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Abstract

The millennial generation has a high level of technology literacy in today's age.
This literacy, combined with recent technological advancements, has resulted in an
increase in educational opportunities. The millennial generation, which includes the
students in today's classrooms, has distinct characteristics and interests in learning
activities. If the teachers want to be involved in students’ learning activities,
technology needs to be incorporated in today's education. This research focuses on
the use of gamification in the classroom for eight grade students of Joannes Bosco
Junior High School Yogyakarta. This research employed case study procedures
using observation, questionnaire, and interview as its instruments. This study aims
to answer two research questions which are: how is the gamification concept
implemented in the classroom for eighth grade students of Joannes Bosco Junior
High School Yogyakarta. Second research question is what are the advantages and
disadvantages of implementing the gamification concept in the classroom for eighth
grade students of Joannes Bosco Junior High School Yogyakarta. The result of this
study showed that the use of Quizizz as a learning media in a class can make
students enthusiastic to engage in the classroom. The concept of maximum learning
helps the students to improve their reading comprehension skill in English learning.
Thus, it is expected that later on it can improve the students’ learning outcomes.

Keywords: case study, gamification, Quizizz, reading skill

Background of The Study

Nowadays, teaching has become more developed. In terms of teaching
English language, it will no longer be relevant if teachers are still using the
traditional methods. The problem is that most of the teachers are digital immigrants,
and that will be quite difficult when those types of teachers have to teach digital
native. There is insufficient number of studies on explaining or going in depth on
implementing the gamification concept. This research will go in depth on one class
that lacks digital literacy in today's era. The application of gamification concepts
such as Quizizz, in the learning activities may offer a solution to bridge the gap
between the teacher and the students. There are some elements in Gamification to

88



UC Proceedings, ISSN 2809-3690, Vol. 1, October 2021, pp. 88-103

support the concept such as, “goals, rules, rewards, dynamics, and emotions.”
(Hunicke, LeBlanc, Zubek, 2004) as cited in (Healey, 2019).

By implementing the gamification concept, one English skill that is critical to have
is reading skill. Reading is a mechanism influenced in part by the text, in part by
the context of the reader, and in part by the situation in which the reading takes
place (Hunt, 2004, p. 137). Reading an academic text does not simply require
finding the text itself with details. Instead it is a phase of interacting with the
document. The reader recreates the context of the text, along with the speaker, while
reading an academic text.

Gamification has certain applications which can be applied to help the
learning process in English education. For example, Quizizz is one of many great
applications which can be used to teach English language. Quizizz is an application
that can be used as a learning platform, in other words, it is a game-based
educational app, which can deliver the materials related to the subject matter. In the
past, there were not many studies about gamification concepts, especially the one
that discussed Quizizz. Thus, in this research the researcher tries to find out whether
the use of gamification concepts can help to improve the reading skill of the students.
It is great when using the game-based application such as Quizizz because “It
allows students to be more productive when receiving or constructing the materials
which are related to their mobile phone” (Wagner, 2008). It can be seen that in the
previous statement that Quizizz can reduce the students’ anxiety when doing their
tests, it can cause a big impact on the students’ scores throughout the semester.

In the current pandemic situation, the learning process is carried out in an
online mode using applications like WhatsApp and Zoom. The normal online
learning for the students in Joannes bosco Junior high school is that the teacher
presents the materials from a PowerPoint. Thus, there are no gamified apps that
have been introduced in the class. Hence, the researcher wants to find out what if
the gamification were to be applied in the 8 grades class. By conducting this study,
hopefully this thesis can be able to give the information to the readers whether or
not the use of gamification concepts can be beneficial.

Theoretical Framework

The first research question takes in hand students’ opinions regarding the
implementation of gamification, especially the use of Quizizz for students of
Joannes Bosco Junior High School Yogyakarta. To address this question, the
researcher used the theory of gamification concept as a learning technique from
(Landers, 2014) to help the researcher analyze the data from the students. As to
address the question about the use of gamified application which was Quizizz, the
researcher used the theories from (Zhao, 2019) to help the researcher analyze the
data. All other theories that were written in the second chapter were to be used to
help the researcher in analyzing both of the research questions.

The second research question focuses on the challenges of implementing
the gamification concept in the classroom for eighth grade students of Joannes
Bosco Junior High School Yogyakarta. The researcher focused on actual
experiences from students to address this question. The researcher used the theory
from (Issacs, 2015) to analyze the advantages of implementing gamification. As for
the disadvantages of implementing gamification or online learning, the researcher
used the theories from (Cakrawati, 2017) to help the researcher to analyze the data.
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Research Procedures

The data analysis is done by using qualitative research. It also needs rigor
in the choosing of a fitting model for analysis and in the evaluation of the findings
of the analysis. Moreover, multiple research methods require different data
assumptions. It is suitable using qualitative research because the results of this
particular research describe the questionnaire, interview and observation.
Furthermore, the researcher describes the advantages and disadvantages, also the
reasons for the results.

An understanding of how to form responses from texts and images is needed
when processing qualitative results (Creswell, 2012). Therefore, in evaluating and
assessing qualitative data, Creswell also listed six steps; preparing and organizing
the data, exploring and coding the database, describing findings and themes,
representing and reporting findings, interpreting the meaning of the results, and
validating the accuracy of the results (2012, p. 236).

The researcher began by preparing the data for analysis. This method is
carried out in two steps: data organization and transcription. The researcher
continued processing the information by exploring and coding the data after the
data had been organized and transcribed. Next, to be analyzed in depth and used in
creating themes or large categories of concepts, the researcher uses the code(s)
created in the previous phase. Following this, the researcher presented and
announced the conclusions. The researcher derived interpretations about the
phenomena from the results. Lastly, by triangulation, the investigator can confirm
all observations and explanations. The researcher first began preparing the data for
study. This method was carried out in two steps: organizing the data and
transcribing it. During the interview, the researcher’s device was used to record the
responses of the participants. The recording was then transcribed, translated, and
organized.

Findings and Discussions

The main section of this chapter is the research findings and the discussion,
which cover the analysis and the findings. There is the implementation of the
concept of gamification for eight grade students. Also, more about the advantages
and disadvantages of implementing gamification concepts in the classroom for 8
grade students.

The Gamification Concept Implementation in The Classroom

This research employed case study procedures. Observations, questionnaires, and
interviews were conducted in the class to find out the score of the students, and later
on the data was to form a theme. The participants were the eighth-grade students at
Joannes Bosco Junior High School. There was one class in this research. The
research in the class was conducted in two meetings. In this section, the researcher
would like to divide the findings based on observation, questionnaire, and interview.
The data collection was done from home due to the current pandemic. The
researcher conducted the research and taught the class via Zoom application, also
known as the online-meeting application.
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Table 1. Observation blueprint

Section  Theme Question

I Behaviour 1. Were the students engaged in the learning process?

2. What kind of engagement do the students make
during the learning process?

3. How do the students solve the problems in the
material?

4. Does the teacher give the students positive
reinforcement to help the students?

5. How did the students react when they have been
given positive reinforcement?

Il Cognitive 1. Can the students understand the material?

2. Do the students know about the social skills of using
degrees of comparison in daily life?

3. Can the students explain well when the teacher asks
the students questions regarding the material?

Il Metacognitive 1. What does the teacher do at the beginning of the
class?

2. What can the teacher do differently?

3. Can the teacher apply the teaching method using the
gamification concept to the other class?

4. What worked well for the students?

1. Results of the Observation

Based on the researcher’s observation, there were three aspects that affected
the average scores. Students’ intelligence, students’ comprehension about gamified
application, and the inability to meet face to face. It is true that (Perry et al., 2006)
stated When faced with demanding or stressful learning environments. Students
who are able to control their learning do better than those who are unable to do so.
Multiple intelligences are a pair of skills that can be used to solve challenges in life.
Those cognitive Human Capacities were the most affecting aspect that there was a
different score for each student in one class. The Students could understand the
material well because when the researcher checked their understanding by asking
questions related to the materials, the students could answer it well. Moreover, the
researcher could also check the results of the students’ work in the Quizizz
application. The teacher expected that the students would know about the social
skills of using a degree of comparison in daily life. To do this, teachers could ask
the students about the functions of using a degree of comparison in day to day life.
Students can develop their understanding from time to time. Teaching and
instruction given to students should rely on the intelligence exhibited by each pupil
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during the learning process. When anyone has an advantage in music, for example,
parents or teachers should help them improve those talents. The intellect of each
pupil varies not only in terms of substance, but also in terms of how the student
receives instruction. The students really engaged in the learning process while
learning a degree of comparison. They could ask questions and also answer the
given questions from the teacher. If the students had some difficulties in answering
the questions, the teacher formed a little group to help the students answer the
questions as best as they could. If the students could answer the questions correctly
the teacher gave some compliments toward the students who answered the
questions correctly. After they have given the positive reinforcement, the teacher
could see that they were relieved because they answered the questions correctly.
The teacher could observe this through the screen in the online meeting application.
Most learning and teaching materials only discuss verbal and logical-mathematical
intelligence, while there are many other facets of intelligence that, if taken into
account, would greatly help students' progress. The more forms of intelligence that
develop, the more easily the student adapts to the world and understands or masters
the subject. Thus, at the beginning of the class the teacher did not tell the students
directly about what they were going to learn. Instead the teacher asked one or two
critical thinking questions to the students so that they could get a picture about what
they were going to learn. The teacher could also play a short movie or asked the
students to play a game that is related to the materials. The teacher could also
implement the gamification concept to the other class because as long as the
students and the teachers have the technology e.g. (gadgets, and internet) the
implementation would be a great addition to have in the classroom.

The second one is students’ comprehension about gamified applications.
Based on many previous research, the use of the Quizizz application can greatly
help the students and the teacher. Here, Quizizz as the focus of the current research
was to be one of tools employed. In Indonesia, reading comprehension is stated in
Permendikbud No. 59 Tahun 2014. It also has a close relationship with the
curriculum of 2013 that has been implemented in most of the Indonesian schools.
The content in Permendikbud No0.59 Tahun 2014 presents three main aspects to be
competent and capable of reading. The first is the comprehension of social function
which refers to the function of the text in social context or in real life.

However, it was different in Joannes Bosco Junior High school. When the
researcher was conducting the research to collect the data, the researcher had some
difficulties while teaching the students who were in the 8-responsibility class. Most
of the difficulties were that the researcher could not deliver all the materials clearly
because of the students’ lack of information on how the gamified application
(Quizizz) works. Eventually, there is the issue about not being able to speak face to
face. This has been found true based on (Schunk and Greene, 2017) who stated that
when compared to offline classrooms, direct feedback can be absent in certain
online learning environments; self-regulated learning practices may help alleviate
the detrimental impact that lack of feedback can have on students.

Nonverbal cues are absent in digital communication for a number of reasons,
one of which is that they must reside in physical space, while digital communication
is flat. FaceTime makes it difficult to reach out to contact someone or to lean in or
out of a chat. Although digital media channels can deliver our message, it lacks the
nuanced shades of communication that exist.
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2. Results of the Questionnaire

Questionnaires using the 4point Likert scale were conducted by the researcher
(4 strongly agree, 3 agree, 2 disagree, 1 strongly disagree). In these results, the
researcher omitted the first section, because the first section was only the general
information of the students. Microsoft Excel was used to find the percentage of each

question.

Table 2. Questionnaire bluprint

Section Theme

Question

| General Information

I Students’ opinion
towards the
implementation of
gamification

Il Students’ opinion
towards Quizizz

v Advantages of
Quizizz

1. What is your name?

2. What class do you belong to?
3. What is your student number?
4. What is your gender?

5. What is your phone number?

1. Using Quizizz as the learning tool in the class was

really engaging.
2. | prefer using Quizizz than regular assignments.

3. There were no significant problems during the
implementation of Quizizz in the class.

1. I know how to use the Quizizz application very
well.

2. | think that it is easy to use gadgets (e.g.
computer, smartphone) for Quizizz.

3. I did not face any significant problems while
using Quizizz.

4. | have adequate experience of using Quizizz.

1. Using Quizizz is easier than any other gamified
application.

2. | can understand the material better when using
Quizizz.

3. | feel more engaged when using Quizizz
4. | can ask questions without feeling worried.

5. 1 can work the quiz as if it was a game.
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\YJ Disadvantages of 1. I cannot follow the learning process smoothly due
Quizizz to the technical problem(s) (e.g. internet connection,
gadget’s performance).

2. 1 am too focused on getting the highest score in
Quizizz.

3. I have a lot of distractions while doing the quiz
using Quizizz.

4. | cannot have good discussions while using
Quizizz.

5. I prefer using a regular method on learning new
materials.

Table 3. Questionnaire results

n  Question D D A SA

Il 1. Using Quizizz as the learning tool in the 0% 13% 60% 27%
class was really engaging.

2. | prefer using Quizizz than regular 13% 27% 27% 33%
assignments.

3. There were no significant problems during 0% 0% 60% 40%
the implementation of Quizizz in the class.

11 1. I know how to use the Quizizz application 13% 13% 33% 33%

very well.
2. | think that it is easy to use gadgets (e.g. 0% 0% 33% 66%
computer, smartphone) for Quizizz.
3. 1 did not face any significant problems 0% 13% 53% 33%
while using Quizizz.
4. | have adequate experience of using 7% 7% 47%  33%
Quizizz.

IV 1. Using Quizizz is easier than any other 7% 33% 40% 20%

gamified application.

2. | can understand the material better when 0% 20% 67% 13%

using Quizizz.

3. | feel more engaged when using Quizizz 0% 20% 47% 27%
4. | can ask questions without feeling 0% 13% 53% 33%
worried.

5. I can work the quiz as if it was a game. 0% 13% 47% 40%
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V 1. cannot follow the learning process 13% 27% 40% 20%
smoothly due to the technical problem(s) (e.g.
internet connection, gadget’s performance).

2. | am too focused on getting the highest 0% 27% 47% 20%
score in Quizizz.

3. I have a lot of distractions while doing the 27% 40% 3B3% 7%
quiz using Quizizz.

4. | cannot have good discussions while using  13% 40% 27%  20%
Quizizz.

5. | prefer using a regular method of learning 7% 20% 21% 40%
new materials.

The table above shows the questionnaire results for the 8 grade students of
the Joannes Bosco Junior High School. For the first question, the majority of the
students (60%) agreed that using Quizizz as the learning tool in the class was really
engaging. For the next question, there were 53% of the students in the
responsibilities class who agreed that they prefer using Quizizz than given the
regular assignment. However, there were also 40% of the students who disagreed
with, which means that they prefer to be given regular assignments over Quizizz.
The students also agreed that they had no difficulties during the implementation of
Quizizz in the classroom (100%).

For the next section, most of the students knew how to use Quizizz very
well (66%). Moreover, the students also thought that Quizizz was very easy to use
and the statement received 33% as in ‘Agree’ and 66% as in ‘Strongly Agree’. Most
of the students also did not face significant problems when using Quizizz (total of
86%) and also, they have the experience of using Quizizz (total of 80%).

The fourth section that asked the students’ opinion about the advantages of
using Quizizz also received respectfully great results from the students of the
responsibility class in Joannes Bosco Junior High School. The total of 60% of the
students agreed that using Quizizz is easier than any other gamified application.
The students also agreed that they felt more engaged (total of 74%) and they could
understand the material better when using Quizizz (total of 80%). They also could
ask questions without feeling worried (total of 86%) and they could work the quiz
as if it was a game (total of 87%).

The last section of the questionnaire was about the disadvantages of the
Quizizz. Most of the students agreed that they could not follow the learning process
smoothly due to the technical problem(s) (e.g. internet connection, gadget’s
performance) (total of 60%). Thus, most of the students agreed that while learning
new materials, they prefer using a regular method (total of 67%). During the
implementation of the Quizizz the students were too focused on getting the highest
score in Quizizz (total of 67%). However, most of the students did have a good
discussion while using the Quizizz (total of 53 %) and they did not have a lot of
distractions while doing the quiz using Quizizz (total of 67%).

95



UC Proceedings, ISSN 2809-3690, Vol. 1, October 2021, pp. 88-103

The Advantages and Disadvantages of Implementing Gamification Concept
in The Classroom
This interview employed a random sampling method, because most of the

students’ responses were almost identical. Thus, the researcher has chosen four

students in the responsibility class randomly. There were eight questions for the

interview.

a. What do the participants think about the implementation of using Quizizz as the
tool of learning in the class?

b. What are the challenges the participants face during the process?

c. Does the participant's reading ability improve when they are learning using
Quizizz?

d. What are the advantages of the Quizizz application?

What are the drawbacks of the Quizizz application?

f. Can the participants understand the Degree of Comparison material better
because the participants use the Quizizz application?

g. Will the participants become interested in learning English using the Quizizz
application?

h. What are the suggestions for the implementation of the gamification concept in
the future?

@

1. Advantages
a. Game Mechanics

Game Mechanics are rules and feedback loop structures designed to create
fun gameplay. Student 1,2,3, and 4 enjoyed the functionality or game elements in
the Quizizz program. The power ups that occur every time the students get the
correct answer are one of her favorite game features. Based on the student 1’s
opinion that the students were motivated throughout the learning session because
of the game mechanics. It is confirmed by Basten’s theory that Gamification will
also help students become more motivated. Gamification is based around the
concept of inspiration, so players would definitely put in a lot of time collecting
knowledge and coming up with new ways to use the method (Basten, 2017).

“.... fitur-fitur yang bisa membuat setiap player jadi unggul atau dapat memperkuat
skor player itu yang menurutku asik untuk dimainkan” (Student 1,11:05)

“.... features that can make every player excel or can strengthen the player's score
that I think is cool to play” (Student 1,11:05)

Student 4 said in response to the first interview question that she liked using
Quizizz because it did not bore her, and that it was also quite engaging. Since using
Quizizz, the student did not believe she was scared to pose the question. Student
4’s opinion is also confirmed by Basten’s theory. According to (Basten, 2017) that
When engaging with the gamified system, the desirable emotional responses
evoked in users for example, the feeling of being challenged and the feeling of
community.

b. Grasp New Vocabularies

Student 1 believed that she could study the degree comparison well and that
she could grasp new vocabularies. This is possible, according to the teacher, since
the student had to grasp every word in the Quizizz within the time limit. The student
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replied that she needed to take notes on some of the new words so that she could
figure out what they meant after class.

“.... Kalau untuk belajar materi ini aku bisa dan lancar dan aku juga dapat
mempelajari kosa kata baru. Tetapi ada batasan waktu di setiap soal lah yang
menjadi tantangan sebenarnya.” (Student 1: 11:46)

“.... I can learn this material smoothly and I can also learn new vocabulary. But

there is a time limit on every question that becomes a real challenge.” (Student 1:
11.46)

c. Understand the Contents in a Fun Way

According to student 3, Quizizz was extremely beneficial in his studies.
Student 3 believes that if Quizizz was used in the classroom, the students would be
able to grasp the content more easily. The researcher goes on to wonder why using
Quizizz makes it easier for students to understand the content. Student 3 later
clarifies that it was because of the game mechanics. According to the students, the
game's power up was the feature that made Quizizz so much fun to use in the
classroom. So far, the students’ statements about the gamification concept can boost
the motivation or engagement in the classroom have been true. (Issacs, 2015) said
that gamification aids in the creation of an environment synonymous with gaming
and conducive to learning, while game-based learning, he added, uses a game as a
vessel for learning material. Simdes et al. (2013) explained how gamification differs
from classroom game-based learning. Gamification enables the most powerful
capabilities of video games to be used without being exclusive to a single title,
resulting in increased motivation and interest in the learning process. Gamification
in education is a continuous process that gathers and uses the most thrilling game
elements to increase student excitement and engagement. It has a long-term impact
on interaction and motivation (Folmar, 2015).

The student goes on to say that getting the right answer was a lot of fun for
him and his pal. As previously said, the Quizizz application's power ups emerge
after some correct answers. Because of the game features that exist in Quizizz, the
student believed it was the one that inspired him to answer more correct answers.
When the researcher inquired more into what makes Quizizz so engaging, the
student 4 mentioned that the scoring system, meme, and power ups are all really
appealing. Again, the use of game mechanics has a significant impact on the
Quizizz experience. The researcher came to the conclusion that Quizizz's game
elements were the true distinguishing feature of the software.

“.... Untuk meme yang ditampilkan aku merasa terhibur banget walaupun soal-soal
yang dikasih sulit semua tetapi aku juga bisa menjawabnya.” (Student 4: 17:25)
“.... For the memes shown I feel very entertained even though the questions are
difficult but I can also answer them." (Student 4: 17:25)

Even if working with Quizizz was stressful at times, the student believed that the
game elements were what kept him going at the time.

d. Increases Reading Ability

Student 1,2,3, and 4 mentioned that their reading ability have also improved.
Since all of the students were expected to read the questions in a certain amount of
time. All four of the students were able to read quickly and more accurately than
ever. As a result, the student's reading ability has increased. This phenomenon is
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aligned with Perry's theory of cognitive development. When faced with difficult or
challenging learning environments, students who are able to manage their learning
perform better than those who are unable to do so, according to (Perry et al., 2006).
It also implies that each individual has a unique intelligence level. Any question had
a time limit, which encouraged students to do more than just complete the task.

2. Disadvantages
a. The Time Limit

According to student 1, who also said that when answering the question in
Quizizz, the student felt pressed to answer the question correctly and efficiently.
For some of the students the time limit in the Quizizz application was really a
challenge, because most of the students needed more time in order to answer every
given question correctly.

“.... Saat menjawab setiap pertanyaan yang diberikan aku sedikit merasa kewalahan
karena adanya time limit di setiap soal” (Student 1, 11:10)

“.... When answering every question given, I feel a little overwhelmed because of
the time limit in each question” (Student 1, 11:10)

As time passed during the learning activity, some of the students became
exhausted. Since they were supposed to answer the questions accurately and
efficiently, the student began to believe that the time limit on each question had
become a challenge. This phenomenon really fits with Perry's theory about
Cognitive Development. According to (Perry er al., 2006) When faced with
demanding or stressful learning environments, students who are able to control their
learning do better than those who are unable to do so. It also means that every
student has a different level of intelligence.

b. Not Too User Friendly
Student 2 had already used Kahoot before. As a result, he claims that by the
time the student uses Quizizz, he believes Quizizz has more features than Kahoot.
He went on to say that Quizizz's scoring system was more organized.
“.... Menurut pendapat saya, quizizz tidak se user friendly Kahoot karena waktu
pertama kali saya menggunakan quizizz, saya kebingungan akan beberapa bagian
yang ada di aplikasi ini.” (Student 2: 15:25)
“.... In my opinion, quizizz is not as user friendly as Kahoot because the first time
I used quizizz, I was confused about some parts of the app.” (Student 2: 15:25)
However, the student said that the first time he used Quizizz, he had some
problems with the test. This occurred when the user was initially unaware of the
application's functionality. The user of the Quizizz app was expected to use the
application in order to discover new features or to get a better understanding of how
each feature functions. It became a problem for the new users, but for the user who
had the experience, it was completely fine.

c. Internet Connection

Student 3 said that, like every other online program, told the researcher that
he was having trouble with Quizizz.
“.... Saat aku menggunakan aplikasi ini, aku sangat kesulitan untuk mendapatkan
sinyal internet yang bagus. Sejenak aku juga berpikir jika aku lebih senang kalau
guru menjelaskan secara langsung.” (Student 3: 16:35)
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“.... When I use this app, I'm very hard to get a good internet signal. For a moment
I also thought if I'd rather if the teacher explained directly.” (Student 3: 16:35)
The student went on to describe how difficult it is to get a good internet connection.
Quizizz necessitated a strong internet link because it is what keeps students in the
room. JK liked how Quizizz was introduced in the classroom, but he had one big
issue with it: he couldn't get a decent internet connection. From this response, the
researcher can deduce that Quizizz cannot be implemented in every school in
Indonesia, especially for students in rural areas. According to (Cakrawati ,2017) the
most popular problem encountered during online learning is a shortage of Internet
connectivity. Cakrawati's argument that learning through online materials is not
often easy has been proven to be valid.

Conclusion

Based on the data analysis, the researcher made some conclusions. This
study examines students’ feedback of using Quizizz in eight responsibility classes
of Joannes Bosco Junior High School, Yogyakarta and finds that this educational
app enhances students’ learning experiences. Students agree that Quizizz is easy to
use and by using Quizizz doing in-class exercise is fun, it helps the students review
the course materials and stimulates their interest in learning. The students like the
features of this app, especially the leaderboard, which shows the live ranking of
their performance and motivates them to study. Not only the leaderboard, but also
the power ups. The students were mostly engaged in doing the assignment through
Quizizz because of that particular game element. The students agree that Quizizz
helps them concentrate in class and reduces their test anxiety. The students prefer
doing in-class exercises using Quizizz than on paper. Overall, this study finds that
Quizizz is perceived as having a positive impact on students’ engagement and
learning outcomes in eight responsibility classes of Joannes Bosco Junior High
School, Yogyakarta.
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