
Voices from the Classroom:
Students’ Perceptions of

Gamified Technology and
Paper-Based Methods for

Tourism Vocabulary Retention
by Shella Gherina Saptiany

Submission date: 11-Jun-2024 02:46PM (UTC+0700)
Submission ID: 2400260499
File name: ICGTSAVE_-_VOLUME._1_NO._1_TAHUN_2024_hal_147-159.docx (120.85K)
Word count: 3889
Character count: 25188



1

2

3

4

13



9

15



1

8

12



5

10



1

6



7



1

11





1

14











6%
SIMILARITY INDEX

5%
INTERNET SOURCES

2%
PUBLICATIONS

1%
STUDENT PAPERS

1 1%

2 1%

3 <1%

4 <1%

5 <1%

Voices from the Classroom: Students’ Perceptions of
Gamified Technology and Paper-Based Methods for Tourism
Vocabulary Retention
ORIGINALITY REPORT

PRIMARY SOURCES

icgtsave.stipram.ac.id
Internet Source

Submitted to University of Greenwich
Student Paper

Risya Pramana Situmorang, Hadi Suwono,
Munzil Munzil, Hendra Susanto, Chun-Yen
Chang, Shan-Yu Liu. "Learn biology using
digital game-based learning: A systematic
literature review", Eurasia Journal of
Mathematics, Science and Technology
Education, 2024
Publication

enrichment.iocspublisher.org
Internet Source

Zeybek, Filiz. "Digital Social-Emotional
Learning: An Explanatory Sequential Mixed-
Methods Study of Elementary School
Teachers’ Experiences in Teaching Social-



6 <1%

7 <1%

8 <1%

9 <1%

10 <1%

11 <1%

12 <1%

13 <1%

14 <1%

15

Emotional Learning with Digital Technology",
New Jersey City University, 2024
Publication

eprints.unm.ac.id
Internet Source

int-er.com
Internet Source

iredu.u-bourgogne.fr
Internet Source

www.frontiersin.org
Internet Source

Elias-Fatile, Oluwashola Martha. "Leader
Strategies that Increase Employee
Performance in the Nigerian Public Sector",
Walden University, 2021
Publication

Hanoi National University of Education
Publication

e-journal.undikma.ac.id
Internet Source

ijcis.net
Internet Source

www.asianonlinejournals.com
Internet Source

www.emerald.com
Internet Source



<1%

Exclude quotes On

Exclude bibliography On

Exclude matches Off



FINAL GRADE

/0

Voices from the Classroom: Students’ Perceptions of
Gamified Technology and Paper-Based Methods for Tourism
Vocabulary Retention
GRADEMARK REPORT

GENERAL COMMENTS

PAGE 1

PAGE 2

PAGE 3

PAGE 4

PAGE 5

PAGE 6

PAGE 7

PAGE 8

PAGE 9

PAGE 10

PAGE 11

PAGE 12

PAGE 13


