T. (2021). The Perspectives of 

Educators and Learners on E-Learning: A Cross-Sectional Descriptive Study in a Medical 

School. Advances in Medical Education and Practice, 12, 1059–1066. 

https://doi.org/10.2147/AMEP.S326147 

Palomino, P., & Isotani, S. (2024). Enhancing User Experience in Learning Environments: A Narrative 

Gamification Framework for Education. Journal on Interactive Systems, 15(1), Article 1. 

https://doi.org/10.5753/jis.2024.4083 

Pan, L., Ye, Y., & Li, X. (2024). Factors affecting Thai EFL Students’ Behavioral Intentions toward 

Mobile-Assisted Language Learning. Frontiers in Education, 9. 

https://doi.org/10.3389/feduc.2024.1333771 



249 

 

 
Levina Syafin Tejasukmana, 2025 
PENGARUH ONLINE GAMIFICATION IN EDUCATION TERHADAP E-LEARNER SATISFACTION MELALUI E-
LEARNING ENGAGEMENT 
Universitas Pendidikan Indonesia | repository.upi.edu | perpustakaan.upi.edu 

 
 

Pan, X. (2023). Online Learning Environments, Learners’ Empowerment, and Learning Behavioral 

Engagement: The Mediating Role of Learning Motivation. SAGE Open, 13(4), 

21582440231205098. https://doi.org/10.1177/21582440231205098 

Pandža Bajs, I., Bazdan, V., & Guszak, I. (2024). Quality of instructor, fear of COVID-19, and students’ 

anxiety as predictors of student satisfaction and academic effort in online classes. Humanities 

and Social Sciences Communications, 11(1), 984. https://doi.org/10.1057/s41599-024-03494-

4 

Panigrahi, R., Srivastava, P. R., & Panigrahi, P. K. (2020). Effectiveness of E-Learning: The Mediating 

Role of Student Engagement on Perceived Learning Effectiveness. Information Technology & 

People, 34(7), 1840–1862. https://doi.org/10.1108/ITP-07-2019-0380 

Panmei, B., & Waluyo, B. (2023). The Pedagogical Use of Gamification in English Vocabulary 

Training and Learning in Higher Education. Education Sciences, 13(1), Article 1. 

https://doi.org/10.3390/educsci13010024 

Pardede, S., Pardede, D. L., & Pardede, L. (2025). Exploring Smartphone Use and Learning Behaviors 

among Senior High School Students: Insights from a Developing Region in Indonesia. Open 

Journal of Educational Research, 103–110. 

Park, I., Lee, J., Lee, D., Lee, C., & Chung, W. Y. (2022). Changes in consumption patterns during the 

COVID-19 pandemic: Analyzing the revenge spending motivations of different emotional 

groups. Journal of Retailing and Consumer Services, 65, 102874. 

https://doi.org/10.1016/j.jretconser.2021.102874 

Patra, I., Shanmugam, N., Ismail, S. M., & Mandal, G. (2022). An Investigation of EFL Learners’ 

Vocabulary Retention and Recall in a Technology-Based Instructional Environment: Focusing 

on Digital Games. Education Research International, 2022(1), 7435477. 

https://doi.org/10.1155/2022/7435477 

Pelegro, R. (2022). Gamification in Online Education (SSRN Scholarly Paper 4054977). Social Science 

Research Network. https://doi.org/10.2139/ssrn.4054977 

Peng, Z., & Wan, Y. (2024). Human vs. AI: Exploring Students’ Preferences Between Human and AI 

TA and the Effect of Social Anxiety and Problem Complexity. Education and Information 

Technologies, 29(1), 1217–1246. https://doi.org/10.1007/s10639-023-12374-4 

Peppler, K., Huang, J., Richey, M. C., Ginda, M., Börner, K., Quinlan, H., & Hart, A. J. (2020). Key 

Principles for Workforce Upskilling via Online Learning: A Learning Analytics Study of a 

Professional Course in Additive Manufacturing (arXiv:2008.06610). arXiv. 

https://doi.org/10.48550/arXiv.2008.06610 



250 

 

 
Levina Syafin Tejasukmana, 2025 
PENGARUH ONLINE GAMIFICATION IN EDUCATION TERHADAP E-LEARNER SATISFACTION MELALUI E-
LEARNING ENGAGEMENT 
Universitas Pendidikan Indonesia | repository.upi.edu | perpustakaan.upi.edu 

 
 

Pham, L., Limbu, Y. B., Bui, T. K., Nguyen, H. T., & Pham, H. T. (2019). Does E-Learning Service 

Quality Influence E-Learning Student Satisfaction and Loyalty? Evidence from Vietnam. 

International Journal of Educational Technology in Higher Education, 16(1), 7. 

https://doi.org/10.1186/s41239-019-0136-3 

Plissonneau, A. D., Lee, H., Scriney, M., Smeaton, A. F., Pradier, V., & Riaz, H. (2021). Facilitating 

reflection in Teletandem through Automatically Generated Conversation Metrics and Playback 

Video (pp. 88–93). https://doi.org/10.14705/rpnet.2021.54.1314 

Poondej, C., & Lerdpornkulrat, T. (2020). Gamification in E-Learning: A Moodle Implementation and 

Its Effect on Student Engagement and Performance. Interactive Technology and Smart 

Education, 17(1), 56–66. https://doi.org/10.1108/ITSE-06-2019-0030 

Porter, B., & Bozkaya, B. (2020). Assessing the Effectiveness of Using Live Interactions and Feedback 

to Increase Engagement in Online Learning (arXiv:2008.08241). arXiv. 

https://doi.org/10.48550/arXiv.2008.08241 

Pranjono, D. E., & Tjokrosaputro, M. (2024). Pengaruh Gamifikasi Terhadap Kepuasan Pelanggan E-

Commerce: Dampak Variabel Mediasi Motivasi Intrinsik dan Keterlibatan Merek. Jurnal 

Manajemen Bisnis Dan Kewirausahaan, 8(6), 1382–1395. 

https://doi.org/10.24912/jmbk.v8i6.33631 

Prasetyanto, D., Rizki, M., & Sunitiyoso, Y. (2022). Online Learning Participation Intention after 

COVID-19 Pandemic in Indonesia: Do Students Still Make Trips for Online Class? 

Sustainability, 14(4), Article 4. https://doi.org/10.3390/su14041982 

Pratiwi, H., & Priyana, J. (2022). Exploring Student Engagement in Online Learning. Jurnal Ilmu 

Pendidikan, 28(2), Article 2. https://doi.org/10.17977/um048v28i2p66-82 

Prihastiwi, W. J., Prastuti, E., & Eva, N. (2021). E-Learning Readiness and Learning Engagement 

during the Covid-19 Pandemic. KnE Social Sciences, 4(15), 236–243. 

https://doi.org/10.18502/kss.v4i15.8212 

Puig, A., Rodríguez, I., Rodríguez, Á., & Gallego, I. (2023). Evaluating Learner Engagement with 

Gamification in Online Courses. Applied Sciences, 13(3), Article 3. 

https://doi.org/10.3390/app13031535 

Puspasari, S. A., Wilujeng, I. P., & Ali, A. (2024). The Effect of Gamification on Customer Satisfaction 

through Customer Engagement on the Marketplace. Ekonomi Bisnis, 29(1), Article 1. 

https://doi.org/10.17977/um042v29i1p%p 

Puspita, M., Yuniarsih, T., Ahman, E., & Muhidin, S. A. (2024). The Influence of Environmental 

Turbulence and Organizational Culture on Financial Performance Through Human Capital 



251 

 

 
Levina Syafin Tejasukmana, 2025 
PENGARUH ONLINE GAMIFICATION IN EDUCATION TERHADAP E-LEARNER SATISFACTION MELALUI E-
LEARNING ENGAGEMENT 
Universitas Pendidikan Indonesia | repository.upi.edu | perpustakaan.upi.edu 

 
 

Strategies in Educational Technology Start-Ups in Indonesia. Atestasi : Jurnal Ilmiah 

Akuntansi, 7(2), Article 2. https://doi.org/10.57178/atestasi.v7i2.908 

Putra, H. K., Ekosusilo, M., Subiyantoro, S., Ismail, I., & Fauziyah, S. (2024). Analysis of Teacher 

Perceptions of Online Gamification Learning Methods. Cognitive Development Journal, 2(1), 

Article 1. https://doi.org/10.32585/cognitive.v2i1.20 

Putri, N. P. W., Saputra, I. N. P. H., & Pratiwi, N. P. A. (2021). Student Engagement on The 

Implementation of Online English Learning. Jurnal Pendidikan Bahasa Inggris Undiksha, 9(3), 

Article 3. https://doi.org/10.23887/jpbi.v9i3.40165 

Qaisi, S. A. (2023). The Impact of Gamification in E-Learning on Students’ Satisfaction in Jordanian 

Private Universities: The Mediating Role of Student Engagement. ResearchGate, 1–95. 

http://dx.doi.org/10.13140/RG.2.2.15296.81923 

Råbu, M., & Binder, P.-E. (2025). The Single Case Study is a Crucial Bridge between Research and 

Practice. Journal of Contemporary Psychotherapy, 55(2), 119–126. 

https://doi.org/10.1007/s10879-024-09658-2 

Rahayu, F. S., Nugroho, L. E., Ferdiana, R., & Setyohadi, D. B. (2022). Motivation and Engagement 

of Final-Year Students When Using E-learning: A Qualitative Study of Gamification in 

Pandemic Situation. Sustainability, 14(14), Article 14. https://doi.org/10.3390/su14148906 

Rahimi, S., Shute, V. J., Fulwider, C., Bainbridge, K., Kuba, R., Yang, X., Smith, G., Baker, R. S., & 

D’Mello, S. K. (2022). Timing of Learning Supports in Educational Games can Impact 

Students’ Outcomes. Computers & Education, 190, 104600. 

https://doi.org/10.1016/j.compedu.2022.104600 

Rahmat, N. H., Sukimin, I. S., Sim, M. S., Anuar, M., & Mohandas, E. S. (2021). Online Learning 

Motivation and Satisfaction: A Case Study of Undergraduates vs Postgraduates. International 

Journal of Asian Social Science, 11(2), Article 2. 

https://doi.org/10.18488/journal.1.2021.112.88.97 

Rajcsanyi-Molnar, M., Andras, I., & Czifra, S. (2025). Integrating Serious Games and Gamification for 

Diverse Learner Groups: Lessons from the “GeoGecko” Project. Education Sciences, 15(4), 

Article 4. https://doi.org/10.3390/educsci15040440 

Rashid, M. H., Lan, Y., & Hui, W. (2022). The Importance of Vocabulary in Teaching and Learning in 

Applied Linguistics. Linguistics and Culture Review, 541–550. 

https://doi.org/10.21744/lingcure.v6nS2.2177 

Rincón-Flores, E. G., Mena, J., & Montoya, M. S. R. (2020). Gamification: A New Key for Enhancing 

Engagement in MOOCs on Energy? International Journal on Interactive Design and 

Manufacturing (IJIDeM), 14(4), 1379–1393. https://doi.org/10.1007/s12008-020-00701-9 



252 

 

 
Levina Syafin Tejasukmana, 2025 
PENGARUH ONLINE GAMIFICATION IN EDUCATION TERHADAP E-LEARNER SATISFACTION MELALUI E-
LEARNING ENGAGEMENT 
Universitas Pendidikan Indonesia | repository.upi.edu | perpustakaan.upi.edu 

 
 

Rodríguez, P. G., Villarreal, R., Valiño, P. C., & Blozis, S. (2020). A PLS-SEM approach to 

understanding E-SQ, E-Satisfaction and E-Loyalty for fashion E-Retailers in Spain. Journal of 

Retailing and Consumer Services, 57, 102201. 

https://doi.org/10.1016/j.jretconser.2020.102201 

Roffe, I. (2002). E‐learning: Engagement, enhancement and execution. Quality Assurance in Education, 

10(1), 40–50. https://doi.org/10.1108/09684880210416102 

Rojas, B. A. B., Vargas, M. I. C., Feijoo, E. J. P., Serrano, A. E. C., & Patiño, B. A. B. (2023). ELSA 

Speak Application Based on Artificial Intelligence The Development of English-Speaking 

Skills. Portal de Libros de la Editorial REDLIC, 1–26. 

https://doi.org/10.58995/lb.redlic.21.171 

Rojas-López, A., Rincón-Flores, E. G., Mena, J., García-Peñalvo, F. J., & Ramírez-Montoya, M. S. 

(2019). Engagement in The Course of Programming in Higher Education through The Use of 

Gamification. Universal Access in the Information Society, 18(3), 583–597. 

https://doi.org/10.1007/s10209-019-00680-z 

Ruiz, J. J. R., Sanchez, A. D. V., & Figueredo, O. R. B. (2024). Impact of Gamification on School 

Engagement: A Systematic Review. Frontiers in Education, 9. 

https://doi.org/10.3389/feduc.2024.1466926 

Rumangkit, S., & Larasati, H. (2023). The Role Of Gamification, Perceived Playfulness, Learning 

Engagement, and Learning Motivation On Academic Achievement In Hybrid Learning. E3S 

Web of Conferences, 426, 02002. https://doi.org/10.1051/e3sconf/202342602002 

Sabri, S., Gani, A., Yadegaridehkordi, E., Eke, C. I., & Shuib, L. (2022). A Survey on Mobile Learning 

for Adult Learners: State-of-the-Art, Taxonomy, and Challenges. IEEE Access, 10, 83884–

83897. https://doi.org/10.1109/ACCESS.2022.3195285 

Sadeghi, K., Sağlık, E., Mede, E., Samur, Y., & Comert, Z. (2022). The Effects of Implementing 

Gamified Instruction on Vocabulary Gain and Motivation among Language Learners. Heliyon, 

8(11), e11811. https://doi.org/10.1016/j.heliyon.2022.e11811 

Sagar, S. K. (2018). Model for Assessment of Trust within Virtual Project Teams of Construction Sector 

in the Middle East [University of Salford]. https://salford-

repository.worktribe.com/output/1392273/model-for-assessment-of-trust-within-virtual-

project-teams-of-construction-sector-in-the-middle-east 

Sahir, S. H. (2021). Metodologi Penelitian. Penerbit Kbm Indonesia. 

Sailer, M., & Homner, L. (2020). The Gamification of Learning: A Meta-analysis. Educational 

Psychology Review, 32(1), 77–112. https://doi.org/10.1007/s10648-019-09498-w 



253 

 

 
Levina Syafin Tejasukmana, 2025 
PENGARUH ONLINE GAMIFICATION IN EDUCATION TERHADAP E-LEARNER SATISFACTION MELALUI E-
LEARNING ENGAGEMENT 
Universitas Pendidikan Indonesia | repository.upi.edu | perpustakaan.upi.edu 

 
 

Sakas, D. P., Reklitis, D. P., Giannakopoulos, N. T., & Trivellas, P. (2023). The Influence of Websites 

User Engagement on the Development of Digital Competitive Advantage and Digital Brand 

Name in Logistics Startups. European Research on Management and Business Economics, 

29(2), 1–18. https://doi.org/10.1016/j.iedeen.2023.100221 

Salhab, R., & Daher, W. (2023). University Students’ Engagement in Mobile Learning. European 

Journal of Investigation in Health, Psychology and Education, 13(1), Article 1. 

https://doi.org/10.3390/ejihpe13010016 

Sanjari, S., & Soleimani, M. R. M. (2023). Validation of the Persian Version of the Engagement in E-

Learning Scale in Students of the School of Nursing and Midwifery in Iran. Middle East 

Journal of Rehabilitation and Health Studies, 10(3), Article 3. https://doi.org/10.5812/mejrh-

134881 

Sappaile, B. I., Jenheri, J., Sari, A. F., & Nampira, A. A. (2025). Gamification and Student Motivation: 

Evaluating E-Learning Engagement from an Educational Psychology Perspective. 

Darussalam: Journal of Psychology and Educational, 4(1), Article 1. 

https://doi.org/10.70363/djpe.v4i1.308 

Sari, D. D. (2021). The Correlation Between Students Vocabulary Achievement and Fluency in 

Speaking English. English Teaching and Linguistics Journal (ETLiJ), 2(1), Article 1. 

https://doi.org/10.30596/etlij.v2i1.5507 

Sari, Y., & Santosa, M. H. (2024). The Impact of Mobile-Assisted Language Learning on Reading 

Comprehension in Senior High School Level: A Systematic Literature Review. Jurnal 

Pendidikan Bahasa Dan Sastra, 24(2), Article 2. 

https://doi.org/10.17509/bs_jpbsp.v24i2.75388 

Sarjono, H. J. (2015). Structural Equation Modeling (SEM): Sebuah Pengatar, Aplikasi untuk 

Penelitian Bisnis (Jakarta). Salemba Empat. 

//psb.feb.ui.ac.id%2Findex.php%3Fp%3Dshow_detail%26id%3D7608 

Schöbel, S. M., Janson, A., & Leimeister, J. M. (2023). Gamifying Online Training in Management 

Education to Support Emotional Engagement and Problem-solving Skills. Journal of 

Management Education, 47(2), 166–203. https://doi.org/10.1177/10525629221123287 

Seeletse, S. M., Wijayanti, L. M., Muqorrobin, S., & Abdurahman, A. (2024). Gamification in 

Education: Enhancing Student Engagement in the Digital Age. EDUJAVARE: International 

Journal of Educational Research, 2(2), Article 2. https://doi.org/10.70610/edujavare.v2i2.796 

Sekaran, U., & Bougie, R. (2016a). Research Methods For Business: A Skill Building Approach (7th 

ed.). John Wiley & Sons. 



254 

 

 
Levina Syafin Tejasukmana, 2025 
PENGARUH ONLINE GAMIFICATION IN EDUCATION TERHADAP E-LEARNER SATISFACTION MELALUI E-
LEARNING ENGAGEMENT 
Universitas Pendidikan Indonesia | repository.upi.edu | perpustakaan.upi.edu 

 
 

Sekaran, U., & Bougie, R. (2016b). Research Methods For Business: A Skill Building Approach. John 

Wiley & Sons. 

Sensor Tower. (2025, June 8). App Analysis. Sensor Tower. https://app.sensortower.com/app-

analysis/category-rankings?os=android&start_date=2025-05-10&end_date=2025-08-

07&edit=1&granularity=daily&breakdown_attribute=appId&metricType=absolute&time_per

iod=day&measure=revenue&rolling_days=0&selected_tab=0&session_count=sessionCount

&time_spent=timeSpent&install_base_measure=installBase&chart_plotting_type=line&ssaa=

com.atistudios.mondly.languages&duration=P90D&uai=56b102c870c8c6a9c100336b&saa=c

om.atistudios.mondly.languages&saa=com.duolingo&saa=us.nobarriers.elsa&sia=108380488

6&country=ID&category=education&category=all&device=android&chart_type=grossing 

Shadiev, R., Yang, M., Reynolds, B. L., & Hwang, W.-Y. (2022). Improving English as a Foreign 

Language–Learning Performance using Mobile Devices in Unfamiliar Environments. 

Computer Assisted Language Learning, 35(9), 2170–2200. 

https://doi.org/10.1080/09588221.2020.1868533 

Shalini Roy, S., & Gandhimathi, S. N. S. (2025). Self-Directed Learning for Optimizing Sustainable 

Language Learning via Mobile Assisted Language Learning: A Systematic Review. Frontiers 

in Education, 9. https://doi.org/10.3389/feduc.2024.1463721 

Shao, A., View Profile, Lu, Z., View Profile, Zhong, B., View Profile, Liu, S. Q., View Profile, Lu, W., 

& View Profile. (2025). Human touch vs. AI tech. Computers in Human Behavior, 164(C). 

https://doi.org/10.1016/j.chb.2024.108492 

Shen, Z., Lai, M., & Wang, F. (2024). Investigating the Influence of Gamification on Motivation and 

Learning Outcomes in Online Language Learning. Frontiers in Psychology, 15. 

https://doi.org/10.3389/fpsyg.2024.1295709 

Sheng, S. (2025). The Impact of Mobile-Assisted Language Learning on Reading Engagement of 

English Majors. Journal of Educational Research and Policies, 7(4), 106–110. 

https://doi.org/10.53469/jerp.2025.07(04).20 

Shustova, I., Polevaya, E., & Ivanov, A. (2023). The Impact of Edtech: Strengths and Opportunities. 

E3S Web of Conferences, 458, 06012. https://doi.org/10.1051/e3sconf/202345806012 

Sigiyuwanta, R., & Supriyanto, A. (2025). Enhancing Student Satisfaction in Online Distance Learning: 

Development of the E-QUALS Model for Service Quality Assessment. International Journal 

of Educational Best Practices, 9(1), 1–23. https://doi.org/10.31258/ijebp.9.1.1-23 

Simons, H. (2020). Case Study Research: In-Depth Understanding in Context. In P. Leavy (Ed.), The 

Oxford Handbook of Qualitative Research (p. 0). Oxford University Press. 

https://doi.org/10.1093/oxfordhb/9780190847388.013.29 



255 

 

 
Levina Syafin Tejasukmana, 2025 
PENGARUH ONLINE GAMIFICATION IN EDUCATION TERHADAP E-LEARNER SATISFACTION MELALUI E-
LEARNING ENGAGEMENT 
Universitas Pendidikan Indonesia | repository.upi.edu | perpustakaan.upi.edu 

 
 

Singh, P., Yadav, V., Kumar, A., Nyange, H. H., & Jhanji, M. H. (2021). Factors Influencing Student 

Satisfaction Towards E-Learning in A Developing Nation. 

https://www.semanticscholar.org/paper/Factors-Influencing-Student-Satisfaction-Towards-in-

Singh-Yadav/e2f7963d7c48ef905e3906008cec27ba9e4ca2d4 

Singh, Y., & Suri, P. K. (2022). An Empirical Analysis of Mobile Learning App Usage Experience. 

Technology in Society, 68, 101929. https://doi.org/10.1016/j.techsoc.2022.101929 

Siregar, Z. M. E., Nasution, A. P., Supriadi, Y. N., Ende, & Pristiyono. (2023). Structural Equation 

Modeling Konsep dan Implementasinya pada Kajian Ilmu Manajemen dengan Menggunakan 

AMOS. Deepublish. 

Smirani, L., & Yamani, H. (2024). Analysing the Impact of Gamification Techniques on Enhancing 

Learner Engagement, Motivation, and Knowledge Retention: A Structural Equation Modelling 

Approach. Electronic Journal of E-Learning, 22(9), Article 9. 

https://doi.org/10.34190/ejel.22.9.3563 

Sohail, S., Majeed, H., Dar, L. R., & Shahid, A. (2024). Provision of Handouts at the End of Lecture: 

An Effective Teaching and Learning Practice. Journal of Rawalpindi Medical College, 28(2). 

https://doi.org/10.37939/jrmc.v28i2.2388 

Stone, B. M. (2021). The Ethical Use of Fit Indices in Structural Equation Modeling: Recommendations 

for Psychologists. Frontiers in Psychology, 12. https://doi.org/10.3389/fpsyg.2021.783226 

Subiyakto, A., Erlina, N., Sugiarti, Y., Hakiem, N., Irfan, M., & Ahlan, A. R. (2021, February 17). 

Assessing Mobile Learning System Performance in Indonesia: Reports of the Model 

Development and Its Instrument Testing. arXiv.Org. https://doi.org/10.1063/5.0041678 

Sudina, E., & Plonsky, L. (2024). The Effects of Frequency, Duration, and Intensity on L2 Learning 

through Duolingo: A Natural Experiment. Journal of Second Language Studies, 7(1), 1–43. 

https://doi.org/10.1075/jsls.00021.plo 

Sugiyono; (2013). Metode Penelitian Kuantitatif, Kualitatif dan R&D (Bandung). Alfabeta. 

//elibrary.stikesghsby.ac.id%2Findex.php%3Fp%3Dshow_detail%26id%3D1879%26keywor

ds%3D 

Suherman, L. O. A., Hamka, N., & Akfan, S. S. (2024). Perceiving Duolingo beyond the Classroom: 

Insights from Non-English Major Students in Higher Education. Diglosia: Jurnal Kajian 

Bahasa, Sastra, Dan Pengajarannya, 7(4), Article 4. 

https://doi.org/10.30872/diglosia.v7i4.1069 

Sulaiman, T. T. (2023). A Systematic Review on Factors Influencing Learning Management System 

Usage in Arab Gulf Countries. Education and Information Technologies, 1–19. 

https://doi.org/10.1007/s10639-023-11936-w 



256 

 

 
Levina Syafin Tejasukmana, 2025 
PENGARUH ONLINE GAMIFICATION IN EDUCATION TERHADAP E-LEARNER SATISFACTION MELALUI E-
LEARNING ENGAGEMENT 
Universitas Pendidikan Indonesia | repository.upi.edu | perpustakaan.upi.edu 

 
 

Sumaryadi, S., Hurriyati, R., Wibowo, L. A., & Gaffar, V. (2021). The Relationship Between the 

Quality of Destination and Tourist Satisfaction: The Role of Destination Attributes. The 

Journal of Asian Finance, Economics and Business, 8(4), 929–937. 

https://doi.org/10.13106/jafeb.2021.vol8.no4.0929 

Sungheetha, A., R, R. S., & R, C. (2024). Emotion Based Prediction in the Context of Optimized 

Trajectory Planning for Immersive Learning (arXiv:2312.11576). arXiv. 

https://doi.org/10.48550/arXiv.2312.11576 

Suraworachet, W., Zhou, Q., & Cukurova, M. (2022). Impact of Combining Human and Analytics 

Feedback on Students’ Engagement with, and Performance in Reflective Writing Tasks 

(arXiv:2211.08222). arXiv. https://doi.org/10.48550/arXiv.2211.08222 

Suseno, G., Hendarti, T., & Ramadani, S. P. (2024). The Role of Distance Learning in Shaping 

Indonesia Golden Generation: Student Interaction, Engagement, and Satisfaction. Journal Of 

Education And Teaching Learning (JETL), 6(3), Article 3. 

https://doi.org/10.51178/jetl.v6i3.2076 

Susilowati, N., Mahmud, A., & Sari, P. N. (2022). Communication Skill, Student Engagement and Self-

Efficacy: Flow on Effect on Student Online Learning. Journal of Education Technology, 6(1), 

Article 1. https://doi.org/10.23887/jet.v6i1.41941 

Syafar, F., Sidik, D., & Husain, H. (2019). Students’ Adoption of Mobile Learning: An Investigation in 

Indonesia Higher Education. 7641–7647. https://ibima.org/accepted-paper/students-adoption-

of-mobile-learning-an-investigation-in-indonesia-higher-education-2/ 

Taherian, T., Shirvan, M. E., Yazdanmehr, E., Kruk, M., & Pawlak, M. (2024). A Longitudinal Analysis 

of Informal Digital Learning of English, Willingness to Communicate and Foreign Language 

Boredom: A Latent Change Score Mediation Model. The Asia-Pacific Education Researcher, 

33(4), 997–1010. https://doi.org/10.1007/s40299-023-00751-z 

Tahir, R., & Wang, A. I. (2020). Codifying Game‑Based Learning: Development and Application of 

LEAGUÊ Framework for Learning Games. Electronic Journal of E-Learning, 18(1), Article 1. 

https://doi.org/10.34190/EJEL.20.18.1.006 

Tan, S. E., & Jung, I. (2024). Unveiling the Dynamics and Impact of Emotional Presence in 

Collaborative Learning. International Journal of Educational Technology in Higher Education, 

21(1), 44. https://doi.org/10.1186/s41239-024-00477-y 

Tanabe, H., & Yamamoto, K. (2023). Structural Equation Modeling of Female Gait Attractiveness 

using Gait Kinematics. Scientific Reports, 13(1), 17823. https://doi.org/10.1038/s41598-023-

45130-2 



257 

 

 
Levina Syafin Tejasukmana, 2025 
PENGARUH ONLINE GAMIFICATION IN EDUCATION TERHADAP E-LEARNER SATISFACTION MELALUI E-
LEARNING ENGAGEMENT 
Universitas Pendidikan Indonesia | repository.upi.edu | perpustakaan.upi.edu 

 
 

Tang, Y., & Hare, R. (2023). Combining Gamification and Intelligent Tutoring Systems in a Serious 

Game for Engineering Education (arXiv:2305.16568). arXiv. 

https://doi.org/10.48550/arXiv.2305.16568 

Thang, S. M., Mahmud, N., Jaafar, N. M., Ng, L. L. S., & Aziz, N. B. A. (2022). Online Learning 

Engagement among Malaysian Primary School Students During the Covid-19 Pandemic. 

ResearchGate, 6(2), 302–326. 

Thanh, L. P., Trang, T. N. Q., Minh, N. N., & Van Hai, H. (2024). Key Determinants of Student 

Satisfaction in Online Learning During COVID-19: Evidence From Vietnamese Students. 

Human Behavior and Emerging Technologies, 2024(1), 5560967. 

https://doi.org/10.1155/2024/5560967 

The Business Research. (2025). Education Technology (EdTech) Market Demand And Growth Report 

2025. https://www.thebusinessresearchcompany.com/report/education-technology-edtech-

global-market-report 

Thilagam, P. S., Selvaraj, V., Hameed, S., Islam, MD. S., Tamilarasan, P., & Raj, I. (2025). Mobile 

Applications for Self-Assessment in English Language Learning: Enhancing Learner 

Autonomy and Reflection. 2025 3rd International Conference on Intelligent Systems, 

Advanced Computing and Communication (ISACC), 3, 422–426. 

https://doi.org/10.1109/ISACC65211.2025.10969327 

Thygesen, H., Gramstad, A., Åsli, L. A., Stigen, L., Magne, T. A., Carstensen, T., & Bonsaksen, T. 

(2020). Associations between learning environment factors and student satisfaction among 

occupational therapy students. Irish Journal of Occupational Therapy, 48(2), 91–100. 

https://doi.org/10.1108/IJOT-10-2019-0015 

Toda, A. M., Klock, A. C. T., Oliveira, W., Palomino, P. T., Rodrigues, L., Shi, L., Bittencourt, I., 

Gasparini, I., Isotani, S., & Cristea, A. I. (2019). Analysing Gamification Elements in 

Educational Environments using An Existing Gamification Taxonomy. Smart Learning 

Environments, 6(1), 16. https://doi.org/10.1186/s40561-019-0106-1 

Toda, A., Palomino, P., Rodrigues, L., Oliveira, W., Shi, L., Isotani, S., & Cristea, A. (2019). Validating 

the Effectiveness of Data-Driven Gamification Recommendations: An Exploratory Study. 

Anais Do XXX Simpósio Brasileiro de Informática Na Educação (SBIE 2019), 763. 

https://doi.org/10.5753/cbie.sbie.2019.763 

Togaibayeva, A., Ramazanova, D., Yessengulova, M., Yergazina, A., Nurlin, A., & Shokanov, R. 

(2022). Effect of Mobile Learning on Students’ Satisfaction, Perceived Usefulness, and 

Academic Performance when Learning a Foreign Language. Frontiers in Education, 7. 

https://doi.org/10.3389/feduc.2022.946102 



258 

 

 
Levina Syafin Tejasukmana, 2025 
PENGARUH ONLINE GAMIFICATION IN EDUCATION TERHADAP E-LEARNER SATISFACTION MELALUI E-
LEARNING ENGAGEMENT 
Universitas Pendidikan Indonesia | repository.upi.edu | perpustakaan.upi.edu 

 
 

Toh, T. J., & Tasir, Z. (2024). The Impact of a Mobile Learning Application on Students’ Cognitive 

Load and Learning Performance in Biology. Journal of Information Technology Education: 

Research, 23(26), 1–26. https://doi.org/10.28945/5380 

Tonhão, S., Shigenaga, M., Herculani, J., Medeiros, A., Amaral, A., Silva, W., Colanzi, T., & 

Steinmacher, I. (2024). Gamification in Software Engineering Education: A Tertiary Study 

(arXiv:2405.05209). arXiv. https://doi.org/10.48550/arXiv.2405.05209 

Triantafyllou, S. A., Georgiadis, C., & Sapounidis, T. (2025). Gamification in Education and Training: 

A Literature Review. International Review of Education, 71(3), 483–517. 

https://doi.org/10.1007/s11159-024-10111-8 

Tsai, Y.-R. (2024). Leveraging Gamification to Enhance Motivation and Engagement among EFL 

Learners. English Language Teaching Educational Journal, 7(3), Article 3. 

https://doi.org/10.12928/eltej.v7i3.12010 

Tuysuz, C., & Ugulu, I. (2021). Determination of The Satisfaction Levels of Prospective Teachers 

Regarding The E-Learning Application during The Coronavirus Pandemic. European Journal 

of Education Studies, 8(3), Article 3. https://doi.org/10.46827/ejes.v8i3.3623 

Ulfiah, U., Rasyadan, M. F. R., Utami, W. T., Sunardi, S., & Murad, D. F. (2025). Impact of Usability 

on Continuance Usage Intention in Language Learning Apps with Gamification Features. 

Bulletin of Electrical Engineering and Informatics, 14(1), Article 1. 

https://doi.org/10.11591/eei.v14i1.8023 

Umar, M., & Ko, I. (2022). E-Learning: Direct Effect of Student Learning Effectiveness and 

Engagement through Project-Based Learning, Team Cohesion, and Flipped Learning during 

the COVID-19 Pandemic. Sustainability, 14(3), Article 3. https://doi.org/10.3390/su14031724 

Upendra, S., Abbaiah, Dr. R., & Balasiddamuni, Dr. P. (2023). Multicollinearity in Multiple Linear 

Regression: Detection, Consequences, and Remedies. International Journal for Research in 

Applied Science and Engineering Technology, 11(9), 1047–1061. 

https://doi.org/10.22214/ijraset.2023.55786 

Urh, M., Vukovic, G., Jereb, E., & Pintar, R. (2015). The Model for Introduction of Gamification into 

E-learning in Higher Education. Procedia - Social and Behavioral Sciences, 197, 388–397. 

https://doi.org/10.1016/j.sbspro.2015.07.154 

Vallorani, C. M., Gibert, I., & Tuffnell, C. (2022). Levelling Up Language Learning: A Study on the 

Impact of Gamification. International Journal of Mobile and Blended Learning (IJMBL), 14(4), 

1–17. https://doi.org/10.4018/IJMBL.315624 

Velázquez-García, L., Longar-Blanco, M. D. P., Cedillo-Hernández, A., & Bustos-Farías, E. (2024). 

Gamification in the Classroom: Motivating Higher Education Students Using Digital Badges. 



259 

 

 
Levina Syafin Tejasukmana, 2025 
PENGARUH ONLINE GAMIFICATION IN EDUCATION TERHADAP E-LEARNER SATISFACTION MELALUI E-
LEARNING ENGAGEMENT 
Universitas Pendidikan Indonesia | repository.upi.edu | perpustakaan.upi.edu 

 
 

International Journal of Learning and Teaching, 532–538. 

https://doi.org/10.18178/ijlt.10.4.532-538 

Vermeulen, E. J., & Volman, M. L. L. (2024). Promoting Student Engagement in Online Education: 

Online Learning Experiences of Dutch University Students. Technology, Knowledge and 

Learning, 29(2), 941–961. https://doi.org/10.1007/s10758-023-09704-3 

Vo, H., & Ho, H. (2024). Online Learning Environment and Student Engagement: The Mediating Role 

of Expectancy and Task Value Beliefs. The Australian Educational Researcher, 51(5), 2183–

2207. https://doi.org/10.1007/s13384-024-00689-1 

Wallius, E., Klock, A. C. T., & Hamari, J. (2023). How are Gameful Experience Dimensions Associated 

with Intrinsic and Extrinsic Motivation? Results from An Online Vignette Study. Proceedings 

of the 7th International GamiFIN Conference 2023 (GamiFIN 2023), 132–143. 

https://researchportal.tuni.fi/en/publications/how-are-gameful-experience-dimensions-

associated-with-intrinsic-a 

Wang, F., Yuizono, T., Wang, T.-Y., Kim, E., & Lu, Y. (2023). Integrating Reflection into A Mobile-

Assisted Reading Program for Learning English as A Second Language in China. Frontiers in 

Education, 7. https://doi.org/10.3389/feduc.2022.1067523 

Wang, J., & Wang, X. (2019). Structural Equation Modeling: Applications Using Mplus. John Wiley 

& Sons. 

Wang, L. (2022). Student Intrinsic Motivation for Online Creative Idea Generation: Mediating Effects 

of Student Online Learning Engagement and Moderating Effects of Teacher Emotional 

Support. Frontiers in Psychology, 13. https://doi.org/10.3389/fpsyg.2022.954216 

Wang, R., Cao, J., Xu, Y., & Li, Y. (2022). Learning Engagement in Massive Open Online Courses: A 

Systematic Review. Frontiers in Education, 7. https://doi.org/10.3389/feduc.2022.1074435 

Wang, Y., Cao, Y., Gong, S., Wang, Z., Li, N., & Ai, L. (2022). Interaction and Learning Engagement 

in Online Learning: The Mediating Roles of Online Learning Self-Efficacy and Academic 

Emotions. Learning and Individual Differences, 94, 102128. 

https://doi.org/10.1016/j.lindif.2022.102128 

Wang, Y., Zuo, M., He, X., & Wang, Z. (2025). Exploring Students Online Learning Behavioral 

Engagement in University: Factors, Academic Performance and Their Relationship. Behavioral 

Sciences, 15(1), Article 1. https://doi.org/10.3390/bs15010078 

Wang, Y.-C. (2023). Gamification in a News English Course. Education Sciences, 13(1), Article 1. 

https://doi.org/10.3390/educsci13010090 



260 

 

 
Levina Syafin Tejasukmana, 2025 
PENGARUH ONLINE GAMIFICATION IN EDUCATION TERHADAP E-LEARNER SATISFACTION MELALUI E-
LEARNING ENGAGEMENT 
Universitas Pendidikan Indonesia | repository.upi.edu | perpustakaan.upi.edu 

 
 

Wang, Y.-S. (2003). Assessment of Learner Satisfaction with Asynchronous Electronic Learning 

Systems. Information & Management, 41(1), 75–86. https://doi.org/10.1016/S0378-

7206(03)00028-4 

Wang, Y.-T., & Lin, K.-Y. (2021). Understanding Continuance Usage of Mobile Learning 

Applications: The Moderating Role of Habit. Frontiers in Psychology, 12. 

https://doi.org/10.3389/fpsyg.2021.736051 

Wardak, M. (2018). Mobile Assisted Language Learning (Mall): Teacher Uses of Smartphone 

Applications (Apps) to Support Undergraduate Students’ English as a Foreign Language (EFL) 

Vocabulary Development. International Journal of English Language Teaching (IJELT), 9(1), 

33–58. https://doi.org/2055-0839 

Wei, J., Liu, M., Li, W., Hou, Z., & Li, L. (2023). The Impact of Consumer Confusion on The Service 

Recovery Effect of Online Travel Agency (OTA). Current Psychology, 42(28), 24339–24348. 

https://doi.org/10.1007/s12144-022-03540-x 

Weng, Y., & Zhang, Y. (2025). Assessment of Personalized Learning in Immersive and Intelligent 

Virtual Classroom on Student Engagement (arXiv:2501.07883). arXiv. 

https://doi.org/10.48550/arXiv.2501.07883 

Wibowo, L. A., Ridwanudin, O., Dintha, R., & Nisak, I. F. (2024). Enhancing Program Quality: An In-

Depth Analysis of Its Effect on Student Satisfaction via Students’ Perceived Experience Value 

in the MBKM Program. International Journal of Business, Economics and Law, 33(1), 15–22. 

Widora, I., Hidayati, S., Triastuti, A., Ariefin, M., Suhaepi, E., Munthe, D., Taran, Y. S. G., & 

Hermawati. (2025). Exploring EFL Blended Mobile Learning: A Systematic Literature Review. 

Forum for Linguistic Studies, 7(6), Article 6. https://doi.org/10.30564/fls.v7i6.9772 

Widyaningsih, D. (2021). Statistika Bisnis. Penerbit Yayasan Prima Agus Teknik, 1–217. 

WifiTalents. (2025). Digital Transformation in The E-learning Industry Statistics: Reports 2025. 

https://wifitalents.com/digital-transformation-in-the-elearning-industry-statistics/ 

Wijaya, N. P. N. P., Sobandi, A., Widjanjanta, B., & Koeswandi, T. A. L. (2025). Trends in 

Gamification based Pedagogy Innovation using Bibliometrics Analysis. International Journal 

of Research and Innovation in Social Science. 

https://dx.doi.org/10.47772/IJRISS.2025.903SEDU0156 

Wono, H. Y., Angela, M., & Reinald, M. I. (2020). Pengaruh Kualitas Pelayanan dan Kepuasan 

Konsumen terhadap Loyalitas Konsumen CV Saga Selaras Pratama. 

https://dspace.uc.ac.id/handle/123456789/2939 

Woo, J. H., & Choi, H. (2021). Systematic Review for AI-based Language Learning Tools 

(arXiv:2111.04455). arXiv. https://doi.org/10.48550/arXiv.2111.04455 



261 

 

 
Levina Syafin Tejasukmana, 2025 
PENGARUH ONLINE GAMIFICATION IN EDUCATION TERHADAP E-LEARNER SATISFACTION MELALUI E-
LEARNING ENGAGEMENT 
Universitas Pendidikan Indonesia | repository.upi.edu | perpustakaan.upi.edu 

 
 

Wood, K., & Drew, S. (2025). Aligning Gamified Learning Experiences to Learning Outcomes. 

International Journal of Changes in Education. 

https://doi.org/10.47852/bonviewIJCE52023413 

Wulan, A. R., & Hermagustiana, I. (2019). The EFL Learners’ Perceptions toward Mobile Device 

Usage and Mobile-Assisted Language Learning (MALL) at English Department of 

Mulawarman University. E3L: Journal of English Teaching, Linguistic, and Literature, 2(1), 

Article 1. https://doi.org/10.30872/e3l.v2i1.1986 

www.pendidikanbisnis.upi.edu. (n.d.). Business Education | Leading and Outstading. Retrieved August 

20, 2025, from https://pendidikanbisnis.upi.edu/ 

Xiao, L., Yao, M., & Liu, H. (2024). Perceived Social Mobility and Smartphone Dependence in 

University Students: The Roles of Hope and Family Socioeconomic Status. Psychology 

Research and Behavior Management, 17, 1805–1817. https://doi.org/10.2147/PRBM.S455939 

Xiao, Q., & Li, X. (2021). Exploring the Antecedents of Online Learning Satisfaction: Role of Flow 

and Comparison Between use Contexts. INTERNATIONAL JOURNAL OF COMPUTERS 

COMMUNICATIONS & CONTROL, 16(6), Article 6. 

https://doi.org/10.15837/ijccc.2021.6.4398 

Xiaoxiao, D., & Dongdai, Z. (2020). Study on The Influence of Learning Engagement on Deep Learning 

in E-Learning Environment. Proceedings of the 2020 8th International Conference on 

Information and Education Technology, 63–67. https://doi.org/10.1145/3395245.3396428 

Xiong, G., & Hiew, W. (2024). Using Cognitive Strategies in Mobile-Assisted Language Learning to 

Enhance Listening Ability among EFL Learners. INTERNATIONAL JOURNAL OF 

EDUCATION, PSYCHOLOGY AND COUNSELLING (IJEPC), 9(55), Article 55. 

https://gaexcellence.com/ijepc/article/view/4315 

Xu, J., Li, J., & Yang, J. (2024). Self-Regulated Learning Strategies, Self-Efficacy, and Learning 

Engagement of EFL Students in Smart Classrooms: A Structural Equation Modeling Analysis. 

System, 125, 103451. https://doi.org/10.1016/j.system.2024.103451 

Xu, Q., & Richardson, J. (2024). The Impact of Social Media and Gamification of A Mobile Vocabulary 

Learning App: Self-Regulation and Learning Persistence. Online Learning, 28(4), Article 4. 

https://doi.org/10.24059/olj.v28i4.4592 

Yacobson, E., Toda, A., Cristea, A. I., & Alexandron, G. (2021). Encouraging Teacher-Sourcing of 

Social Recommendations Through Participatory Gamification Design. In A. I. Cristea & C. 

Troussas (Eds.), Intelligent Tutoring Systems (pp. 418–429). Springer International Publishing. 

https://doi.org/10.1007/978-3-030-80421-3_46 



262 

 

 
Levina Syafin Tejasukmana, 2025 
PENGARUH ONLINE GAMIFICATION IN EDUCATION TERHADAP E-LEARNER SATISFACTION MELALUI E-
LEARNING ENGAGEMENT 
Universitas Pendidikan Indonesia | repository.upi.edu | perpustakaan.upi.edu 

 
 

Yan, W., Trairut, N., & Sirawong, N. (2024). Students Learning Achievement and Satisfaction of 

Chinese Proficiency Test (HSK1) Reading Courses on the Udemy Platform. Journal of 

Education and Learning, 13(5), 260–268. https://doi.org/10.5539/jel.v13n5p260 

Yang, G., Shen, Q., & Jiang, R. (2023). Exploring the Relationship between University Students’ 

Perceived English Instructional Quality and Learner Satisfaction in the Online Environment. 

System, 119, 103178. https://doi.org/10.1016/j.system.2023.103178 

Yang, G. T., Yusop, F. D., & Chin, H. L. (2022). Predictors of Massive Open Online Courses (MOOC) 

Learning Satisfaction: A Recipe for Success. Pertanika Journal of Social Sciences and 

Humanities, 30(4), Article 4. 

Yang, L. (2022). Student Engagement with Teacher Feedback in Pronunciation Training Supported by 

a Mobile Multimedia Application. SAGE Open, 12(2), 21582440221094604. 

https://doi.org/10.1177/21582440221094604 

Yang, L., & Zhao, S. (2024). AI-Induced Emotions in L2 Education: Exploring EFL Students’ 

Perceived Emotions and Regulation Strategies. Computers in Human Behavior, 159, 108337. 

https://doi.org/10.1016/j.chb.2024.108337 

Yang, Q., & Lee, Y.-C. (2021). The Critical Factors of Student Performance in MOOCs for Sustainable 

Education: A Case of Chinese Universities. Sustainability, 13(14), Article 14. 

https://doi.org/10.3390/su13148089 

Yang, Y. (2021). Does Greater Engagement in Online General Education Courses Lead to Better 

Academic Performance? Evidence from Chinese University Students. Open Journal of Social 

Sciences, 9(6), Article 6. https://doi.org/10.4236/jss.2021.96022 

Yekefallah, L., Namdar, P., Panahi, R., & Dehghankar, L. (2021). Factors Related to Students’ 

Satisfaction with Holding E-Learning during The Covid-19 Pandemic Based on The 

Dimensions of E-Learning. Heliyon, 7(7), e07628. 

https://doi.org/10.1016/j.heliyon.2021.e07628 

You, W. (2022). Research on the Relationship between Learning Engagement and Learning Completion 

of Online Learning Students. International Journal of Emerging Technologies in Learning 

(iJET), 17(1), 102–117. 

Younas, M., Noor, U., Zhou, X., Menhas, R., & Qingyu, X. (2022). Students Satisfaction about E-

Learning and Academic Achievement: Mediating Analysis of Online Influencing Factors. 

Frontiers in Psychology, 13. https://doi.org/10.3389/fpsyg.2022.948061 

Yu, Q. (2022). Factors Influencing Online Learning Satisfaction. Frontiers in Psychology, 13, 852360. 

https://doi.org/10.3389/fpsyg.2022.852360 



263 

 

 
Levina Syafin Tejasukmana, 2025 
PENGARUH ONLINE GAMIFICATION IN EDUCATION TERHADAP E-LEARNER SATISFACTION MELALUI E-
LEARNING ENGAGEMENT 
Universitas Pendidikan Indonesia | repository.upi.edu | perpustakaan.upi.edu 

 
 

Yusoff, A. M., Salam, S., Mohamad, S. N. M., Lip, R., Pudjoatmodjo, B., Rahmalan, H., & Mazlan, A. 

(2024). Conceptual Design Model of Engaging Gamification Mechanic for Online Courses. 

Bulletin of Electrical Engineering and Informatics, 13(5), Article 5. 

https://doi.org/10.11591/eei.v13i5.7261 

Yuyun, I. (2023). Investigating University Student Engagement in Online Learning: A Case Study in 

EFL Classroom. Indonesian Journal of Applied Linguistics, 12(3), Article 3. 

https://doi.org/10.17509/ijal.v12i3.46035 

Zainuddin, Z., Chu, S. K. W., & Othman, J. (2024). The Evaluation of Gamification Implementation 

for Adult Learners: A Scale Development Study based on Andragogical Principles. Education 

and Information Technologies, 29(14), 18591–18620. https://doi.org/10.1007/s10639-024-

12561-x 

Zaric, N., & Scepanovic, S. (2018). Gamification of E-Learning Based on Learning Styles – Design 

Model and Implementation. 723–729. https://www.learntechlib.org/primary/p/185026/ 

Zhang, K., & Yu, Z. (2022). Effects of Gamification on Learning Outcomes, Satisfaction, Engagement, 

and Motivation in Virtual Learning Environments Between 2020 and 2022. International 

Journal of Online Pedagogy and Course Design (IJOPCD), 12(1), 1–18. 

https://doi.org/10.4018/IJOPCD.306684 

Zhang, R., Di, Z., & Haoran, X. (2022). Spaced Repetition for Authentic Mobile-Assisted Word 

Learning: Nature, Learner Perceptions, and Factors Leading to Positive Perceptions. Computer 

Assisted Language Learning, 35(9), 2593–2626. 

https://doi.org/10.1080/09588221.2021.1888752 

Zhang, R., Zou, D., & Cheng, G. (2023). Learner Engagement in Digital Game-Based Vocabulary 

Learning and Its Effects on EFL Vocabulary Development. System, 119, 103173. 

https://doi.org/10.1016/j.system.2023.103173 

Zhang, S., & Hasim, Z. (2023). Gamification in EFL/ESL Instruction: A Systematic Review of 

Empirical Research. Frontiers in Psychology, 13, 1030790. 

https://doi.org/10.3389/fpsyg.2022.1030790 

Zhang, Y., Mohamed, H. B., & Liu, D. (2024). A Systematic Literature Review on the Relationships 

between Social Presence, Learning Satisfaction and Persistence in Online Learning. 

International Journal of Interactive Mobile Technologies (iJIM), 18(05), Article 05. 

https://doi.org/10.3991/ijim.v18i05.47799 

Zhang, Z., & Crawford, J. (2024). EFL Learners’ Motivation in A Gamified Formative Assessment: 

The Case of Quizizz. Education and Information Technologies, 29(5), 6217–6239. 

https://doi.org/10.1007/s10639-023-12034-7 



264 

 

 
Levina Syafin Tejasukmana, 2025 
PENGARUH ONLINE GAMIFICATION IN EDUCATION TERHADAP E-LEARNER SATISFACTION MELALUI E-
LEARNING ENGAGEMENT 
Universitas Pendidikan Indonesia | repository.upi.edu | perpustakaan.upi.edu 

 
 

Zhao, X., Shao, M., & Su, Y.-S. (2022). Effects of Online Learning Support Services on University 

Students’ Learning Satisfaction under the Impact of COVID-19. Sustainability, 14(17), Article 

17. https://doi.org/10.3390/su141710699 

Zheng, B. Q., & Bentler, P. M. (2025). Enhancing Model Fit Evaluation in SEM: Practical Tips for 

Optimizing Chi-Square Tests. Structural Equation Modeling: A Multidisciplinary Journal, 

32(1), 136–141. https://doi.org/10.1080/10705511.2024.2354802 

Zhi, N., Li, A., & Zhao, C. (2024). The Effect of Visual Displays on The Mastery of The Forms and 

Functions of English Intonation by Chinese L2 Students. Lingua, 311, 103825. 

https://doi.org/10.1016/j.lingua.2024.103825 

Zhu, T., & Yang, Y. (2023). Research on Mobile Learning Platform Interface Design based on College 

Students’ Visual Attention Characteristics. PLOS ONE, 18(7), e0283778. 

https://doi.org/10.1371/journal.pone.0283778 

Zhu, X., Gong, Q., Wang, Q., He, Y., Sun, Z., & Liu, F. (2023). Analysis of Students’ Online Learning 

Engagement during the COVID-19 Pandemic: A Case Study of a SPOC-Based Geography 

Education Undergraduate Course. Sustainability, 15(5), Article 5. 

https://doi.org/10.3390/su15054544 

Zohouri, F. S., Ebrahimi, M. R., & Hashemi Toroujeni, S. M. (2025). Effects of Mobile-Assisted 

Language Learning Through the Listen English Daily Practice App on EFL Learners’ Listening 

Comprehension and Self-Efficacy. Journal of Second Language Pedagogy, 2(2). 

http://sanad.iau.ir/en/Journal/jslp/Article/1186146 

 

 


