DEVELOPING A MEMORY MATCHING GAME
APPLICATION TO SUPPORT A2-LEVEL ENGLISH
LEARNERS’ VOCABULARY LEARNING

FINAL PROJECT

A Partial Fulfilment of the Requirements for the Degree of Bachelor
of Applied Foreign Languages

by
Reyna Odilla Herda Cahyono
SID: 40020522650074

BACHELOR OF APPLIED FOREIGN LANGUAGES
VOCATIONAL COLLEGE
UNIVERSITAS DIPONEGORO
2026



STATEMENT OF ORIGINALITY

This is to certify that this thesis is definitely my original work. I am completely
responsible for the content of this thesis. Other writers’ opinions or findings
included in this project are quoted or cited in accordance with ethical standards. I
understand the full consequences if I took somebody else's ideas, phrases, or

sentences without proper references.

Name :  Reyna Odilla Herda Cahyono
SID : 40020522650074
Signature

Date : June 15% 2026

i



APPROVAL SHEET
A FINAL PROJECT

DEVELOPING A MEMORY MATCHING GAME APPLICATION TO
SUPPORT A2-LEVEL ENGLISH LEARNERS’ VOCABULARY
LEARNING

Reyna Odilla Herda Cahyono

SID: 40020522650074

Date: May 20", 2026

Approved by
O

pervisor
Naila Rohmah, S.Pd., M.Li.
NIP. 198912262024062001

[Tl



ACCEPTANCE

This Final Project was submitted by:

Name : Reyna Odilla Herda Cahyono

SID : 40020522650074

Study Program : Applied Foreign Languages

Title of Final Project : Developing a Memory Matching Game

Application to Support A2-Level English

Learners' Vocabulary Leamning

“This study has been examined and is accepted for impartial fulfilment of the
requirement for the degree of Bachelor of Applied Foreign Languages of

Vocational College, Universitas Diponegoro”

Board of Examiners:

1. Naila Rohmah, S.Pd., M Li. (Chairperson)
2. Lilis Lamsehat Panjaitan, S.Pd., M.A.  (Member)

3. Aditya Nur Patria, S.Hum., M.App.Ling. (Member)

Semarang, June 15", 2026

Head of Applied Foreign Languages Study Program

4

Sriwahyu Istana Trahutami, S.S., M.Hum.

NIP. 197401032000122001

iv



ACKNOWLEDGEMENTS

All honor and thanks are directed to God Almighty for immense blessings

and mercy, which have allowed the researcher to successfully finish this final

project and prepare this thesis report promptly and to a high standard. This report

serves as a means of academic responsibility for the development of a language

learning game titled “LexiFun,” designed as a tool for vocabulary acquisition at

the EFL A2 level, fulfilling part of the requirements for graduation from the

Applied English Bachelor’s Program.

In this moment, the researcher wishes to convey heartfelt thanks and

appreciation for all the guidance, support, and prayers received throughout the

process of completing this final project.

The researcher wishes to express gratitude to:

1.

Mrs. Naila Rohmah, S. Pd., M. Li., who has shown unwavering patience
and commitment, has offered invaluable guidance, direction, and
encouragement to the researcher in finishing this final project.

Mrs. Sriwahyu Istana Trahutami, S. S., M. Hum., as Head of the Applied
Foreign Languages Study Program, has supplied the necessary resources

and academic assistance throughout the researcher’s academic journey.

. Prof. Dr. Ir. Budiyono, M. Sc., the Dean of the Vocational School at

Universitas Diponegoro, has extended opportunities and support to the
researcher in pursuing his education at the university.

My cherished parents, Papa Hari and Mama Frida; my older brothers, Mas
Orik and Mas Rio; along with my sister-in-law, Mba Alma; and my niece,
Aqilla, have continuously offered their support and prayers throughout my
time in college, especially during the final stages of this project.

My dear colleague, Rima Frida Lestari, who worked collaboratively with
the researcher to successfully complete this project.

The application developers and illustrators who have ensured that the

application development process is smooth and completed on time.



7. My beloved college and senior high school friends Dilla, Delly, Adiva,
Diva, Khansa, and Sausan that consistently lift my spirits and offer
emotional support.

8. All parties who have provided assistance either directly or indirectly in the

completion of this final project, and cannot be mentioned one by one.

The researcher realizes that this thesis is still far from perfect. Therefore, the
author greatly hopes for constructive criticism and suggestions for improvements
in the future. It is hoped that this research can provide benefits to the readers and

become a positive contribution to the field of education.

Semarang, April 18", 2026

Reyna Odilla Herda Cahyono

vi



TABLE OF CONTENTS

STATEMENT OF ORIGINALITY ..ttt il
APPROVAL SHEET ......ooiiiiteeee ettt s iii
ACCEPTANCE ...ttt ettt e e e nae s v
ACKNOWLEDGEMENTS ..ottt st v
TABLE OF CONTENTS. ..ottt vii
LIST OF FIGURES. ... .ottt st e X
LIST OF TABLES ... .ottt ettt e X
LIST OF APPENDICES........ooiiiieietee ettt s xi
ABSTRACT ...ttt sttt ettt e sttt e eneeseenseenee e xii
ABSTRAK . ..ottt sttt et sttt ettt et neas xiii
CHAPTER I INTRODUCTION......coiiiiieiieiieiieieeee st 1
1.1 Back@round.........cceeeeiiiieiiieeiieeee ettt 1

1.2 Research QUESIONS. .....cccuuiiiieiiiiie ettt et e e e e eaaaeee s 3

1.3 ReSEarCh ODBJECHIVES. ...ccuviieiiiieiiieciiie ettt eiee e etee et e e e eeaeeenaeeenes 3

1.4 Research Benefits.........cooeiiiiiiiiiiiiiiieeeeee e 4

1.5 ReSCArCh OULPUL....cuviiiiiiieeiie ettt sbeeeseaeeeeneeenes 4
CHAPTER II LITERATURE REVIEW ..ottt 6
2.1 Common European Framework of Reference for Language (CEFR).......... 6
2.1.1 DefINItiON. ..cutiiiiiiiiiiieeeee et 6

2.1.2 CEFR LEVEL .ottt 6

2.1.3 Basic User of CEFR........coooiiiiiiiiiieieeeeeee e 7

2.2 Vocabulary ACQUISTEION. ......cccuviervreeriieerieeesieeeriieeeriteeeireeeaeeeereeeeseeesneeees 8

2.3 Functional Vocabulary............cceeeriieiiiieeiieccieeeee e e 9
2.4 Digital Game-Based Learning (DGBL).........ccocovvviiiiiiiiieeeeeeeeee, 12
2.4.1 Digital Game-Based Language Learning (DGBLL)...........cc.cc......... 12

2.4.2 Memory Matching Game...........ccceeevveeeeiieniiieeniie e e eeee e 13

2.5 Scaffolding Method..........coovieeiiiieiiiecieeeeeeeeee e 14
2.6 Android-Based Game............ccocueiiiiiiiiiiiiiiiiceeeee e 16

2.7 PTevious STUAIES. ....cc.eeriiiiiiiieeiieeie ettt ettt 17
CHAPTER IIIl METHODOLOGY ....ueeitieiieieiieieeeseee ettt 19
3.1 Research DeSI@N.......cccuviiiiiiiiiiieciie ettt e e 19

3.2 Research PartiCipants..........ccceeeriieeniieeiiie et 19

3.3 Research and Development Process..........oocvveeiveeriieenieeeiieeciee e 19

RN 11 ) TP RTSRRTR 20

2. DSIZN. e uiiieeiiie ettt et et e et e e e taeennaae e nbaeenaeeenns 21

3. DeVelOPMENL......ccccuiiiiiieeeiie et 22

Vil



4, IMPLeMENtAtION. ... .ietiiiiieiieeiieiie ettt ettt e e bt e eeaeesaessneeseees 24

5. EVAlUAtION. ..c..iiitiiiiiieieee e 24

3.4 Schedule PIanning............cc.ceouveriieiiienieeiienieeie et eve e eveeseee s ens 27

3.5 Cost Budget Planning.............cccveviiiiiieriieiieiecieeeeee e 27
3.6 Task DiStrTDULION. ......coueeriiiiiriierieeieetee et 28
CHAPTER IV RESULT AND DISCUSSION.....ccoitiiieeeeeeeee e 29
A1 RESUIL. ..ttt 29
41T ANALYSIS..eiiiiiiiiieeiieiteeieerte ettt ettt ettt e ae b e sebeeaaens 30
4.1.1.1 Vocabulary Level ASSeSSMent..........cceecveeeiierieeieenienieenneennns 30

4.1.1.2 User and Learning Needs Analysis........ccccccveveveeriencieenieennnenne. 31

4.1.1.3 Content and Media Analysis.........cccceevverieeiieniieenieenieereeene 33

A.1.2 DIBSIZNuuiiiiieeiieiie ettt et et e et stee s te et eesbeesseeenbeebeeenbeesaeenaeeaeaans 34

4.1.2.1 Learning ObJeCtiVES.......cevieruieriieeieeiienieeieesteeieesenesveesineens 34

4.1.2.2 GamME CONCEPL..ceeuvrieeiiieeiiieeiieeeiieesieeesreeereeeireeeireesaeeenens 35

4.1.3 DeVEIOPMENL....c..eiiiieiiieiieiie ettt 36

4.1.3.1 Development Process.........ccuervieruienieeiiienieeieesieeveesiee e 36

4.1.3.2 Vocabulary Content Organization............c..eccveeeveerneeerveeneeennnenn 37

4.1.3.3 Storyboard Development............cceecveerieriienieniieiieereeiee e 41

4.1.3.4 Expert Validation..........cccceeviienieeniienieeieeeie e 45

4.1.3.5 Product ReVISION. ......cccuirieriiiiiriieieeieeeeieeeesce e 47

4.1.4 IMPlemMeEntatioN.......cc.eerieriiieriieeieerieeeiteeiee e eseeeeteebeesaeenseessneeaeens 48

4.1.4.1 USET TESHNG...c.uvievieeieeiieiieeieerieeeteeieeeteeieeeveeseessneeseesnneens 49

4.1.5 EValUQtION...c..eiiiiieiiiieieeieeteeee et 50

4.1.5.1 USer RESPOMNSE......ueeeeiiiiiiiieeiiieeiieeciee ettt 50

4.1.5.2 Analysis of Feedback...........ccccveviieniiiiiiiniieiieieeeeeeeeee, 52

4.1.5.3 Product IMpProvement............cccueeeueerereenieenieenieenieeieesieeneenenes 53

4.2 DISCUSSION. ...eeetenitenteeiteritete ettt et et st et et sbee bt eateseee bt eatesbeenbeeaeesseenseenees 55
CHAPTER V CONCLUSION AND SUGGESTION.......ccceviiiiieieieneseeeeeee 57
5.1 CONCIUSION. ...ttt st 57
5.2 SUZEESTION. ..ccuuiieiiieiiieiieeie ettt et et tte st e et e et e eseesebeenseesnseensaesnseenaneans 58
REFERENCES ...ttt st st 59
APPENDICES. ..ottt ettt ens 67

viii



LIST OF FIGURES

Figure 3.1 ADDIE Development Model............cccceviriiniiiinieniiieniecciceecene 20
Figure 3.2 Form of Expert Validation............ccceveeierieniininieneciencnieeeceeee 23
Figure 4.1 Assessment Result..........ccccocueviiiiiiiiiiiiiiiieeececeeeeee e 30
Figure 4.2 Application LOZO......cccueiiiriiiiiniiiiiiccieeeeeeeeee e 37
Figure 4.3 Example of Blank Sentence Mode...........cccceevueniiniriniininicnienicnene 40
Figure 4.4 Main Page of LeXiFun.......c..ccocoviiiiiiiiiiicce 42
Figure 4.5 Game Information............coeeverieneniinienieiieneeeeeeeee e 42
Figure 4.6 Word Banks Option.........ccccceieririienieniiieiienieeieneseee et 42
Figure 4.7 Word Banks Page.........ccccooeviiiiiiiiniiniiieiceeeeeeeee e 42
Figure 4.8 Modes OPtiON........coierieriirieieeienieeie ettt st 43
Figure 4.9 Game Levels.........cooiiiiiiiiiiiiiiiiieeeeeeee e 43
Figure 4.10 FiSt LevVel.......ooiiiiiiiiiiiiieeeeeseeee e 44
Figure 4.11 Second Level........cooooiiiiiiiiiiiiiiiececeeceeeee s 44
Figure 4.12 Third Level......cooooiiiiiiiiiiiceeeeeee et 44
Figure 4.13 Blank Sentence Page...........cocooveviiiiiniiiiniiiiiceccceccecee 44
Figure 4.14 Correction OPtioN..........coeevierieriiiieniiniienieniesieeeete ettt 44
Figure 4.15 Game ReSult.........cccooiiiiiiiniiiiiicceeee e 44
Figure 4.16 Media Validation............ccoeeiiriiniiiiiniinieiicneceeeeeeseee s 46
Figure 4.17 Material Validation...........cccoceevueriiiniininiiniiieeceeeeeseeeeee e 46
Figure 4.18 Validation FOrm........cc.ccoiriiniiiiiiiniiieeceeeeeeeee e 46
Figure 4.19 Before ReviSion........c.ccccerieriiiiiiiiiieiciicecccececeseeeeee e 47
Figure 4.20 After ReVISION.....ccciiiiiiiiiiiiriteieecteeeeee e 47
Figure 4.21 Timer Before ReviSion...........cocceviiviiiiiniiniiiieniicciceccecnceeen 54
Figure 4.22 Timer After ReVISION. .....cc.coiiviiriiriiiiiiciecieneeeeeeeee e 54

X



LIST OF TABLES

Table 3.1 Questions List of Respondent Identity..........ccccocveevieniiiiienieeiienieeee. 25
Table 3.2 List of Main QUESHIONS.........cccueeeiuiieeirieeeiieeeieeeeiee e eereeeeeree e 25
Table 3.3 Product Development Schedule Planning..........c.ccoceveeveriienieneniennne 27
Table 3.4 Budget Planning.............coocueeiiieriiiiiieniieiieie et 28
Table 3.5 Distribution of Task..........ccceevieriiiiiiiniiniiiieeeeeee e 28
Table 4.1 User Needs Questionnaire Result.............ccoeeeiiieeiiiiiiiiiicciieceeeieees 31
Table 4.2 Learning Needs Questionnaire Result............ccccoeovienieniiininniiiniene 32
Table 4.3 Content Analysis Questionnaire Result............ccccoeveeiiiniiininniieeee. 33
Table 4.4 Conjunctions and Prepositions Vocabulary List............cccceevieriienneennee. 38
Table 4.5 Quantifiers Vocabulary List...........cccooieiiiiiiiiiniiiiiieieeiee e 39
Table 4.6 Modal Auxiliary Verbs Vocabulary List........cccccoceveiiiniinenicniencnnne 39
Table 4.7 Revision for Vocabulary...........cccoeoeeiiiiiiiiieniieieeecee e 48
Table 4.8 USer RESPOMNSE.....ccuuiiiiiiiieiieiieeiieee ettt 50
Table 4.9 User COMMENTS. .....c..eriiriiiiieienieeieeiiesie ettt sttt 52



LIST OF APPENDICES

Appendix A. LexiFun AppliCation.........cocceceerieririiiniinieiienieeeeeeseee e 67
Appendix B. Need ANalysis......ccooieriirieiiinieieiienieeieeeieeesie e 68
Appendix C. Implementation Stage..........ccccecvererririinienienieneeeeeeieeie e 69
Appendix D. Blank Sentence Mode...........cccocuereriiiniinirienieneeieeeneee e 70
Appendix E. Feedback Results..........cccoooiiiiiiiiiiniiiiiiiicceccscceceeie 72
Appendix F. Intellectual Property Rights...........ccccooiiiiiiiiiiiniiiieeeeeee, 75
Appendix G. Turnitin Result...........ooooiiiniiiiiiiniiieeeeeee 76
Appendix H. BAST FOIM.....cocoiiiiiiiiiiiiieeceeeeee e 77

xi



ABSTRACT

This study aims to develop an educational memory matching card game as an additional
medium to assist vocabulary learning, particularly functional vocabulary. The method
used in this research is Research and Development (R&D) with the ADDIE development
model consisting of five stages: analysis, design, development, implementation, and
evaluation. The final result of this research is a learning application called “LexiFun,”
which contains three topics of functional vocabulary: conjunctions and prepositions,
quantifiers, and modal auxiliary verbs, with three practice modes: translation, synonym,
and blank sentence. Feedback indicating a positive response to LexiFun has been received
during expert validation and implementation stages, showing that the R&D method in
developing learning applications meets the needs of the target users. The development of
LexiFun is expected to become one of the media that supports vocabulary learning,
particularly in enhancing knowledge and functional recognition, as well as helping users
transition from level A2 to B1.

Keywords: functional vocabulary, memory matching game, educational game
development, A2 learners, ADDIE.
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ABSTRAK

Penelitian ini bertujuan untuk mengembangankan sebuah permainan edukasi memory
matching card sebagai media tambahan dalam membantu pembelajaran kosakata
khususnya kosakata fungsional. Metode yang digunakan dalam penelitian ini adalah
Research and Development (R&D) dengan model pengembangan ADDIE yang berisikan
5 tahapan yaitu analisis, rancangan, pengembangan, implementasi, dan evaluasi. Hasil
akhir dari penelitian ini berupa aplikasi pembelajaran bernama “LexiFun” yang berisikan
tiga topik kosakata fungsional yaitu conjunctions and prepositions, quantifiers, dan modal
auxiliary verbs dengan tiga mode latihan, translation, sinonim, dan blank sentence.
Umpan balik yang menyatakan respon positif terhadap LexiFun telah diterima dalam
tahap validasi ahli dan implementasi yang menunjukkan bahwa metode R&D dalam
pengembangan aplikasi pembelajaran sesuai dengan kebutuhan target pengguna.
Pengembangan LexiFun diharapkan dapat menjadi salah satu media yang mendukung
pembelajaran kosakata khususnya dalam meningkatkan pengetahuan maupun pengenalan
ko fungsional serta membantu pengguna untuk bertransisi dari level A2 menuju B1.

Kata kunci: kosakata fungsional, permainan kartu memori, pengembangan permainan
edukasi, pelajar A2, ADDIE.
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