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APPENDIX 1

APPENDICES

Table Respondent Frequency of Playing Honkai Star Rail

urpe] eydi) Yy

Questionnaire
(Pertanyaan)

Strongly
Agree
(Sangat
Setuju)
(5)

Agree
(Setuju)
4)

Neutral
(Netral)

(3)

Disagree
(Tidak
Setuju)

(2)

Strongly
Disagree
(Sangat
Tidak
Setuju)
1

duepu)-sSuepu() 1Su

I play Honkai
Star Rail at least
5 days weekly.

(Saya
bermain Honkai
Star Rail
setidaknya 5 hari
seminggu).

52

21

14

I play Honkai
Star Rail 10+
hours weekly.

(Saya
bermain Honkai
Star Rail 10+
jam setiap
minggu).

14

16

34

27

I’ve
played Honkai
Star Rail
consistently for
6+ month.

(Saya telah
bermain Honkai
Star Rail secara
konsisten selama

6+ bulan).

57

20

15

»

I prioritize daily
session
gameplay.

43

32

19
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(Saya
memprioritaskan
sesi bermain
harian).

My weekend
gameplay
sessions exceed
3 hours.

(Sesi bermain
game akhir
pekan saya

melebihi 3 jam).

22

32

30

suepu)-syepu) !Hunpuu!@hlud 1) YeH

.C’\

I feel
disappointed if
miss daily play.

(Saya merasa
kecewa jika saya
melewatkan
permainan
harian).

22

22

34

17

I read all
character
dialogues.

(Saya membaca
semua dialog
karakter).

15

28

30

19

I analyze Honkai
Star Rail item
descriptions
carefully.

(Saya
menganalisis
deskripsi item

Honkai Star Rail
dengan hati-
hati).

24

33

29

10

e

I pay attention to
Honkai Star Rail
lore texts.

(Saya
memperhatikan

28

44

19
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teks alur cerita
Honkai Star
Rail).

I replay quests to
understand the
story better.

(Saya
memainkan
ulang misi untuk
lebih memahami
cerita).

10

13

28

25

23

suepu[)-suepy() Sunpuifi(] luﬂ_) eH

11.

I set personal
goals (e.g.,
finishing stories
or completing
end game
challenges).

(Saya
menetapkan
tujuan pribadi
misalnya,
menyelesaikan
cerita atau
menyelesaikan
tantangan
permainan).

31

38

23

12.

I screenshot in-
game texts for
later review.

(Saya
mengambil
tangkapan layar
teks dalam game
untuk ditinjau
nanti).

21

26

24

16

12

—
[98)

Unlocking lore
motivates me to
complete hard
quests.

(Membuka alur
cerita
memotivasi saya

24

38

24
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untuk
menyelesaikan
misi yang lebih

sulit).

—_
o

I change
strategies based
on quest
descriptions.

(Saya mengubah
strategi bermain
berdasarkan
deskripsi misi).

34

41

19

suepu()-syepu) Sunpuipi(] e3di) yey

—
9]

I feel
emotionally
invested in the

story.

(Saya merasa
terikat secara
emosional
dengan cerita
Honkai Star
Rail).

41

35

16

16.

I actively discuss
about Honkai
Star Rail lore in
groups or
communities.

(Saya aktif
berdiskusi
mengenai alur
cerita Honkai
Star Rail di grup
atau komunitas).

13

26

41

10

[
~

I help others
understand
Honkai Star Rail
game mechanics.

(Saya membantu
orang lain
memahami
mekanisme
permainan

22

37

31
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Honkai Star
Rail).

—_
*x

I compare
Honkai lore with
other sci-
fi/fantasy works.

(Saya
membandingkan
alur cerita
Honkai Star
Rail dengan
karya fiksi
ilmiah/fantasi
lainnya).

13

25

38

13

10

sugpup)-suepu) Sunpuipi(] e3di) yey

19.

I discuss
character lore in
the group or
communities

(Saya membahas
cerita karakter
di grup
atau komunitas).

11

37

37

20.

I relate the
game's themes
(e.g., sacrifice

and the power of
friendship) to
real life.

(Saya
menghubungkan
tema permainan

misalnya,
pengorbanan dan
kekuatan
persahabatan
dengan
kehidupan
nyata).

15

32

35

10

[\
—_

[ use game
words (e.g.,
"Aeons") in real
conversations on

18

30

26

16
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the group or
communities.

(Saya
menggunakan
kata-kata dalam
permainan
misalnya
"Aeons" dalam
percakapan nyata
di grup atau
komunitas).

suepu()-suepu() Sunpuipi(] e3d) yey

[\
N

I feel confident
discussing about
Honkai Star Rail

in English.

(Saya merasa
percaya diri
membahas
tentang Honkai
Star Rail dalam
bahasa Inggris).

22

28

33

23.

Game
vocabulary helps
me understand
real English
texts.

(Kosakata
permainan
membantu saya
memahami teks
bahasa Inggris
yang
sebenarnya).

31

45

15

>

I recognize game
terms in
movies/books.

(Saya mengenali
istilah permainan
dalam
film/buku).

26

43

20

9]

I can explain
terms like

29

31

25
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"Emanator"
easily.

(Saya bisa
menjelaskan
istilah seperti

"Emanator"
dengan mudah).

suepup)-suepu() Sunpuii( §di) yey

D
*

Completing
achievements
makes me
explore more
texts.

(Menyelesaikan
pencapaian
membuat saya
menjelajahi lebih
banyak teks).

14

B

33

27.

I read patch
notes to
understand
updates.

(Saya membaca
catatan
perubahan untuk
memahami
pembaruan).

18

35

26

12

28.

My English
reading speed
improved since
playing Honkai
Star Rail.

(Kecepatan
membaca bahasa
Inggris saya
meningkat sejak
bermain Honkai
Star Rail).

17

30

37
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Table Respondent of Reading Interest

T oy
LW AR b & |

NO

Questionnaire
(Pertanyaan)

Strongly
Agree
(Sangat
Setuju)
(C))

Agree
(Setuju)
“@

Neutral

(Netral)
3

Disagree
(Tidak
Setuju)

(09)

Strongly
Disagree
(Sangat
Tidak
Setuju)
(L))

o

[N

I spend leisure time
reading English texts
(e.g., news, articles).

(Saya menghabiskan
waktu luang dengan
membaca teks bahasa
Inggris misalnya
berita, atau artikel.)

20

30

33

13

I read English
stories/novels for
enjoyment.,

(Saya membaca
cerita/novel bahasa
Inggris untuk
kesenangan).

22

39

20

13

I explore English
materials related to
my hobbies (e.g.,
gaming or tech).

(Saya menjelajahi
materi bahasa Inggris
yang terkait dengan
hobi saya misalnya
game atau teknologi).

37

40

16

I search for English
information about
Honkai Star Rail lore
or strategies.

(Saya mencari
informasi bahasa
Inggris tentang alur
cerita atau strategi
Honkai Star Rail).

29

35

19

10

T ET AR WY
Hord

I read English content
shared in Honkai Star
Rail groups or
communities that [
follow.

27

42

24

=
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(Saya membaca
konten bahasa Inggris
Honkai Star Rail yang
dibagikan di grup atau
komunitas yang saya

ikuti).

Serrergy o Sersanay oy ySern ey ey
oot e Pt ot PG et

&

I read English game
guides or wikis to
improve my Honkai
Star Rail gameplay.

(Saya membaca
panduan permainan
atau wiki berbahasa

Inggris untuk
meningkatkan
gameplay Honkai Star
Rail saya).

28

40

18

I voluntarily read
English texts
unrelated to academic
requirements.

(Saya secara sukarela
membaca teks bahasa
Inggris yang tidak
terkait dengan
persyaratan
akademis).

34

37

23

I feel excited to start
reading a new English
text.

(Saya merasa
bersemangat untuk
mulai membaca teks
bahasa Inggris baru).

20

33

35

I maintain a positive
attitude toward
reading English

materials.

(Saya memiliki sikap
positif terhadap
membaca materi
bahasa Inggris).

24

52

16

_.
e

I persist in reading
even when texts are
challenging.

24

49

18
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(Saya tetap membaca
meskipun teksnya
sulit dibaca).

SRR e BT R B F S S R

1.

I also discuss
interesting parts of
English with the
groups or
communities that [
follow.

(Saya ikut membahas
bagian-bagian
menarik dari bahasa
Inggris dengan grup
atau komunitas yang
saya ikuti).
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31

37
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12.

I feel accomplished
after understanding
complex English
texts.

(Saya merasa berhasil
setelah memahami
teks bahasa Inggris

yang rumit).

33

40

19

13.

I actively look for
English resources
about topics I enjoy.

(Saya secara aktif
mencari sumber daya
bahasa Inggris
tentang topik yang
saya sukai).

30

45
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14.

I try different
strategies (e.g.,
dictionaries, or online
translator tool) when
facing reading
difficulties.

(Saya mencoba
berbagai strategi
misalnya, kamus, atau
alat penerjemah
daring ketika
menghadapi kesulitan
membaca).
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37

24
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p— Strongly . St.rongly
IR A Agree | Neutral | Disagree | Disagree
S et D gree gree (Tidak | (Sangat
= 59 el 7| NO Reversed Score (Sangat | (Setuju) | (Netral) . .
D 8 Setuju) @) 3) Setuju) Tidak
So, TS X @) Setuju)
oY (1) (5)
g G ) I feel bored while
= ,.\ reading English texts.
Z = ¥ 15, (Saya merasa bosan 8 6 >0 27 8
r% é ¥ saat membaca teks
g g r bahasa Inggris).
=3 R = I struggle to
- £ 2 understand the main
= . of ideas in English texts.
: - fs. (Saya kesulitan 8 13 36 29 13
P g z memahami gagasan
£ = utama dalam teks
5 i bahasa Inggris).
2 E 58 I lack enthusiasm for
25 2 English reading
g activities.
% 17. (Saya kurang antusias ! H 3 35 14
3 dengan kegiatan
g membaca bahasa
g = Inggris).
2 ESE I avoid reading
= &%F English materials
_5 5 o E unless necessary.
= 222 | 8| (Saya menghindar 8 1 30 32 18
g Fao3 membaca materi
3 B o B bahasa Inggris kecuali
A B g o jika diperlukan).
g ggz I find most English
i Z g Z texts uninteresting.
T E2% | 19 (Saya merasa 2 10 28 35 24
5 &35 E sebagian besar teks
E § &2 bahasa Inggris tidak
E o £ menarik).
s S B L I skip reading English
EoE 7B game
g g :; '* 20, dialogues/storylines. 5 9 29 29 7
w & '5 F (Saya melewatkan
s 5 B membaca dialog/alur
g =) 78
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cerita game berbahasa
Inggris).

WA b |

NO

Questionnaire
(Pertanyaan)

Strongly
Agree
(Sangat
Setuju)
(C))

Agree
(Setuju)
O

Neutral

(Netral)
3

Disagree
(Tidak
Setuju)

@

Strongly
Disagree
(Sangat
Tidak
Setuju)
@

Pt HoHhRptH G

21.

Honkai Star Rail’s
story motivates me to
read English lore.

(Cerita Honkai Star
Rail memotivasi saya
untuk membaca cerita

berbahasa Inggris).
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31

39
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22.

I enjoy deciphering
English quest
descriptions in the
game.

(Saya senang
menguraikan
deskripsi misi dalam
bahasa Inggris di
dalam game).

19

35

34

23.

Discussing Honkai
Star Rail lore in the
Group or
communities that [
follow enhances my
reading interest.

(Membabhas alur
cerita Honkai Star
Rail di Grup atau

komunitas yang saya
ikuti meningkatkan
minat baca saya).

22

33

34
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Learning new
vocabulary through
Honkai Star Rail
makes reading more

engaging.

(Mempelajari
kosakata baru melalui
Honkai Star Rail
membuat membaca
lebih menarik).
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Reading interest respondents’ answer

Case Summaries’
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APPENDIX 2

Validity & Reliability Test

Validity | Reliability
f NO Frequency of Playing Honkai Star Rail
T R Hit R Table | Keterangan Cﬁ)lri);l;ch Keterangan
£ L 0.157 0.281 INVALID ] ;
2 0.365 0.281 VALID 0.857 Reliable
T3, 0. 341 0.281 VALID 0.857 Reliable
L 4 0.361 0.281 VALID 0.857 Reliable
s, 0.446 0.281 VALID 0.857 Reliable
6. 0.226 0.281 INVALID ] ]
i 7 0.291 0.281 VALID 0.857 Reliable
8. 0.369 0.281 VALID 0.857 Reliable
9. 0.366 0.281 VALID 0.857 Reliable
10. 0.352 0.281 VALID 0.857 Reliable
11. 0.553 0.281 VALID 0.857 Reliable
12. 0.065 0.281 INVALID . -
13. 0.487 0.281 VALID 0.857 Reliable
14, 0.354 0.281 VALID 0.857 Reliable
15. 0.433 0.281 VALID 0.857 Reliable
16. 0.285 0.281 VALID 0.857 Reliable
17. 0.338 0.281 VALID 0.857 Reliable
18. 0.564 0.281 VALID 0.857 Reliable
19. 0.269 0.281 INVALID ] -
20. 0.221 0.281 INVALID ] -
21. 0.393 0.281 VALID 0.857 Reliable
22. 0212 0.281 INVALID - -
23. 0.417 0.281 VALID 0.857 Reliable
24, 0.366 0.281 VALID 0.857 Reliable
25. 0.240 0.281 INVALID ] ]
26. 0.624 0.281 VALID 0.857 Reliable
27. 0.432 0.281 VALID 0.857 Reliable
28. 0.634 0.281 VALID 0.857 Reliable
29. 0.589 0.281 VALID 0.857 Reliable
30. 0.546 0.281 VALID 0.857 Reliable
31 0.510 0.281 VALID 0.857 Reliable
¥ 30 0.549 0.281 VALID 0.857 Reliable
£ 33 0.484 0.281 VALID 0.857 Reljable
34, 0.592 0.281 VALID 0.857 Reliable
: 35, 0.390 0.281 VALID 0.857 Reliable

LugeIpuy peist




ESSAILIT NO Reading Interest

() O 1. 0.606 0.281 VALID 0.951 Reliable
oy 2. 0.786 0.281 VALID 0.951 Reliable
f 3. 0.681 0.281 VALID 0.951 Reliable
g oo R 4 0.855 0.281 VALID 0.951 Reliable
= E =k S 0.738 0.281 VALID 0.951 Reliable
5 I 0.785 0.281 VALID 0.951 Reliable
5 = E 7 0.852 0.281 VALID 0.951 Reliable
@) s & 8. 0.814 0.281 VALID 0.951 Reliable
g = ) 0.838 0.281 VALID 0.951 Reliable
z =& 10 0.638 0.281 VALID 0.951 Reliable
= = T 0.658 0.281 VALID 0.951 Reliable
2 = r 12 0.565 0.281 VALID 0.951 Reliable
5 c % 13, 0.784 0.281 VALID 0.951 Reliable
: z 14. 0.506 0.281 VALID 0.951 Reliable
=X 15. 0.596 0.281 VALID 0.951 Reliable
: 3 7 16. 0.482 0.281 VALID 0.951 Reliable
8 > 2 17. 0.701 0.281 VALID 0.951 Reliable
2 5z 18. 0.720 0.281 VALID 0.951 Reliable
2 Eg£3 19. 0.670 0.281 VALID 0.951 Reliable

s R E 20. 0.156 0281 | INVALID : i
S EEE 21. 0.651 0.281 VALID 0.951 Reliable
s ErE 22. 0.647 0.281 VALID 0.951 Reliable
5 Zag 23. 0.743 0.281 VALID 0.951 Reliable
e ~8 8 24. 0.429 0.281 VALID 0.951 Reliable
g Fgs 25. 0.680 0.281 VALID 0.951 Reliable
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Reading Interest Items SPSS Output

Correlations
P P2 F3 al Ps Po #7 [ P P10 Pt P12 [at] P15 P15 P18 P19 P20 Pat ] P2 P P25 TOTAL
(] P Pearson Cofrelaion 1 559" 560 502" 545 408" an 381" 402" T A48 2007 265 173 383 418" 062 a7 287 s o73 1m0 608"
- : e Sig. (-taded) <00 <001 <001 <00 004 <001 004 <001 a0 043 086 M oo 003 &L 04 064 008 89 e <ot
(] E 83 Tpp Pearson Comelation 1 N s 581 685" 760" 894" 25" 428" 287 3" 399" 872’ 37" -081 481" 0 ELTy 505"
o Zog R N A= PSR I rr—rm o B o1 7 o0 Mo M523 = 0 0
= M = n 1] 4 1] 1] 4 “ 4 L) s 1} L] 49 L] 48 4 @ 0] 4 4 48 4 ]
5 o o ER— (o T T A T e e et ARSI T I T B I T I
=IO 7| Sig. Qamea) o o oo <om oo <on <o eqor Wi e om w1 <oo e <o me <om s o <owt
S == W m W w e a e n  w  w al o] ol a] w| o] ul e e a] =] o] a
et w T Pearsen Comelation 504" 1 3r 8" 8" 879" 7" nr 411 300" 288 Uil 534" 556" 735" 500" ~015 487" 5" £ ass” ss”
B o= Sig. (binted) <01 w001 g0t epm so0 <g00 s om o T R T R T as e <om a08
i ] i H 0 " “ 0 “ “ o o " 0 “ .u “ B 0 " “ M “
W2 m5 P5 Pearsen Comelaion T 1 et we g awt s s Ty i TR T o T T TF T S T PPy 0%
g s a Sig. (2aed) <ot <p0t <o omt 00 <m0t <p0t <001 <000 on 7 0 «om <00t <00t o om I oo 07
= {=r n M “ " " “ . m . 0 " ) 4 9 ) 19 4 ) " “ ) I
B T R e e w0 me w wt w w m N T N S T TR
T g, (asea) 105 <om <o <ot 3] o 82 <o <om <ot 104 s 0 <om <om a0
c = B8 n . w w “ . W w w “ “ . . 0 w “ ) .
B = e Pearson Conelaion 482" 618 ad” 1 747" a2 78 arg” 516" 473 7247 ser” os8 a4m” s 563" 01"
& =, 55 e <o o e o oo o <o o e e em o
= g o [0 4 " “ .9 M 4 " 4 9 19 M " " 9 ) 19
Som B om e commen s32” as” s R s 4 af” se 4" 0 0" s ger 3w
o5 = 9. @) <01 o <o <om w0z <aon w0 om o m: em aw <om <om oo
QO «w " @ “ 1 [ " W . 1 4 m M s I 4 [ m “ “ a
S 5 8 Ths puasorcomsmen 02" ss” ase” w” e o " er ETs PR en” ot os owt s wn aw
2 Bo sa cea e o w o o e
= "g =L [0 “ " M " “ ) I . “ 4 “ 19 4 “ “ ) 9
H 5 o P10 Peasmcomsaten s s 530 o 627 1 507 300 074 433 51 205 T 115
= = 5. (-4awea) <101 003 <00 o2 on2 <101 <001 106 613 a02 101 AsT 056 015 433
o= " I © M I “ . i w9 I m “ 1 M @ " " 5 I
= g PI Paarson Conslain Nt st et we a st sw” TS 2 s w o am a s s
= ) Sig (2-ased) <001 03 om oo 0B <pm <00 <000 ~om 385 29 on2 140 103 182 s <pm 158
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@ B3 Pz Pearsen comsiamon 84 ET T w8 w 514 st so7 524 1 108 05 ase ETRTH) a0 o e oz
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g. Sig. (2tased) 234 005 25 03 <0m om on3 05 813 E ) 08 152 025 o o 11 a0s a0 108 o 20
c [0 » “ “ “ . » @ “ “ “ “ “ “ . [0 @ “ “ “ ) 49
P17 Paarson Comslation ) 536 402 508’ s o0 sa1 aat 159 384 ny s 7y 1w 568 7 4w 18 EE)
— PiE Pearsen Comelation o 459 su” 728" 586" iy 4" 214 34 183 705" as3” 1 536" - 057 354" an” 210
: Sig. (2ased) 003 =001 =001 =00 <001 =001 02 A4 106 209 =001 oat =001 897 o1 0og aar
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W, [0 © “ M “ “ “ . 4 m 4 “ “ . . 4 . 9 49 4 ] “ “ 7] 49 M “
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- [0 0 [ M 1 [ " . 5 I M [ " s 5 m . 5 5 M [0 [ " ) 5
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S, (et 148 107 018 <0m <om <o0t <om 08 038 a7 03 I A% 0% <0m <om <g0n
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SPSS Reliability Test Frequency of Playing Honkai Star Rail Items Output
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APPENDIX 3

SPSS Data Analysis

1. Descriptive Statistics Output

3 &) = NEE
Bozyro B
g% p;c: PE = 0 Descriptive Statistics
= w / =]
B HE = - ‘ -
E £. @B B = K N Minimum  Maximum Mean Std. Deviation
g 8 B B o
< = 5 BB B = Frequency of Playing g9 60 132 100.36 14683
= E" E = B 5 Honkai Star Rail
50 5 =275 B
= = "’: - =2 & § Reading Interest 99 47 120 92.74 14.150
—gr & LC] ) L
Lo~ 8 5 Valid N (listwise) 99
2o 8 BEZEE
c = = kf:‘ =
T p B = 6 2 B . .
e =@ 5 = 7 £ 2. One-Sample Kolmogorov-Smirnov Normality Test Output
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& i =g
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et = B8 Asymp. Sig. (2-tailed)® 2007
= Ty o5 Monte Carlo Sig. (2- sig. 335
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B 52 g 3. ANOVA Table Linearity Test Output
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= N O LT Linearly 4324535 1 434535 26560 <o0i
'"';_: e 8 B Deviation from Linearity 7481.170 49 152677 938 589
w a2
= A ] E: Within Groups 7815.467 48 162.822
(1] n:! = E Total 19621.172 98
8 =55
=~ = oo
L BEE
S w = . . 0
B g8 2 4. Pearson Bivariate Correlation Output
3 B = E
E pE°?
—_ ==
=1 7
@ T oy =
=! “w 5 - .
B E » & Correlations
= e B
; &8 £ Frequency of
2 UE g & Playing
= S 88 Honkai Star Reading
= = 5 Rail Interest
= = -
Q. g g_ Frequency of Playing Pearson Correlation 1 469
2 £ E g Honkal Star fal Sig. (2-tailzd) <001
) & = 2, - (2~ s
o ~ o B=
g o % § i 2 2
£ 9 z g Reading Interest Pearson Correlation 469 1
w w =
@ £ “% = Sig. (2-tailed) <,001
2 5 7 B N 99 99
© o — -
a = = ** Correlation is significant atthe 0.01 level (2-tailed).
@ ] =g
=} @ 2
a B ]
S : -
= =



