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Abstract 

This study investigates the effectiveness of the Spelling City website in improving 

English spelling skills in writing among ninth-grade students at SMPN 10 Barru. 

Utilizing a Classroom Action Research (CAR) approach, the research was conducted 

over two cycles involving 27 students. Quantitative data were collected through pre-

test and post-test evaluations, with improvements analyzed using N-gain scores. The 

findings reveal significant improvements in students' spelling skills, with average 

pre-test and post-test scores increasing notably between cycles. In Cycle I, students 

achieved a moderate level of improvement, while in Cycle II, more than 80% of 

students reached the desired competency level. This improvement highlights the 

potential of integrating technology-based tools, such as Spelling City, to create an 

engaging and interactive learning environment. Additionally, the study underscores 

the role of gamification, instant feedback, and adaptable word lists in motivating 

students and fostering sustained engagement. These elements not only enhance 

spelling accuracy but also contribute to better writing skills and greater learning 

enthusiasm. This research provides valuable insights into the use of web-based 

educational tools to address specific learning challenges, offering practical 

implications for teachers, policymakers, and developers of learning technologies. 

Keywords: blended learning; classroom action research; English spelling; Spelling 

City Website; writing skill 

==================================================================== 

1. Introduction 

Technology has revolutionized 

education, providing various tools that 

enhance student engagement and 

comprehension. Zhao et al. (2005) noted 

that technology offers broad access to 

resources, supports independent 

learning, and creates more enjoyable 

learning experiences. In the context of 

language learning, BECTA (2004) 

highlighted that adaptive digital tools 

have significant potential to improve 

reading, writing, speaking, and listening 

skills. The ability of technology to offer 

regular, delightful practice with instant 

feedback is one of its main learning 

benefits. Dawson (2010) showed how 

students may swiftly fix mistakes when 

using technology-based learning, which 

promotes improved retention. By using 
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interesting and repeating techniques, 

interactive tools also improve accuracy 

and memory, according to Kim & Kim 

(2018). In this context, Lin (2014) 

highlighted the importance of websites 

such as Spelling City in helping students 

increase their vocabulary and enhance 

their contextual word understanding.  

Utilizing technology in the 

classroom increases student enthusiasm 

and involvement in addition to technical 

proficiency. According to Stevenson & 

Liu (2016), gamification of digital 

learning resources promotes student 

engagement. This conclusion was 

corroborated by Gao et al. (2019), who 

highlighted at how stimulating and 

difficult learning environments, such 

those offered by technology-based 

resources, increase intrinsic motivation 

and eventually encourage students to 

keep improving their skills. Since 

spelling affects both the standard of 

writing and the validity of written 

communication, it is an essential part of 

learning English. While Snow (2010) 

stressed that proper spelling improves 

readability and reading fluency, Beers 

(2017) connected excellent spelling 

abilities to effective writing.  

However, according to Miller et al. 

(2013), a lot of learners still have trouble 

with spelling because they don't 

comprehend spelling patterns or 

because their first language affects. 

Systematic and continuous spelling 

teaching is crucial to addressing these 

issues. Spelling City is one platform 

made to help with spelling training. A 

range of interactive exercises, including 

word games, exams, and customized 

word lists, are available on this website. 

According to Miller & Hinz (2016), 

Spelling City enhances students' writing 

abilities, increases accuracy, and helps 

them comprehend difficult spelling 

patterns. 

Prior studies have also confirmed 

that Spelling City is a useful tool for 

improving spelling. According to 

Hertzog (2012), elementary school 

students' spelling accuracy and speed 

were both improved by utilizing this 

tool. Web-based tools such as Spelling 

City have been shown to increase 

student motivation and support practice 

consistency (Swartz & Hall, 2018).  

Furthermore, a number of research 

demonstrate the beneficial effects of 

web-based and game-based resources 

on learning. According to Bower et al. 

(2014), game-based applications 

efficiently support the development of 

particular abilities and increase student 

involvement in the learning process. 

Additionally, web-based learning 

resources speed up learning and assist 

students in overcoming spelling and 

grammar difficulties, according to Gao 

et al. (2019). Although many studies 

support for the use of technology in the 

classroom, few have extremely 

examined how web-based resources 

such as Spelling City can assist 

Indonesian middle school students who 

struggle with spelling in English. The 

majority of current research focuses 

more on how technology generally 

affects language acquisition or other 

abilities like reading and listening. 

Junior high school students in 

Indonesia frequently struggle with 
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spelling English words. These 

difficulties result from both a lack of 

exposure to English spelling patterns 

and interference from their first 

language, which frequently impairs 

their capacity to identify proper spelling 

patterns. As a result, the purpose of this 

study is to investigate how well Spelling 

City helps Indonesian ninth-grade 

students with their English spelling. It 

focuses on how this platform can assist 

learners in improving their writing 

abilities and overcoming spelling 

difficulties. Additionally, this study will 

look into how Spelling City usage affects 

students' enthusiasm to learn. Spelling 

City is anticipated to improve student 

involvement in the learning process and 

produce entertaining learning 

experiences with interactive elements 

including instant feedback, 

gamification, and adaptable word lists. 

Another goal of this study is to advance 

knowledge on the efficient use of 

technology, especially web-based 

learning resources, to enhance 

particular abilities such spelling. 

Teachers, educational policymakers, 

and learning technology developers 

might find the study's conclusions 

useful in incorporating technology into 

the curriculum. Therefore, in addition to 

evaluating how well Spelling City 

improves spelling, this study looks at 

how technology can increase student 

interest and engagement, which will 

ultimately help them succeed 

academically, particularly in English 

writing. 

 

2. Method 

The researcher employed the 

Classroom Action Research (CAR) 

approach in this research. According to 

Trianto (2018), Classroom Action 

Research is a type of research activity 

that involves observing classroom 

learning activities, taking intentional 

action, and trying to solve issues or 

improve the standard of instruction in 

that particular classroom. The purpose 

of classroom action research is to 

enhance the educational process.  

According to Afandi in Machali 

(2022), classroom action research is a 

type of scientific and thorough research 

carried out by educators to improve the 

learning process and results. For many 

different Classroom Action Research 

(CAR) models, this model acts as a basic 

reference. Kurt Lewin states that there 

are four steps in each CAR cycle: 

Planning comes first, followed by 

acting, observing, and reflecting. Kurt 

Lewin's model of the CAR cycle can be 

represented in figure 2. 

 

 

 

 

 

 

 

 

 

 

 

 

 

Figure 2 CAR cycle 
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The improvement of the ninth-

grade students' spelling abilities in 

English writing at SMPN 10 Barru is the 

focus of this study. 13 male and 14 

female students represent the 27 

subjects of this Classroom Action 

Research (CAR).  

The efficacy of the Spelling City 

website in improving learners spelling 

in writing abilities is assessed in this 

study using quantitative data. Pre-test 

and post-test results are gathered at each 

cycle to assess how much students' 

spelling in writing competence improve. 

According to Mardapi (2008: 67), a test is 

a set of questions or activities intended 

for evaluating a participant's 

competence in a certain area. Tests are 

employed in this study as instruments 

for evaluating students' English spelling 

in writing competence. 

The researcher in this study used 

the mean of the N-gain scores to draw 

conclusions from the data. By 

comparing pretest and posttest results, 

the N-gain score is a way for evaluating 

how well a treatment or learning 

strategy is working. In order to facilitate 

comprehension, the difference between 

the posttest and pretest scores is 

calculated and then expressed as a 

percentage (SPSS Indonesia, 2019). The 

mean, lowest, and maximum N-gain 

scores are determined by doing 

descriptive statistical analysis after the 

N-gain score has been calculated. In 

order to provide relevant outputs, the 

N-gain variable is placed into the 

Dependent List column using SPSS's 

"Analyze" option (Dwi & Hermawanto, 

2021). The descriptive analysis findings 

offer a summary of the applied method's 

efficacy. For example, it can be classified 

as very effective if the average N-gain 

score is greater than 0.7, and as poor 

effectiveness if it is less than 0.3 

(Yuliatin, 2023). 

 

3. Results 

The findings about the efficacy of 

using the Spelling City website in the 

context of a blended learning 

environment to enhance the English 

spelling and writing skills of ninth 

graders at SMPN 10 Barru are presented 

in this part. Two cycles of planning and 

execution were used for the research: 

implementation, observation, and 

subsequent reflection. Pre-test and post-

test evaluations during each cycle, as 

well as some observations made while 

the students were studying, led to the 

results. These results demonstrate the 

value of integrating technology into 

English instruction and provide a 

foundation for future expansions of 

technology-based English teaching 

interventions. Oleynick, (2021). 

a. Cycle I 

Overall, cycle I teaching and 

learning activities utilizing the blended 

learning model were executed 

effectively; however, because the 

students were still adapting to the 

model, the teacher's role in explaining 

and guiding was still significant. 

Table 8 shows the descriptive 

statistics of cycle I findings. It can be 

explained that the application of the 

Blended Learning model has not yet 

achieved learning completeness. The 

results indicate that in the first cycle, 
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students did not achieve completeness 

in learning on a class-wide scale, as the 

mean pretest score was 47.04 and the 

posttest score was 52.78. Overall, 

students who obtained an N-gain of 0.1 

were below the desired completion 

percentage, which should be between 

0.3 and 0.7 for a high qualification. 

Table 8 Descriptive Statistics of Cycle I Data 

 N Min Max Mean 
Std. 

Deviation 

Pretest 27 20 90 47.04 16.306 

Posttest 27 30 95 52.78 15.525 

Ngain 27 -.27 .50 .1091 .18731 

Ngain % 27 -27.27 50.00 10.9079 18.73133 

Valid N 
(listwise) 

27     

 

b. Cycle 2 

To make sure that mistakes or faults 

from Cycle I are not repeated in Cycle II, 

the teaching and learning process in this 

cycle refers to the lesson plan while 

taking into consideration the changes 

made in Cycle I. Together with the 

execution of the teaching and learning 

process, observation is conducted. Table 

9 displays the data from the Cycle II 

research.  

Table 9 Descriptive Statistics of Cycle II Data 

 N Min Max Mean 
Std. 

Deviation 

Pretest 27 50 96 65.41 9.316 

Posttest 27 72 100 80.81 6.674 

Ngain 27 .17 1.00 .4635 .17371 

Ngain % 27 16.67 100 46.3539 17.37066 

Valid N 
(listwise) 

27     

Based on table 9, learning 

completeness achieved an average 

pretest score of 65.41, an average 

posttest score of 80.81, and an N-gain of 

0.46 using a moderate criterion. As a 

result, 22 of the 27 learners have attained 

learning completion. This outcome 

demonstrates that, in comparison to 

Cycle I, the class-wide learning 

completeness has improved in Cycle II. 

The teacher's announcement that a test 

will be given at the end of each lesson 

inspired the students to study more in 

the following sessions, which is why the 

learning results of the students 

improved. 

The data above shows that students' 

English spelling writing abilities 

significantly improved when the 

blended learning paradigm was 

implemented by utilizing the Spelling 

City website, particularly from Cycle I to 

Cycle II. This was brought about by 

better communication between students 

and teachers following the cycle II test or 

post-test, which was bolstered by 

encouragement and direction as well as 

entertaining activities that made 

learning interesting (Pratiwi et al., 2023).  

Figure 3 displays the graph 

showing the improvement of the pretest 

and posttest average scores of each 

cycle. 

 

 

 

 

 
 
 
 

Figure 3 Average Scores Improvement 
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The average pre-test and post-test 

scores for Cycle I and Cycle II are 

contrasted seen in the graphic. The 

average pre-test score in Cycle I was 

47.04, while the post-test score gain to 

52.78. Students were still adjusting to the 

Blended Learning paradigm using the 

Spelling City website, thus even though 

there was an improvement, the score 

was still in the low range. 

The average pre-test score gain to 65.41 

in Cycle II, while the post-test score 

significantly improved to 80.81. This 

improvement shows how well the 

interventions—such as increasing 

motivation, administering exams often, 

and fostering a more engaging learning 

environment—worked after Cycle I was 

evaluated. This information strengthens 

the idea that, when properly supported 

and implemented with the appropriate 

tactics, the technology-based blended 

learning model can enhance students' 

educational experiences (Rahayu et al., 

2022). 

4. Discussion 

The results demonstrate that using 

Spelling City and the Blended Learning 

method improves students' English 

spelling in writing. Although Cycle I 

established the framework for 

adaptation for both teachers and 

students, Cycle II demonstrated how 

major change can be accomplished 

when challenges are addressed using 

model-based interventions. 

 

 

 

 

a. Pedagogical Effectiveness 

The structured approach in cycle II, 

demonstrated the flexibility of blended 

learning in meeting a range of learning 

demands by using Cycle I feedback and 

improvements. This result supports the 

claim made by Graham and Harris 

(2005) that writing training can be very 

successful when customized to meet the 

needs of each student. Student 

engagement and achievement were 

greatly increased by the emphasis on 

interaction, frequent assessments, and 

instructor support. According to 

Garrison, Anderson, and Archer (2000), 

a significant focus on interaction and 

feedback improves critical inquiry in 

distance learning settings. 

b. Technology Integration 

The use of Spelling City website 

offered a dynamic way to practice 

writing with spelling. However, initial 

resistance to technology tools made 

clear how crucial it is for teachers and 

students to have appropriate training in 

order to use these platforms efficiently. 

According to Cuban (2001), technology 

in education is frequently overvalued 

and underutilized, highlighting the 

necessity of proper planning and 

assistance. 

c. Motivation and Participation 

This study highlights how crucial 

motivation is to learning. Students were 

far more ready to participate and 

enhance their skills when consistent 

testing was used and a positive learning 

atmosphere was created in the 

classroom. The research of experts such 
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Deci and Ryan (1985), who have 

highlighted the importance of intrinsic 

motivation in learning, is supported by 

this study. This argument is further 

supported by Marwani, S. et al (2022), 

which shows how adding gamification 

components to blended learning 

settings can greatly increase student 

enthusiasm and engagement. The 

employment of AI-powered tutoring 

systems in blended learning settings can 

greatly improve student learning 

results, especially for difficult learners, 

according to an additional research 

study by Basri (2024).  

d. Challenges and Recommendations 

The challenge of applying this 

method is that traditional learners' 

resistance to adopting a new approach 

and the initial lack of familiarity with 

the platform. To optimize the platform's 

potential, future implementations 

should concentrate on early training 

sessions for instructors and students, the 

incorporation of more captivating 

activities, and the provision of 

continuous technical support.  

The Blended Learning model's 

effectiveness in this study indicates that 

it can work in other contexts and 

subjects. To encourage interactive and 

customized learning experiences while 

guaranteeing conformity with students' 

preparation and learning preferences, 

educators may consider about 

implementing digital tools such as 

Spelling City. 

 

5. Conclusion  

Based on the research questions, 

findings, and discussions, this study 

concludes that using the Spelling City 

website within a Blended Learning 

model effectively enhances students' 

English spelling and writing skills. The 

interactive and engaging activities 

provided through this platform 

successfully motivated students and 

made the learning process more 

enjoyable, as observed during the 

research. The implementation of this 

approach during two cycles of action 

research demonstrated significant 

improvements in students' participation 

and confidence. Students became more 

active and showed a higher level of 

interest in their learning, which 

contributed to their skill development. 

This positive change was supported by 

regular assessments, interactive 

activities, and structured guidance, 

creating a supportive and dynamic 

learning environment. The findings 

highlight potential of technology-

integrated learning methods, such as 

Spelling City, in improving educational 

outcomes and fostering a more active 

and confident learning experience for 

students. 
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