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Abstracts. The incorporation of digital tools in language learning has transformed the teaching of
conventional writing into a more interactive and exciting alternative. This research examines how
teachers evaluate and interact with Educaplay when teaching writing to senior high school students. A
qualitative case study method was employed, involving three English teachers from two high schools
in North Sumatra who had used Educaplay consistently for at least one semester. Data were collected
through questionnaires, semi-structured interviews, and classroom observations, then analyzed
thematically. The results revealed that teachers perceived Educaplay as useful in increasing student
engagement, motivation, and development of writing structures. Its interactive elements such as
gamification and real-time feedback enabled students to be more active contributors, improving their
ability to organize ideas, structure paragraphs, and apply grammar rules. Challenges included limited
access to technology, time-consuming material preparation, and the need to integrate Educaplay with
traditional teaching. To address these, teachers combined direct instruction with Educaplay and peer
collaboration. Thus, Educaplay plays a critical role in supporting writing instruction but is most
effective in blended learning environments. Further research is recommended to explore its long-term
impact on students’ writing development in various settings.
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1. INTRODUCTION

In modern days life by humans has accelerated being disrupted by technology [1] [2]. It has
revolutionized the very way humans live their normal human lives in this modern epoch [3] [4].
Continuous progress in technological advancement is accelerating at an unimaginable pace bringing
state-of-the-art innovations that are transforming our world. New technological advances each year
offer solutions to the many problems in human life. Apart from the change in the equipment we use and
gadgets we possess, these technological advancements change the mindset and lifestyle of modern
society [5] [6]. The dependence of human beings on technology has grown greatly to satisfy a variety
of needs starting from the most basic ones to leisure. Technology advancement has also created
opportunities and possibilities that were never thought of. Considering the speed of technological
progress we can say with certainty that human life will still face significant changes in the future.

Technology has changed the way teaching and learning were previously carried out in education
[7]-[8]. Globally education institutions have been using digital tools and platforms to improve the
learning experience for the teachers and students [9] [10]. Technology integration in education has
made learning dynamic, involving, and inclusive of students from all walks of life. There is now a wide
range of digital platforms and applications that offer innovative methods for teachers to distribute their
curriculum and understand student progress far more effectively [12]-[14]. Using different online
platforms students can easily access educational resources, attend virtual classes, and communicate
with their mates. Incorporating multimedia elements including; movies, interactive games, and virtual
simulations has made challenging topics understandable and appealing. Aside from this, Artificial
Intelligence and machine learning are being employed to personalize the learning environment to the
demands and rate of learning of learners. Learning management systems have also made administrative
work comfortable thus teachers can have more time for teaching and talking to students [14], [15], [16].
Access to online courses and distance learning programs that are available have made studying for those
who lack access to traditional classrooms flexible and easier to access. As technological innovations

85| Vol. 12 No. 1 June 2025 Nur Hasanah, Benni Ichsanda Rahman


file:///C:/Users/HP/Downloads/nur0304212072@uinsu.ac.id
mailto:benni.ichsanda@uinsu.ac.id

continue, the future of education holds more inventive approaches to achieving better teaching and
learning processes [17]-[19].

Apart from that, English language teaching is also covered. Technology can support learners to learn
better [20] [21]. Educational technology provides a variety of innovative tools and platforms where
students learn English in an interesting and accessible way. Contemporary apps and online
environments have transformed the learning by students as well as the practice of English at school
[22]. Now students can practice their English using such interactive exercises where immediate
feedback is given on students’ performance. The absorption of technology in the English classroom has
endeared to make the creation of dynamic learning materials easier for teachers to come up with such
materials that address different learning styles and abilities [23]. The use of digital assessment tools
enables teachers to gauge what the students are progressing in and where additional support would be
necessary. Moreover, technology enables the students to study their English independently and at their
own pace developing their assurance to speak the language. The utilization of educational platforms
also makes learning English more fun, which makes students more active participants in their learning
path. Language learning software can become individualized for each student and present personal
exercises for strengthening language skills. Now thanks to these technological tools, teaching and
learning English is more effective and student-centered than ever.

In the ever-evolving digital era, secondary school students' writing skills are still a big challenge in
language learning. According to Orouzi & Mehdizadeh (2021) in the journal Assessing Writing, writing
is a complex process that requires coordination between mechanical aspects (spelling and grammar),
critical thinking, and the ability to convey ideas coherently [24]. Their meta-analysis of writing
instruction research found that students often struggle with organizing ideas, maintaining coherence,
and applying proper grammar rules. Based on classroom observations, many students have difficulties
in expressing their ideas in writing, especially in terms of content development, proper grammar usage,
and logical organization of writing. The Cognitive Process Theory of Writing emphasizes that writing
involves a complex problem-solving process including planning, translating ideas into writing, and
reviewing [25]. Conventional learning methods applied so far tend to be monotonous and less
interesting for students to develop their writing skills. This problem was highlighted in Richards &
Renandya's study which found that traditional writing instruction often fails to engage students due to
its teacher-centered approach and limited interactive elements [26]. On the other hand, the current
generation of students are digital natives who are very familiar with technology, so a more interactive
and digital-based learning approach is urgently needed. Recent studies show that digital-native students
respond better to learning environments that are interactive and supported by technology. For instance,
Fadhli and friends discovered that game-based learning positively impacted children’s digital literacy
with the view of facilitating the understanding of multimedia information and critical thinking and
problem-solving skills development [27]. Educaplay as an interactive learning platform provides a
number of features that could increase students’ writing skills Educaplay as an interactive learning
platform provides several features that could increase students’ writing skills with a progressive activity
that implies active participation of students. Moreover, it was identified by Zheng and friends that an
interactive online platform had a significant impact on students’ motivation and performance in writing
(compared to the traditional approaches) [28].

The use of educational technology in the classroom is important in the teachers’ perspectives. When
teachers take digital tools seriously and perceive them as one of the goals, they are more likely to use
them in a meaningful way. What Prestridge has observed is the fact that teachers’ pedagogical beliefs
guide the usage, and reasons for the use of technology, and Tondeur et al have also emphasized the
role confidence and training play in technology adoption success [29]s. Howard, Tasdere, et al and
Sellami et al found that limitations in the support and training available continue to impact how teachers
view and utilize technology. These results only affirm the necessity of addressing teachers’ points of
view to create conditions for the successful introduction and application of such tools as Educaplay
under well-considered policies and professional development [30].

To respond to the challenges in students’ writing abilities an integrated solution combining digital
technology and innovation in pedagogy is offered. First, using a technology-infused writing program
can change the standard writing instruction. When interactive elements, like real-time feedback
mechanisms, writing collaborations and prodded writing activities are included in the writing process;
students can be more active and willing to write. Instead, these platforms should provide the mechanism
for scaffolding the writing process by providing structured templates, grammar tools, and visual
organizers to guide students’ step-by-step development of content and development of organizational
skills. Furthermore, the use of a blended learning model in which digital platforms and focused teacher
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interventions are consigned can offer more individualized support. The teachers can use data analysis
from these platforms to determine individual student weaknesses and invent customized writing
interventions. Professional development programs should also be used to train educators on how to
incorporate technology into their writing instructions in order to prepare them to guide students on the
use of digital gadgets to enhance their skills. It is possible to create a curriculum focusing on the writing
process during which students always draft, reflect, revise their papers, and provide constructive
feedback. It can positively improve students’ performing skills quite dramatically. By establishing a
dynamic, technology-based learning environment ready to tackle cognitive, motivational, and skill
challenges, schools can transform the teaching of writing to digital native students.

One of these technologies is Educaplay. This platform was established in 2010 and has an assortment
of activities that students can participate in to practice writing instruction [31]. Teachers can generate
pre-made exercises of their choice like the ones of fill-in-the-bal company, interactive quizzes, and
matching games to reinforce grammar, vocabulary, and sentence structure. The real-time feedback
feature enables the students to correct themselves at the point of mistakes thus enhancing self-directed
learning. Moreover, Educaplay provides collaborative tools that stimulate peer communication and
participation in writing work. Using gamification elements, the platform makes the writing process not
only more exciting and captivating but also inspiring for the students. Through comprehensive
analytics, teachers can monitor student progress to make customized interventions dependent on
learners' needs. Because Educaplay can be used across multiple devices, students can practice writing
any time and in any place. The convenient interface guarantees that educators and students find it easy
to use the platform. With the inclusion of Educaplay into the writing curriculum, schools can teach
writing to students in an engaging mode with structured lessons.

Prior research has investigated technology use in language learning, and technology-related digital
games such as Educaplay. The integration of Educaplay, as a digital resource, to improve reading skills,
focusing on the role of ICT in student training and evaluation was investigated in a study by Ojeda, and
Enciso [32]. Nevertheless, the present study paid more attention to reading comprehension instead of
writing skills. In turn, VargasSaritama and Espinoza Celi examined the effect of Educaplay on
secondary school EFL students’ vocabulary learning in Ecuador. Their results demonstrated that the
use of Educaplay was effective in increasing learning of vocabulary and motivation, this study,
however, did not address its direct effect on writing proficiency [31]. In addition, a study by
Rachmawati and Liza was conducted on Educaplay in Arabic language learning concerning the
improvement of the students, speaking and writing skills in the Arabic language [33]. Despite the
success of Educaplay related to the enhancement of engagement and comprehension, the study focused
on Arabic writing as opposed to English writing. However, this study was carried out in another learning
environment, leaving room for investigating whether its findings are appropriate for secondary school
learners of English. It is for this reason that the current study will fill this void as it will evaluate the
use of Educaplay in enhancing the writing skills of secondary students. The study also seeks to find its
effectiveness as a tool in English language learning in Indonesia, concerning concept formation, writing
organization, and grammar competence.

Although numerous research works documented the use of Educaplay in reading comprehension,
and vocabulary learning, little work was done with a view of developing writing skills using this
platform. Besides, the studies on gamification in language learning are still ruled by quantitative
methods; no study has explored in detail how teachers understand and use this technology in writing
instruction. Hence, this study presents new insights into the topic by studying teachers’ perspectives on
using Educaplay to enhance the writing skills of middle school scholars via a qualitative research
method. Apart from testing its effectiveness, this research also points out the difficulties teachers have
when integrating gamification into writing instruction.

This study is relevant in that it examines how teachers view Educaplay's use in writing lessons and
their experience with its use in the classroom. With the rapid developments in digital learning
instruments, learning teacher’s talents can give relevant insights into the benefits and the drawbacks of
using the Educaplay tool for learning. This research also looks at the challenges of teachers, such as
issues of accessibility, preparation time, and blending of digital and traditional teaching methods.
Through the recognition of these challenges, this study is going to make recommendations of how
writing teaching through Educaplay can be effective. Its results can be useful in enhancing technology
use in language learning to make sure that digital technologies help, not harm the teaching and learning.
To achieve this goal, this research will answer the following questions:

1. What are teachers' perceptions and experiences in using Educaplay in writing instruction to
improve high school students' writing skills?
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2. What challenges do teachers face in using Educaplay to teach writing?

Use of Technology in Writing Instructions

According to Vygotsky's, constructivism theory learning is a socially mediated process that
happens through interaction with tools, peers, and more knowledgeable others. This perspective looks
at how technology is a mediating agent enabling knowledge construction in writing instruction [34].
For instance, internet-based platforms and writing software offer interactive space to share ideas and
get feedback from other students thus, bringing variety to their learning [35]. Through technology
integration, teachers will be able to individualize the learning experience in a way that meets the needs
of individual students so all students are actively engaged. Moreover, the application of such tools as
word processing/collaborative platforms enables students to revise their writing repeatedly thus
reflecting constructivist principles of learning via active involvement. Such environments also promote
collaboration where the students learn not only from the teacher but also from each other [36]. In the
long run, constructivist theory allows for employing technology that develops learning environments
in which students construct their understanding of writing skills interactively and iteratively [28].

Gamification Platform for Language Learning

According to Deci and Ryan, Self-Determination Theory (SDT) explains gamification features
inspire students because of their satisfaction with physiological drives for Autonomy, Competence, and
Relatedness [37]. Autonomy is promoted through customizable activities, where learners can take their
paces. Meanwhile, competence is enhanced by instant feedback on performance as scores or badges.
The relatedness is achieved through collaborative and competitive aspects, for example, using the
leaderboards, and multiplayer games which support interaction between students. These gamification
elements make learning dynamic and therefore increase students' accountability to invest efforts in
activities like writing. Apart from that, SDT claims that intrinsically motivated students are more likely
to persist in their activity, resulting in better learning outcomes. The structure of the Educaplay design
follows these principles creating a motivating and enjoyable space for language learning. Furthermore,
Hamari and friends point out how playing games reinforces the long-term retention of material because
it builds positive associations with learning tasks [38]. Educaplay applies these findings using
interactive, game-based activities designed according to various learning goals, such as vocabulary
gains and writing capabilities. Though many studies are found concerning vocabulary learning,
research like the one conducted by Alizadeh indicates the potential of gamification platforms to fulfill
high-order skills such as writing. However, one should note, that gamification should be introduced
reasonably: to balance fun and pedagogical goals [39]. For instance, an excessive emphasis on
competition may discourage some students, in particular, those, who have difficulties completing
certain tasks.

Writing Skills and Factors that Affect Them

Cognitive Process Theory of Writing, developed by Flower and Hayes, offers a general idea about
writing as a recursive and goal-directed function. According to the theory, the writing process involves
varied cognitive operations, including planning, translation, and review [40]. This view emphasizes the
complexity of writing and justifies such types of instruction and feedback toward students’ cognitive
growth. Furthermore, this theory also admits external influence, i.e. motivation and learning
environment, as influential factors in student writing ability. Essentially, writing involves more than a
command of language; it also involves critical thinking and problem-solving.

The writing ability is addressed by different issues including individual cognitive abilities,
teaching techniques, and socio-cultural environment. Scholars find that successful pedagogies,
including process-oriented teaching, can make a dramatic difference in the results of students’ writing.
For instance, using structured guidance to students at the brainstorming, drafting, and revising stages
will help the students develop a better understanding of the writing process. Additionally, constructive
feedback will help students improve their skills and gain confidence in writing skills. Feedback
concentrating on strengths and gaps creates an iterative and progressing process of writing for learners.

Writing skills are also influenced by motivation. Intrinsic motivation (based on personal interest
or satisfaction) leads to more sustained writing efforts that are more engaged than extrinsic motivation
(where writing is motivated by external rewards) [37]. The motivation can be enhanced by a teacher-
created learning environment where students’ voices and choices are respected. For instance, letting
students pick their writing subjects or including collaborative exercises will make the process more
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exciting and relevant. Further on, technology usage such as gamification platforms such as Educaplay
has been proven to enhance student motivation, turning writing activities into interesting and enjoyable
ones.

Finally, there are sociocultural ones, including peer influence and the availability of resources,
that determine the writing development among students. Writing activities, in which students exchange
ideas and express their opinions to each other, promote a sense of community, and allow students to
learn from different views [34]. The availability of good learning materials, for instance, model texts
and writing guides, supplements the writing skills development. Taking these factors holistically
ensures that the students are armed with the tools to become successful writers [36].

2. METHODS

Research Design

This qualitative study used case study methodology to explore how teachers viewed the use of
Educaplay to enhance secondary-level students' writing skills in Indonesia. The case study method was
adopted because researchers could study how subjective interpretations and experiences of teachers
regarding gamification in the English classroom were taken further [41]. A case study is a suitable
approach to studying a particular case, that is, the application of Educaplay in writing learning, which
presupposes direct contact between teachers and students, and diverse issues in its use [41]. The case
studies have specific importance for the exploration of the complex factors that affect the efficiency of
gamification, including student motivation and classroom dynamics, which cannot be quantitatively
measured anyway.

Participants

The English teachers for this study were three English teachers from three high schools in North
Sumatra Province who had taught writing using Educaplay for at least one semester. Before the
selection of the participants, a pre-questionnaire was sent to find out teachers who regularly used
Educaplay in the teaching of writing at least for one semester. From the pre-questionnaire results, three
teachers who met the criteria were chosen. A purposive sampling method was adopted, in which, by
meeting certain criteria, participants were selected to provide deep information about the objectives of
the research [42]. Such a strategy has enabled the researcher to obtain richer data through teachers who
have experience with Educaplay, which may lead to insights into the benefits and drawbacks of the
technology. Each of the participants participating in the selection process gave formal consent to
become correspondents in this study. Each participant was assured about the reason and process of the
study and he/she was provided the opportunity to accept or refuse participation without coercion.
Participants' identities were masked in the research report and all the information collected was stored
confidentially according to the state of the law and the research ethics [43].

Data Collection Technique

The primary tools of this research were questionnaires, semi-structured interviews, and
observation sheets. The questionnaire was employed to obtain teachers’ perception of Educaplay
implementation in the writing lessons regarding ease of usage, improvement in organization of writing,
student motivation, correctness of grammar, and difficulties encountered in teaching. The questionnaire
employed a 5-point Likert scale and the teachers completed a 19-item Likert scale questionnaire which
was emailed and retrieved. The questionnaire in this research was developed and tested in a previous
study by Smith and colleagues, which explored instructional games use in secondary English
classrooms. Semi-structured interviews then took place to explore the experiences and views of teachers
further as regards the benefits of Educaplay, involvement of students in writing activities as well as
challenges encountered. All interviews were audio-taped with permission of the interviewees and
transcribed in verbatim form for analysis. Teacher-student interactions, students’ engagement, as well
as their responses to the instructed gamified learning exercises, were provided through classroom
observation sheets. A structured observation method was employed, involving the use of predetermined
checklists to conduct a systematic observation of the student's engagement, participation, and writing
progress in the lesson. This contributed to consistency in data gathering; and minute analyses on how
Educaplay had shaped students into writing activities. The results from the three above instruments were
integrated into data triangulation (triangulation of data) to enhance the validity and reliability of findings
[44].
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Data Analysis Technique

Data analysis was realized by the thematic method used to identify the themes that arose from the
data gathered. The process of thematic analysis included several stages from interview transcription to
data coding to data clustering according to themes like gamification efficacy, student motivation, as
well as Educaplay limitations [45]. The questionnaires were analyzed thematically and patterns through
the responses were identified and grouped under relevant themes. Such an approach contributes
significantly to the research process as researchers can understand the data at a deeper level because
they notice recurring ideas that are relevant to the research issue. Similarly, classroom observation data
were analyzed using thematic analysis with a focus on patterns of student engagement, interaction, and
writing performance as they used Educaplay. Observations were coded according to pre-determined
categories (i.e.; level of participation, collaboration, and responsiveness to the gamified learning
activities). This made sure the observation findings supported the findings from the interviews and
questionnaires therefore giving a better picture of the impact of Educaplay. At the same time, data
interpretation was applied as another analysis of the qualitative findings concerning teachers’ responses
to the interviews. This process has an emphasis on finding specific patterns in teachers’ responses and
valuable information from their viewpoints. Through analysis of qualitative findings, researchers will
understand the underlying opinions and experiences of the participants [41].

3. FINDINGS

This section presents findings from data collected through questionnaires and interviews with
three English teachers regarding their perceptions of Educaplay as a tool to improve students' writing
skills. The data were analyzed using thematic analysis for the questionnaire responses and data
interpretation for the interview transcripts. The findings two main themes based on the research
questions: teachers' perceptions of are organized into Educaplay as a learning tool and its impact on
students' writing development.

Table 1. Questionnaire Data

NO QUESTION SD D N A SA
Educaplay is easy to use and integrate into 0% 0% 0% 0% 100%
writing lessons.

I feel confident using Educaplay to teach 0% 0% 0% 33,3%  66,7%
writing.

Educaplay features are relevant to writing 0% 0% 0% 100% 0%
lessons.

Educaplay helps me present writing materials 0% 0% 0% 33,3%  66,7%
in a more engaging way.

Using Educaplay increases student 0% 0% 0% 0% 100%
participation in writing lessons.

My students find it easier to structure their 0% 0% 0% 66,7%  33,3%
writing after using Educaplay.

My students are better at structuring their 0% 0% 0% 100% 0%

writing (e.g., introductions, body paragraphs,
conclusions) after using Educaplay.

My students’ grammar and writing mechanics 0% 0% 0% 100% 0%
have improved with Educaplay.
Educaplay helps students develop more 0% 0% 0% 100% 0%
creative writing ideas.

10. My students are more motivated to write after 0% 0% 0% 333%  66,7%
using Educaplay.

11. I see an improvement in my students’ overall 0% 0% 0% 33,3%  66,7%

writing quality after using Educaplay.

12. The features available in Educaplay are 0% 0% 0% 100% 0%
relevant and useful for teaching writing.

13. I find Educaplay easy to use and navigate. 0% 0% 0% 66,7%  33,3%

14.  The technical support and resources available 0% 0% 100% 0% 0%
for Educaplay are adequate.
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15. The time students spend using Educaplay is 0% 0% 0% 66,7%  33,3%
worth the benefits for their writing skills.

16. I experience technical difficulties when using 0% 0% 33,3%  33,3%  33,3%
Educaplay for writing lessons.
17. Preparing materials in Educaplay takes more 0% 0% 100% 0% 0%

time compared to traditional methods.

18 Some Educaplay features are not flexible 0% 0% 33,3%  66,7% 0%
enough to meet students' needs.

19. Some students face accessibility issues with 0% 0% 0% 100% 0%
Educaplay (e.g., lack of devices).

SD= Strongly Disagree; D= Disagree; N= Neutral; A= Agree; SA= Strongly Agree

Based on the questionnaire results, most teachers have a positive perception of using Educaplay
to teach writing in high school. All respondents agreed that the platform helped increase student
engagement, made it easier for them to organize paragraphs, and provided a more interactive and fun
learning experience. The teachers also noticed an increase in students' motivation to write after using
Educaplay. Students became more active in class and more confident in expressing their ideas in
writing. In addition, the gamification feature and instant feedback were seen as key factors in making
the writing process more effective. Although teachers generally had a positive outlook, some challenges
were identified. Key issues included limited access to technology for some students, the time-
consuming process of preparing teaching materials, and the need to combine Educaplay with other
teaching methods to maximize its effectiveness. This suggests that while Educaplay offers significant
benefits, it should be used in conjunction with traditional teaching approaches to achieve the best
learning outcomes.

Teachers' Perceptions and Experiences in Using Educaplay to Improve
Students' Writing Skills

Enhanced Interactivity in Writing Instruction

Interactivity is an important aspect of modern education, especially in subjects like writing that
require consistent practice. The questionnaire results show that 100% of teachers agree that Educaplay
makes writing lessons more interactive and engaging for students.

Teacher A stated :
"Before using Educaplay, students were often disinterested and found writing a boring
task. However, with the interactive games and structured activities, they became more
engaged and enjoyed the learning process."

Teacher B explains :

"The students are happy because they feel like they are playing a game while learning.
They no longer feel intimidated by the writing task."

Teacher C shared :
"I noticed that students who are usually hesitant to write became more engaged when
using Educaplay. They participate more actively in class discussions and group
activities."

While doing the classroom observations, the students demonstrated a higher rate of participation
when they used Educaplay. They were observed actively interacting with their colleagues over word
choice, sentence structure, and grammar, with a greater sense of excitement to write up exercises. Later,
those students who at first demonstrated reluctance to write became more confident and involved in
writing activities. This boosts the idea that there is higher learning motivation that comes from the
aspect of gamification as it gives an animating learning environment. Educaplay’s structured exercises
prevented students from focusing away from the writing task without overwhelming them.
Furthermore, peer discussions in collaborative activities on this platform enhance their cognition about
writing concepts. From the above opinions, one can say that Educaplay very much enhances student
engagement by making writing activities more interactive and enjoyable. Reports by teachers and
classroom observation indicate that if students perceive writing as a gamelike activity, they are likely
to engage actively. This confirms the effectiveness of gamified learning in education, as more complex
tasks become available while being motivating.
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Intrinsic Motivation in Writing Learning

Educaplay addresses this issue by incorporating elements that encourage intrinsic motivation,
such as immediate feedback, interactive challenges, and goal setting. When students see their progress
reflected through real-time assessments and achievements, they are more likely to stay engaged and
strive to improve their writing skills.

Teacher A stated :
"I have noticed that students who used to dislike writing are now becoming more
interested. They really enjoy using Educaplay and feel more confident to share their
ideas."

Teacher B mentioned :
"I have seen a change in the way students view writing. Instead of considering it a
difficult task, they now find it more fun and interesting."”

Teacher C added :
"There was a clear increase in students' enthusiasm, especially those who previously
had difficulty gaining confidence in their writing."

Observations show that students exhibit a more positive attitude towards writing tasks. They
willingly attempted longer writing assignments and engaged in the revision process without being
prompted. Educaplay's engaging activities provided immediate feedback, allowing students to
recognize their mistakes and improve their writing. The real-time grading system gives students a sense
of accomplishment, which further motivates them to participate. In addition, students who initially lack
confidence gradually become more comfortable in expressing their ideas through structured exercises.
The interactive nature of Educaplay also makes learning feel less like a traditional lesson and more like
a fun challenge, thus fostering a growth mindset among students. From the above opinions, Educaplay
plays an important role in fostering student motivation by making writing tasks no longer feel like a
chore. The ability to receive instant feedback and see tangible progress encourages students to take an
active role in their learning. Teachers observed that students develop a stronger interest in writing when
they have a sense of control over their learning process, supporting the idea that motivation improves
academic performance.

Students' Active Participation in Writing Tasks

Educaplay offers interactive environment for writing activities and students actively engage, as
opposed to passive receiving of information. Through so doing students are able to develop their skills
in a more practical and meaningful way through tasks such as sentence sequencing, word association
and structured composition exercises. Based on the questionnaire results, teachers strongly agreed that
the number of student participation increased with Educaplay which was included in their writing
classes by 100%.

Teacher A stated :
"Before, many students were hesitant to participate in writing exercises. Now, they do
the tasks with more confidence and enthusiasm."
Teacher B explains :
"l have seen a significant change in the way students collaborate during writing
activities. They share ideas and discuss improvements, which was rare before."”
Teacher C added :
"Even students who are usually quiet in class begin to actively contribute, especially
when they can see their progress in real-time."

Students’ observations revealed that students were more involved in writing activities when they
were using Educaplay. They worked with peers, reviewed their work based on the feedback received,
and exhibited more persistence in task completion. The organized nature of the platform enabled them
to have observable improvements in their writing that caused them to push even more. The increased
participation also promoted better teamwork among the students because they learned each other’s
writing styles and strategies. Based on the above opinions, one can notice that Educaplay invites
students to play an active part in developing their writing. Through structured but interesting activities,
it facilitates a learning environment whereby the students feel free to experiment with language and
acquire language skills. The mixture of gamification and real-time feedback provides the process of
writing with interactivity and rewardability.
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Improved Ability to Organize Ideas in Writing

Well-organized writing requires students to develop ideas logically and connect them
meaningfully. The questionnaire results show that 100% of teachers agree that Educaplay helps students
improve their ability to organize their thoughts before writing.

Teacher A stated :
"Before using Educaplay, students often had difficulty brainstorming and organizing
their ideas. Now, they can outline their thoughts more clearly before starting to
write."

Teacher B mentioned :
"The structured exercises in Educaplay help students find ideas more easily, so they
don't get stuck when writing."

Teacher C added :
"The students are now more organized in their writing. They make a clear outline
before starting their paragraphs.”

While under observation, students were observed using Educaplay’s pre-writing activities, word
mapping, and idea sequencing to plan their essays successfully. They became more confident when
developing their writing and the composition became more organized. The inability to break writing
down into smaller, less strenuous units prevents students from worrying about content, as opposed to
where they should start. Through structured planning, the students became better at appreciating
analytical skills and became better in organizing their thoughts coherently. Some of the findings from
these discoveries show that Educaplay enhances the capability of students to be able to structure their
writing well through the use of an interactive and systematic way to develop ideas.

Better Understanding of Paragraph Structure

A well-structured paragraph is essential to convey ideas clearly and logically. The questionnaire
results showed that 100% of teachers agreed with the improvement of students' ability to compose
paragraphs after using Educaplay.

Teacher A stated :
"The students previously struggled with paragraph transitions, but Educaplay's
sentence sequencing exercises have helped them understand how ideas flow."
Teacher B mentioned :
"Now, students better understand how to introduce, support and conclude their
arguments in a structured way."
Teacher C shared :
"This platform is effective in strengthening paragraph cohesion, as students can
visually organize their ideas before writing."

Observations revealed that students were much more confident when writing paragraphs using the
Educaplay tool. They put sentences in proper sequence and demonstrated improved comprehension of
topic sentences, supporting details, and conclusions. With regular practice with structured exercises,
students improved in writing clear and concise paragraphs. The visual character of Educaplay activities
also allowed them to determine the gaps in their writing to improve their self-correction and revision
skills. According to these results, Educaplay is essential in building paragraph organization to help
students create cohesive and structured compositions.

Improving Skills in Composing Coherent Texts
Coherence in writing maintains that ideas flow fluently and therefore make the text easy to read

and comprehend. The questionnaire results revealed that 33.3% teachers agreed and 66.6% strongly
agreed that students’ writing coherent texts improved after using Educaplay. Moreover, teachers also
observed the overall increased quality of student’s work, an improvement, especially in leading ideas
through to the reader and clarity throughout the student’s work.
Teacher A stated :

"The students were struggling to connect their ideas logically, but the exercises done

by Educaplay have made them more aware of how to maintain coherence in their

writing. I have also noticed an overall improvement in the quality of their writing, as

they now organize their ideas more clearly and effectively.”
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Teacher B mentioned :
"They now use transition words effectively, ensuring their writing flows naturally from
one idea to the next. This has contributed to a marked improvement in their overall
writing fluency."”

Teacher C added :
"The platform has provided a structured approach for students to practice text
cohesion, making their compositions more readable and improving their ability to
develop wellorganized paragraphs."

The classroom observations indicated that the students had become more systematic in their
writing, and their texts developed a logical order. They demonstrated improved ability in the use of
linking words, transitional phrases, and topic continuity, which made an apparent improvement in the
whole quality of their writings. Educaplay interactive exercises assisted them in finding and fixing
incoherent portions, leading to the easier flow of text. Besides, the students became more confident in
processing and editing their work by themselves. The results imply that Educaplay helped students to
strengthen logical plural between ideas and improve the quality of their writing considerably.

Increased Awareness and Application of Correct Grammar

A strong understanding of grammar rules allows students to express their ideas clearly and
correctly. The questionnaire results show that 100% of teachers agree that Educaplay helps students
become more aware of grammatical accuracy in writing.

Teacher A stated :
"Before using Educaplay, students often made grammar mistakes, especially with verb
tenses. Now, they can identify and correct errors more effectively.”

Teacher B mentioned :
"The grammar-focused activities on this platform provide targeted exercises to
strengthen sentence structure and correct grammar usage."”

Teacher C added :
"Students are now more conscious of their grammar choices and tend to self-correct
their work before handing in assignments."

Observation revealed that students had demonstrated increased awareness of the rules of writing
when they were writing. They used proper verb tenses, punctuation, and paragraph structures relatively
more frequently. Students were able to identify their mistakes in real-time through the feedback
generated by the grammar exercises on Educaplay; thus, this strengthened their knowledge on the
application of the correct usage of the grammar. As students proceeded to work with Educaplay the
accuracy of their writing was enhanced, lessening regular mistakes and raising fluency. These findings
show that Educaplay is effective in enhancing grammar competence and accuracy in writing among
students.

Challenges Teachers Face in Using Educaplay for Writing Instruction

Limited Access to Technology Devices for Students

Access to digital learning tools varies among students, which can affect their ability to fully
engage with Educaplay. The questionnaire results show that 100% of teachers agree that they
recognize accessibility challenges.

Teacher A stated :
"Some students don't have personal devices, so we often use group activities to ensure
everyone can participate.”

Teacher B mentioned :
" "Sometimes, poor internet connection makes it difficult for students to complete their
assignments."

Teacher C added :
"We need to ensure that all students have equal opportunities to access and benefit
from digital learning platforms."

Observations show that students with limited access to devices rely on shared resources, which
sometimes affects their level of engagement. While group activities help bridge this gap, individualized
learning experiences are still limited. In cases where students had to wait for device availability, they
often lost momentum in their learning process. Teachers noted that students who consistently had access
to Educaplay performed better in writing tasks compared to those who had limited access. Schools
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should consider strategies such as shared device use in classrooms or scheduled access times to ensure
equitable participation. In addition, providing offline or printed versions of digital exercises could be a
potential solution to address this issue. These findings indicate the need for infrastructure improvements
to enhance digital accessibility in education.

Time Allocation for Teachers to Develop Learning Materials

Teachers play an important role in integrating digital tools into teaching, but time constraints can
be a challenge. The questionnaire results show that 100% Neutral of teachers find preparing lessons
with Educaplay time-consuming.

Teacher A stated :
"Creating an interactive exercise takes extra time, but once ready, it can be used
multiple times effectively.”

Teacher B mentioned :
"It is important to find the right balance between digital and traditional teaching
methods to make lessons more effective.”

Teacher C added :
"With proper planning, the time spent setting up Educaplay activities in advance can
bring long-term benefits."

Observations show that well-prepared Educaplay activities result in smoother lesson
implementation. However, teachers initially faced challenges in designing customized exercises that
aligned with the curriculum objectives. Some educators expressed their concerns about the time needed
to familiarize themselves with the features of the platform before creating meaningful content. Despite
these challenges, teachers observed that once activities were created, they could be reused in multiple
lessons with little customization. This efficiency allows for more structured lesson planning in the long
run. In addition, students responded well to digital exercises that were tailored to their learning needs,
increasing their motivation and participation. These findings highlight the importance of teacher
support and training in maximizing the benefits of the platform while efficiently managing the
workload.

Need for Integration with Additional Teaching Methods

Educaplay is a valuable tool, but it is most effective when combined with other teaching
approaches. The teachers in the questionnaire emphasized the importance of blended learning
strategies.

Teacher A stated :
"Digital tools work best when supplemented with direct instruction and collaboration
with peers. Educaplay is very engaging, but students still need guidance in structuring
their writing."
Teacher B mentioned
"Students still need guided writing practice alongside interactive exercises. While
Educaplay supports self-directed learning, teacher intervention is required for deeper
understanding."”
Teacher C added:
"The combination of Educaplay and traditional methods provides the best learning
outcomes. I use it to introduce concepts, but reinforce them with immediate feedback
and class discussion."”

Observations confirmed that the blended approach improved learning outcomes. Although
Educaplay encouraged independent learning, students benefited the most when activities were
supplemented with teacher-led discussions and written assignments. Some students struggled to transfer
their learning from digital exercises to actual writing tasks without additional guidance. Teachers found
that incorporating peer collaboration, where students reviewed and discussed each other's work,
improved writing coherence and organization of ideas. In addition, Educaplay exercises helped to
strengthen basic writing skills, but teacher feedback was essential for refining complex writing
techniques. These findings suggest that integrating digital tools with conventional teaching methods
will result in a more effective and balanced learning experience, ensuring students receive interactive
and structured writing instruction.
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4. DISCUSSION

The findings show that teachers have a positive perception of Educaplay as a tool to improve
students' writing skills. They believe that Educaplay makes writing lessons more interactive and
engaging, which helps students to be more active in class. This follows Vygotsky’s Constructivist
Theory whereby students learn more when they actively participate in learning exercises. Educaplay
is an experience, which has a game-like character and differentiates the stress of students concerning
writing and participation more [34] [46]. Studies have proved that gamification has promoted
enhanced student motivation and an increased level of fun in learning [38]. Consequently, those
students who were previously passive display more interest in writing activities.

There are correspondences in three main areas with previous work for this research. First,
Educaplay enhanced student interest and motivation, which is consistent with the results of Ojeda and
Enciso. Their research emphasized the way Educaplay promoted active involvement in reading
assignments and the current study also discovered that the platform helped promote higher student
writing engagement [47]. Secondly, Educaplay improved vocabulary acquisition as studied by
Vargas-Saritama and Espinoza Celi (the current study supports this research). In Educapplay’s case,
vocabulary retention was not the only thing it helped students with but rather helped students organize
themselves better when it came to their writing [31]. Third, the findings of this study agree with
Rachmawati and Liza that Educaplay did improve language accuracy in writing. In the same way,
when students used this platform, this study revealed that the students had improved their awareness
of grammar and sentence structure[33].

Teachers also discovered that Educaplay assisted students in putting their ideas in order before
writing. Planning writing is a position many students find themselves in initially, thus producing
disorganized and confused essays. Educaplay allows word mapping, and sentence sequencing, which
guide students to develop ideas systematically. It is consistent with Flower and Hayes’ cognitive
process theory of writing which explains that the writing process involves planning, organizing, and
revision of ideas [25]. If students know what structure they have before they begin writing, they will
likely be more likely to produce structured texts [48]. Educaplay will allow the students to work out
their ideas more effectively and be more confident while writing.

Nonetheless, this study also has two important differences from previous studies. First, the present
study focused on studying the role of Educaplay in enhancing writing fluency, coherence, and
paragraphing while Ojeda and Enciso researched reading comprehension. The implication of this is
that the scope of Educaplay is not limited in terms of its reading skills but also the development of
other writing skills. Second, Vargas-Saritama and Espinoza Celi analyzed how Educaplay affects
retaining vocabulary; in contrast, this study examined how the given platform supports the writing
process, including brainstorming, and composition in the end. These differences attest to the necessity
for additional research on the effectiveness of gamification tools in the teaching process of writing.

Another key finding was that Educaplay improved students' understanding of paragraph structure.
Many students previously struggled to organize sentences logically in a paragraph. Educaplay
provides structured exercises that guide students in developing topic sentences, supporting details,
and conclusions. This supports Graham and Perin's research, which found that explicit instruction on
paragraph structure resulted in better-quality writing. Students who understand how to build strong
paragraphs can write essays that are more coherent and easier to read. Yakhontova also emphasizes
that paragraph construction is essential in academic writing and should be taught in a structured way.

In addition, teachers realized that Educaplay helps students write more coherent texts. Writing
coherence means that ideas are connected smoothly, making the text easier to understand. Many
students struggle with coherence because they don't know how to use transition words and logical
connections between sentences. Educaplay provides exercises that guide students in connecting ideas
effectively. This supports the findings of Liu, who found that structured exercises help students
improve the logical flow of their writing [49]. Warschauer also stated that digital tools can help
students visualize their writing process and improve text cohesion. With Educaplay, students learn
how to better connect their ideas, resulting in clearer and more structured writing.

Finally, teachers observed that Educaplay improved students' grammar awareness and accuracy.
Many students often make grammatical mistakes, especially in verb tenses and sentence structure.
Educaplay provides real-time feedback that helps students recognize and correct their mistakes
immediately. According to the Self-Determination Theory, students are more motivated to improve
when they receive instant feedback and can track their progress. Rahimi & Zhang also found that
immediate feedback helps students develop the habit of self-correcting, which leads to better grammar
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accuracy. Educaplay allows students to practice grammar in a fun and interactive way, making it
easier for them to learn and apply correct grammar rules in their writing [50].

While Educaplay has many benefits, teachers also face some challenges when using it in writing
lessons. One of the main challenges is that not all students have equal access to technology. Some
students do not have personal laptops or stable internet connections, making it difficult for them to
fully participate in online learning. This is in line with Vygotsky's Constructivist Theory, which
emphasizes that learning is influenced by external factors such as access to resources. To address this
issue, teachers have tried group activities, but this limits students' opportunities for independent
learning. Schools need to provide better digital infrastructure to ensure all students can access
technology-based learning tools.

The other issue is the time for teachers to learn lessons on Educaplay. Although the platform
provides ready exercises, teachers must provide materials tailored to their curriculum. It is a process
that may take a lot of time, especially if the people involved are non-familiar teachers with the
platform. Based on Flower and Hayes' Cognitive Process Theory of Writing, effective writing
instructions have structured teaching, and preparation. The teachers have to put digital tools in
equilibrium with the conventional approach to teaching so that students get the support they require.
Professional development programs can help teachers learn how to weave in Educaplay better in their
lessons.

To overcome these challenges, teachers recommend to combine Educaplay and traditional
teaching ways. Despite the efficiency of Educaplay for the development of basic writing skills,
students require direct instruction and teacher feedback. According to the study by Myhill, technology
should become a supplement, rather than a substitute for teacher-led instruction or cooperation with
classmates. A blended learning model, which integrates digital resources within class discussions and
teacher feedback, would allow a more wholesome and stronger writing experience [51].

Educaplay provides great opportunities for the enhancement of writing instruction. However,
improvements are needed to make it as effective as it could be. Teachers believed that the platform
should provide more flexible exercises that would correspond to students’ teaching styles and
requirements. This goes with Flower & Hayes’ Cognitive Process Theory that supports the need for
flexible and structured writing instruction. Teachers would have the option of designing activities that
address particular writing problems suffered by their students through customizable features.

In addition, schools should also offer training programs that will aid teachers in integrating
Educaplay well in their lessons. Digitally self-assured instructors will, in turn, create superior writing
exercises and more support for students. According to the Self-Determination Theory, students are
motivated when they are competent and engaged, which implies that teaching must be constantly
innovative. Through continuous professional development, schools can help ensure teachers can
make the most out of Educaplay for their writing instruction.

Lastly, further studies should discuss optimizing Educaplay for long-term writing skills
improvement. While this research finds that Educaplay enhances student engagement and writing
skills, future study is required to gauge its effects longitudinally. Through longitudinal studies, it is
possible to find out if the students will continue making writing gains after they have used Educaplay
for a long time. With further refinement of its implementation, Educaplay can become an extremely
useful instrument to upgrade writing instruction at high schools.

5. CONCLUSION

According to the study, Educaplay is a useful digital tool for teaching writing as it may increase
students’ engagement and introduce them to a systematic learning process. Teachers discovered that
the interactive and gamification aspects of the platform assisted students in becoming more interested
in writing lessons which became more exciting than dull writing lessons. Further, Educaplay provides
real-time feedback and exercise with a structure that helps students improve their sentence construction,
organization of text, and grammatical correctness. However, although beneficial, teachers also lack
various resources such as technology access, and adequate time to develop materials, and need to
intervene in teaching students' more complex writing tasks. The findings indicate that Educaplay is a
relevant digital tool that should be complemented by traditional teaching approaches to guarantee a
more effective learning experience.

For the future applications of Educaplay to be most effective in the teaching of writing, the
applications should directly For the future applications of Educaplay to be most effective in the teaching
of writing, the applications should directly address the challenges from this study. Lack of access to
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technological devices among students obliges schools to enhance their digital infrastructure or to offer
another alternative, like shared devices or offline materials. The labor-intensiveness of the material
preparation for Educaplay-based classes implies a need for institutional support with customizable
templates and focused training for teachers. Furthermore, although Educaplay promotes self-regulated
learning, the need for teacher facilitation indicates that this platform requires a synergy of digital
implements direct teaching, and peer collaboration for more meaningful cognitive engagement.
Resolving those issues will not only enhance the usability of Educaplay but also make it compliant with
the pedagogical objective and the actuality of class work reality. In future research, the long-term effects
of this platform on writing development in different learning situations should be investigated to further
define the role of this platform in learning language.

6. REFERENCES

[1] N. H. Saidon, M. 1. A. Zaini, M. A. A. Sukry, and M. 1. M. Ishar, “Technological Addict among
Today’s Human,” Malaysian Journal of Social Sciences and Humanities (MJSSH), vol. 5, no. 9,
pp. 49-55, 2020.

[2] D. Jain, S. Singh, and A. K. Tripathi, “Impact of Technology on Human Beings,” International
Journal of Research in Engineering, IT and Social Sciences, vol. 8, pp. 166-171, 2018.

[3] B.N. Yakubu and R. Krisztidn, “The Effects of Modern Technology on Job’s Security in Nigeria,”
Visegrad Journal on Bioeconomy and Sustainable Development, vol. 11, no. 1, pp. 26-32,2022.

[4] A.S.Fibrianto and A. D. Yuniar, “Technological development and its impact on community social
behavior,” in Ist International Conference on Social Knowledge Sciences and Education (ICSKSE
2018), Atlantis Press, 2019, pp. 210-213.

[5] M. Rahman, “Technology: technological advances and changes in human lifestyles in a socio-
cultural perspective,” in Proceeding International Conference on Science and Engineering, 2020,
pp. 721-730.

[6] A. L Rizqi, S. Sapriya, R. Fitria, and R. Kartika, “Digital Citizen Contributions as well as the
Transformation of Society 5.0 through Economic Civics,” International Social Sciences and
Humanities, vol. 1, no. 2, pp. 220-223, 2022.

[7] G. Velayutham, A. Raja, and D. F. J. Chalke, “Impact of new technologies in education,” Journal
of Pharmaceutical Negative Results, vol. 13, no. 9, pp. 1393-1396, 2022.

[8] M. Wang, “Research on Using Educational Technology in Primary School Teaching and
Learning,” Lecture Notes in Education Psychology and Public Media, vol. 8, pp. 148—152, 2023.

[9] M. Pinto and C. Leite, “Digital technologies in support of students learning in Higher Education:
literature review,” Digital education review, no. 37, pp. 343-360, 2020.

[10] S. Adeyinka-Ojo and A. O. Ikumoro, “COVID-19 pandemic and adoption of digital technology in
learning and teaching,” in Proceedings of the 3rd International E-Conference on Advances in
Engineering, Technology and Management, 2020.

[11] I. Vlagin, “INDIVIDUALIZATION OF LEARNING USING THE SMART EDUCATION
PLATFORM AND APPLICATIONS,” in Conference proceedings of» eLearning and Software
for Education «(eLSE), Carol 1 National Defence University Publishing House, 2020, pp. 291-
296.

[12] E. Maskuri, Y. Al Hakim, and S. Supriyono, Integrated Technology And Mutual Participation For
Changing Communities Socially, Economically And Religiously. 2019. doi: 10.4108/eai.19-10-
2018.2281307.

[13] E. S. Masykuri and A. Wan, “Kecenderungan Baru dalam Pendidikan Virtual di Metaverse,”
Kumpulan Kajian Metaverse, pp. 111-130, 2023.

[14] N. M. Rodzi, J. A. Kumar, S. Osman, and E. S. Masykuri, “Exploring Lecturers’ Acceptance of
Learning Management Systems in Malaysian Higher Educational Institution,” 2020. [Online].
Available: https://api.semanticscholar.org/CorpusID:215813181

[15] E.S. Masykuri and A. T. Wan, “Pembelajaran di Masa Covid-19 Work from Home: Pembelajaran
Keterampilan Bahasa Inggris dengan Penggunaan Beberapa Aplikasi Berbasis Android dan
Windows,” Malang: Whineka Media, pp. 86-92, 2020.

[16] E. S. Masykuri, E. K. Alekseevna, A. Y. Nikitina, O. A. Petrovna, and R. Y. Purwoko, “How
synchronous learning changes the workload of teachers: Experiences learned from expanding
countries,” JPSE, vol. 10, no. 2, pp. 158—171, Dec. 2024, doi: 10.37729/jpse.v10i2.5782.

[17] G. A. O. XUESONG, “Standards for ESL/EFL teachers of adults,” 2009, JSTOR.

98 | Vol. 12 No. 1 June 2025 Nur Hasanah, Benni Ichsanda Rahman



[18] K. Khotimah, E. Sunjayanto, and I. Istighfarin, “Combining new technology in elt to create
innovation in student’s learning,” presented at the SEMINAR NASIONAL BAHASA, SASTRA,
DAN BUDAYA, 2017.

[19] E. Masykuri, “Optimizing Video in Zoom Meetings to Improve EFL Students’ Speaking
Performance,” Premise: Journal of English Education, vol. 12, p. 31, Feb. 2023, doi:
10.24127/pj.v12i1.4878.

[20] R. Rintaningrum, “Technology integration in English language teaching and learning: Benefits
and challenges,” Cogent Education, vol. 10, no. 1, p. 2164690, 2023.

[21] R. Luthfiyyah, G. N. Hafifah, F. M. Ivone, and S. Tresnadewi, “Technology use in secondary level
of English language teaching: A Literature Review,” JEES (Journal of English Educators Society),
vol. 6, no. 1, pp. 79-89, 2021.

[22] O. Budilova and A. Bilova, “DIGITIZING ENGLISH LESSONS: INCORPORATING
INTERACTIVE PLATFORMS INTO CLASSROOM EDUCATION,” Anglistics and
Americanistics, no. 17, pp. 41-47, 2020.

[23] S.Parveen, M. F. Farid, and S. H. Fatima, “Impact of Information and Communication Technology
Usage on Learning English Language,” Global Social Sciences Review, VIII, 2023.

[24] M. Nasseri and P. Thompson, “Lexical density and diversity in dissertation abstracts: Revisiting
English L1 vs. L2 text differences,” Assessing Writing, vol. 47, p. 100511, 2021.

[25] L. Flower and J. R. Hayes, “A cognitive process theory of writing,” College Composition &
Communication, vol. 32, no. 4, pp. 365-387, 1981.

[26] R. Binti Zainudin, S. M. Nair, and W. Wider, “Comparing the Effects of Graphic Organisers and
Conventional Method on Students’ Writing Skills,” World, vol. 13, no. 7, pp. 367-375, 2023.

[27] M. Fadhli, D. Kuswandi, P. S. Utami, S. B. Sartika, and M. H. bin Barawi, “Game-Based Learning
and Children’s Digital Literacy to Support Pervasive Learning: A Systematic Reviews,” Jurnal
Teknologi Pendidikan, vol. 25, no. 3, pp. 386393, 2023.

[28] B. Zheng, J. Lawrence, M. Warschauer, and C.-H. Lin, “Middle school students’ writing and
feedback in a cloud-based classroom environment,” Technology, Knowledge and Learning, vol.
20, no. 2, pp. 201-229, 2015.

[29] S. Prestridge, “The beliefs behind the teacher that influences their ICT practices,” Computers &
education, vol. 58, no. 1, pp. 449458, 2012.

[30] A. Tasdere, M. Isikli, and D. Yildirim, “Ogretmenlerin goziinden egitime teknoloji entegrasyonu:
Deneyimler ve sorunlar,” Journal of Elementary Education: Theory and Practice (JELEDU), vol.
2,no. 1, pp. 37-74, 2024.

[31] A. Vargas-Saritama and V. S. E. Celi, “Educaplay as a tool to potentiate English vocabulary
retention and learning,” European Public & Social Innovation Review, vol. 9, pp. 1-16, 2024.

[32] S. Ojeda and L. Enciso, “Using Educaplay as a Digital Tool to Improve Reading Comprehension,”
in 2023 XIII International Conference on Virtual Campus (JICV), IEEE, 2023, pp. 1-4.

[33] M. Rachmawati and F. Liza, “Arabic speaking Skill using the educaplay" froggy jumps"
Application,” ALSUNIYAT: Jurnal Penelitian Bahasa, Sastra, dan Budaya Arab, vol. 7,no. 1, pp.
223-234,2024.

[34] L. S. Vygotsky and M. Cole, Mind in society: Development of higher psychological processes.
Harvard university press, 1978.

[35] A. A. Aldaghrt and 1. M. Oraif, “THE IMPACT OF ONLINE TEACHING ON
STUDENTS’ENGAGEMENT IN WRITING DURING THE PANDEMIC OF COVID-19,”
Turkish Online Journal of Distance Education, vol. 23, no. 3, pp. 216229, 2022.

[36] S. Graham and D. Perin, “Writing next-effective strategies to improve writing of adolescents in
middle and high schools,” 2007.

[37] E. L. Deci and R. M. Ryan, Intrinsic motivation and self-determination in human behavior.
Springer Science & Business Media, 2013.

[38] J. Hamari, J. Koivisto, and H. Sarsa, “Does gamification work?--a literature review of empirical
studies on gamification,” in 2014 47th Hawaii international conference on system sciences, leee,
2014, pp. 3025-3034.

[39] M. D. Bahang, B. Wello, and M. Akil, “Professional role of tour guides and theoretical
consequences of intercultural communication,” Journal of Language Teaching and Research, vol.
9, no. 4, pp. 832839, 2018.

[40] L. Flower and J. R. Hayes, “A cognitive process theory of writing,” College Composition &
Communication, vol. 32, no. 4, pp. 365-387, 1981.

99 | Vol. 12 No. 1 June 2025 Nur Hasanah, Benni Ichsanda Rahman



[41] J. W. Creswell and J. D. Creswell, Research design: Qualitative, quantitative, and mixed methods
approaches. Sage publications, 2017.

[42] M. Q. Patton, Qualitative research & evaluation methods: Integrating theory and practice. Sage
publications, 2014.

[43] E. J. Tisdell, S. B. Merriam, and H. L. Stuckey-Peyrot, Qualitative research: A guide to design
and implementation. John Wiley & Sons, 2025.

[44] N. K. Denzin, “Triangulation 2.0,” Journal of mixed methods research, vol. 6, no. 2, pp. 8088,
2012.

[45] V. Braun and V. Clarke, “Using thematic analysis in psychology,” Qualitative research in
psychology, vol. 3, no. 2, pp. 77-101, 2006.

[46] K. Kobayashi, “Interactivity: A potential determinant of learning by preparing to teach and
teaching,” Frontiers in psychology, vol. 9, p. 2755, 2019.

[47] S. Ojeda and L. Enciso, “Using Educaplay as a Digital Tool to Improve Reading Comprehension,”
in 2023 XIII International Conference on Virtual Campus (JICV), IEEE, 2023, pp. 1-4.

[48] C. C. Y. Liao, W. Chang, and T. Chan, “The effects of participation, performance, and interest in
a game-based writing environment,” Journal of Computer Assisted Learning, vol. 34, no. 3, pp.
211-222,2018.

[49] M. Liu, “Coherence and Cohesion for the Assessment of Text Readability by Coh-Metrix,” in
2021 2nd International Conference on Education, Knowledge and Information Management
(ICEKIM), IEEE, 2021, pp. 25-28.

[50] M. Rahimi and L. J. Zhang, “Effects of an engaging process-genre approach on student
engagement and writing achievements,” Reading & Writing Quarterly, vol. 38, no. 5, pp. 487—
503, 2022.

[51] D. Myhill, A. Watson, and R. Newman, “Thinking differently about grammar and metalinguistic
understanding in writing,” Bellaterra Journal of Teaching & Learning Language & Literature,
vol. 13, no. 2, pp. e870-e870, 2020.

100 | Vol. 12 No. 1 June 2025 Nur Hasanah, Benni Ichsanda Rahman



