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Abstract

This research aims to describe the development of gamification Android-based media design related to the teaching material
of personal letters and formal letters in Grade VI of junior high school. The research method used in this study is Research
and Development with the ADDIE research design, which stands for Analysis, Design, Development, Implementation, and
Evaluation. The results of this research show that the Android-based learning media developed for personal letters and
formal letters in Grade VII of junior high school are suitable for use in school learning. This learning media can help
students understand the material more easily, increase their interest in learning, boost their motivation by presenting
engaging and non-boring media, and provide benefits to students by offering enjoyable games that are not monotonous. This
application is also beneficial for teachers as it facilitates the delivery of teaching materials and serves as a new innovation for
teachers to continually develop their creativity by utilizing available technology and adapting it to the students' needs in line
with the current era. Therefore, Android-based learning media can be an alternative learning tool that can be applied by
teachers in Indonesian language learning in Grade VII.
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1. Introduction

The world of education is inseparable from technology. From year to year, the development of technology is
moving more rapidly and sophisticated according to changes. With the development of technology, this also has
an impact on the world of education which is required to be more creative and innovative so that the credibility
of education in a country can still compete with the outside world. This is undeniably also the case with
education in Indonesia. Education is often proclaimed as a milestone of a nation's civilization. One of the keys
to a country's success can be seen through the quality of its education. Because in essence education has a role
to foster and advance the character, mind and character development of students (Syaparuddin, 2020). In
addition, education has a function to help students in social interaction, teach behavior, skills and so on to
achieve educational goals (Haderani, 2018). The function of education has also been regulated in the basic law
No. 20 of 2003 article 3 concerning the national education system which functions to develop the abilities
possessed by each citizen and form a character and civilization of the nation to educate the nation's life. Through
this law, the Indonesian government wants education to prioritize the formation of attitudes, character, and the
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transformation of philosophical values of students so that they can strengthen their sense of nationalism and be
able to compete with the world (Sujana, 2019). Therefore, as an effort to maintain the quality of education, we
need to work extra to prosper the facilities and infrastructure that support learning activities.

During the pandemic, education in Indonesia experienced various problems related to learning
effectiveness solutions. Therefore, the Kementerian Pendidikan dan Kebudayaan (Kemendikbud) decided to
regulate learning with a blended learning system that is implemented in all schools in Indonesia. According to
Yusuf (Yusuf, 2020) blended learning is a learning model that combines online and offline learning. The
blended learning model has many advantages including increasing student motivation and learning outcomes
when compared to conventional learning models. Even learning with this blended learning model is also
considered a practical model to be applied in schools (Anggreni et al., 2020). However, after being evaluated
together, the problems in education do not only stop at the learning system but also include the media used by
teachers in teaching. We need to know together that schools have a function to improve the quality of education,
so that a teacher is also required to always learn and upgrade abilities or skills in order to create better quality
learning for students. Then, schools also have a role to train teachers to be more competent, professional and
able to overcome the problem of boredom factors in students' learning by making interesting media.

Learning media is often interpreted as a tool to convey a message. According to Daryanto (via Hamid et
al., 2020) learning media is a tool used to provide messages, stimulate thoughts, interests and attention of
students in learning activities so that learning objectives are achieved. A medium is usually created to facilitate
the way of communication between students and their teachers and one form of learning media is gamification.
Gamification is a learning technique or method inspired by a game. Gamification uses a learning approach in the
form of games or video games to motivate, interest and inspire learners to always do learning activities.
Gamification as a concept of game-based mechanics is used to promote learning and become a solution to solve
problems in teaching and learning activities. By using gamification, learners will be required to fully participate
in the game so that it can motivate learners to carry out complete learning activities (Jusuf, 2016). We can
design this gamification media independently in the form of an android-based application. Android is an
operating system on a linux-based cell phone that has a place for people to develop an application that has been
designed. The application can be used as a medium to carry out various activities such as education, learning
media, social media and others. Android is used in this study because people are generally familiar with android
media. Apart from that, the ease of using Android is also felt by everyone starting from an open source system,
many applications are free, easy to access and download, have many variations, and have many supporting
features (Khairul et al., 2018). By using learning media in the form of this application, it can make it easier for
students to access learning media so that learning activities can be carried out both in class and outside the
classroom.

The gamification application is also one of the efforts to utilize media that we can use in the digital
learning process. In its use, students can use devices, laptops, computers and so on to access the application.
The selection of this media was made because of the urgency and demands of an all-digital era and competition
in the world of education which requires every student and teacher to be literate in developing technology. This
gamification media also presents a fun, concise and easy-to-understand learning process for students and as a
solution to the problem of making interesting media at the junior high school level in the world of education. In
addition to the ease of accessing media, this application can also provide a fun learning effect because the model
used in this learning is a game model or game that is in great demand by students. Therefore, the use of this
application is expected to be the right choice to be used as a way out of Indonesian learning problems. Because
the core or subject of Indonesian learning problem is learning that tends to be boring, uninteresting, monotonous
and does not provide any benefits or benefits. The factor causing the problem is because students' interest in
learning Indonesian subject is very low. This is evidenced by the number of students who consider Indonesian
lessons trivial because they are considered easy and not too important. In fact, if we dig deeper the many
benefits we get when learning Indonesian, such as the ability to speak, write, listen, and read in order to interact
with the outside world (Sujinah, 2020). Therefore, in this study we need an innovation in learning media that
can change the perspective of students on Indonesian learning and can attract students to recognize and dig
deeper into Indonesian lessons. As explained in Yildirim's research (Yildirim, 2017) That this gamification
media can have a positive impact on learning, namely increasing achievement and influencing student attitudes.
This is because in its application this media can hone the ability and improve the skills of students in learning.
This medium is also very effective in its use and facilitates the understanding of the material because it is
presented in the form of a game. Thus, the media can provide attraction to students while still applying aspects
of work, aspects of information and aspects of knowledge (Suwarno, 2015).
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The reason for choosing the research topic conducted by the researcher was based on observations or initial
observations that had been made during the PLP 1 period at SMP Muhammadiyah Piyungan and at SMP
Muhammadiyah Sewon, there were several obstacles found in accordance with the problems raised in this study.
Obstacles found at SMP Muhammadiyah Piyungan based on the results of an interview with one of Indonesian
teachers include the following. 1) Some learning media used by teachers are in the form of LKS, power point
and canva, but students' interest in learning is still lacking. 2) The learning media used by teachers is less varied
so that students find it difficult to understand the subject matter. 3) Teachers have maximized making learning
media that are interesting and not boring for students, but the teacher's difficulty in making interesting learning
media is based on lack of training in making learning media. 4) Allocation of time and insufficient budget to
conduct training activities for learning media development. 5) The interest in learning students is very low in
Indonesian subjects because they are considered boring.

Obstacles that occur at SMP Muhammadiyah Sewon include: 1) The media used by teachers is only
limited to power points. 2) In learning activities, students have difficulty being invited to discuss so that the
teaching and learning process is less interactive. 3) During the transition of offline learning to online, the
government provides a policy for every school to conduct online learning, namely by using gadgets (laptops or
cellphones) to access websites or online learning links (Khurriyati et al., 2021). However, as a result of online
learning that uses devices, many students are addicted to online games and this has an impact on students'
interest in learning, decreased knowledge, to a decrease in achievement. 4) Activities carried out during
classroom learning are predominantly active teachers than students. However, teachers still condition students to
be more optimal in learning. 5) The transition of the K-13 curriculum to an independent curriculum has caused
the implementation of the independent curriculum to not run optimally.

In this research, the author also raised the text material of personal letters and formal letters as an
alternative teaching material to be tested. The text of personal letters and formal letters are included in the
learning materials of class VII even semester in the independent curriculum teaching module. The use of this
material is used as a research subject because of the many obstacles found during learning related to linguistic
material such as words and sentences, determining the main idea, determining elements, determining the main
idea and vocabulary contained in the text material of personal letters and formal letters, poetry texts and review
texts. Although the teacher has provided an explanation of the material using appropriate media, there are still
many students who do not understand the material delivered by the teacher. Based on these data, the urgency of
this research is to develop an android-based gamification media that is associated with learning the text of
personal letters and formal letters of grade VII junior high school. In connection with this, in this study
researchers will develop a learning media with the research title “Development of Android-Based Gamification
Media Design for Personal Letters and Formal Letters of Junior High School Class VII" as an effort to
overcome the problem of developing learning media that is interesting for students.

2. Research Methods

a. Types of Research

The type of research used is research development or Research and Developent (R & D). Development
research is an effort to develop and produce a product in the form of materials, media, tools, or learning
strategies, used to overcome learning in the classroom (Tegeh, Jampel and Pudjawan, 2015). According to
Sugiyono (2016) this method can be used to produce a product and test the effectiveness of the product. Another
opinion came from Sukmadinata (via Mugdamien et al., 2021) who explained that R&D is a process or step used
by someone to develop a product or perfect a product so that the product can be accounted for. This method aims
to be able to produce new products through the development stages and can be used in accordance with the
purpose of the development. The steps in research and development carried out for the development of android-
based gamification media applied to the text of personal letters and formal letters will be explained as follows.
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Analysis

Implementation Evaluation Design

Development

Figure 1. Steps to use the Research and Development (R&D) method

b. Development Procedure

The development procedure in this study uses the ADDIE development model. The ADDIE method is used
in designing interactive applications for systematic learning and learning (Sahfitri &; Hartini, 2019). The stages
in ADDIE development consist of Analisys, Design, Development, Implementation, and Evaluation which are
stages to design and develop an effective and efficient program. These stages will be described as follows.
1) Analysis

The stages of analysis in this study are divided into three, namely the stage of performance analysis,
analysis of student needs and analysis of learning outcomes which will be described as follows.

a)

b)

c)

Performance analysis is carried out by identifying problems faced by schools and teachers so far. In this
case, researchers select problems to be given a solution, namely related to learning media to be
improved and developed in accordance with the obstacles faced by students.

Analysis of the needs of students who are targeted in the use of Android-based gamification media. In
this stage, researchers determine feasible media to be developed according to the needs of students in
learning in order to increase interest in learning, motivate students and increase learning effectiveness.
Curriculum analysis is carried out by reviewing the characteristics of the curriculum applied in schools.
The curriculum review is carried out so that the products developed by researchers can adjust the
curriculum applicable in schools. Curriculum analysis is applied to find learning objectives and learning
outcomes that will be applied in the classroom.

2) Design

a)

b)

c)

The stages of design or product design in this study will be described as follows.

Design creation

At this stage the researcher makes a concept of the overall image that will be displayed in the
application. With the concept of design drawing, it can make it easier for researchers to make learning
media.

Material assignment

At this stage, researchers choose classes and materials that will be the subject of research. In this study,
the material that has been set to be tested is the text material of personal letters and formal letters of
class VII junior high school. The selection of this material is based on the problems found by
researchers, namely students difficulties in language material and determining the elements of the text
of personal letters and formal letters. In addition, teachers also have difficulty in making media that is
attractive to students. Therefore, the text material of personal letters and formal letters is determined by
researchers to overcome these problems.

Preparation of materials, questions and answers

The questions and answers in this study are presented in the form of puzzle games and right and wrong.
The material discusses the text of personal letters and formal letters such as understanding, linguistic
characteristics, functions, elements, examples of personal letters and formal letters, types of greetings,
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and types of formal letters. While in the preparation of learning materials, questions and answers are
arranged through Ms. Word files.
d) Assignment of images, audio, fonts, animations and features
At this stage researchers collect and determine images, audio, fonts, animations and features that will be
applied in the application. This activity is carried out with the aim of identifying images, audio, fonts,
animations and features that are suitable to be presented in learning media to be more interesting and
provide effectiveness in learning. Creating an application design using corel draw.
3) Development
At this stage, researchers design the initial media. The steps in this stage of development are as follows.
a) Creating products in the form of Android-based game applications
At this stage, researchers create media in the form of game applications or games that have been set
with the Adobe Animate application. The format applied to the android is android application package.
The media developed is also different from the media commonly used in schools in terms of design.
This is because this media is equipped with puzzle-shaped games and right and wrong.
b) Product validation by material experts, media experts and teaching experts
In this process, material experts and media experts will validate and provide criticism, suggestions,
input to make improvements or revisions to the material and media to be developed as research
products before conducting trials for students. Then, teachers Indonesian as learning practitioners
Indonesian will validate and provide criticism, suggestions, input to make improvements or revisions to
the media to be developed as research products before conducting trials on students.
¢) Revise or improve learning media in accordance with input and suggestions provided by material
experts, media experts and linguists. From these improvements will be found a comparison between the
media before revision and after revision or improvement.
4) Implementation
At this stage, research products will be implemented by conducting trials and comparing the effectiveness
of products in experimental classes that use gamification media and control classes that do not use
gamification media. Furthermore, a pre-test and post-test were distributed to measure and find out the
response of students to the media in the trial, namely game applications, text materials, personal letters, and
formal letters.
5) Evaluation
At this stage, the product developed in the form of a game application is evaluated and revised at the final
stage based on input and suggestions that have been given by students or teachers during the
implementation stage.

3. Results and Discussion

Result

The development of Android-based gamification media design is a research aimed at testing the
effectiveness and efficiency of time in learning. This research is a form of independent learning transition to
meet the needs of students who follow the development of an all-technological era and assist teachers in
increasing creativity in managing learning media. Therefore, this research is used to help the problems faced by
teachers at SMP Muhammadiyah Piyungan, especially in Indonesian subjects so that students are enthusiastic
about learning and make it easier for students to understand the subject matter with the playing method. The type
of research used in this study is in the form of Research and Development (R&D) research with ADDIE design
which will be described in the stages as follows:

1) Analysis

In the analysis stage that needs to be done by researchers to develop android-based gamification media on
the text of personal letters and formal letters, namely reviewing performance, student needs, and curriculum
applied in schools.

a) Performance analysis

Based on the analysis conducted by researchers, several problems were found in the Muhammadiyah
Piyungan Junior High School related to the learning media used by teachers and the obstacles experienced by
students in learning. In this stage, researchers make observations and interviews with teachers in Indonesian
subjects related to problems that are usually found in schools. The main obstacle that occurs is that students have
many difficulties understanding material related to linguistic material, determining the main idea of a paragraph,
determining the elements of the letter text, determining the main idea, one of which is found in the text material
of personal letters and formal letters. In addition, teachers also experience obstacles in making interesting
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learning media for students. Thus, many students have difficulty in understanding the material presented.
Usually, teachers only display power points or canva in learning so that it does not attract students' interest in
learning. The presentation of the material used by teachers also tends towards conventional which applies
learning with a lecture system. The learning is considered ineffective because it causes students to be passive in
learning compared to teachers. In addition, many students experience addiction to online games and this has an
impact on students' interest in learning, decreased knowledge, to a decrease in student achievement. Therefore,
based on the problem data, researchers developed android-based gamification media on the text of personal
letters and formal letters applied in class VII.

b) Learner needs analysis

Based on observations and the results of the analysis of student needs, there are several things that become
outline points that are the problem of most students at SMP Muhammadiyah Piyungan, including media that
have been used by teachers in monotonous learning and sometimes do not use media at all. Thus, this has an
impact on the understanding of student material and reduces the enthusiasm of students in learning. In learning
text materials, personal letters and formal letters, many students do not understand the linguistic characteristics
and elements contained in personal letters and formal letters. This is because in learning, usually the media used
is in the form of student worksheet books and the method of delivering material used by teachers using a lecture
system so that the learning process has not been maximized. In addition, in this era of technological development,
teachers have never applied learning using applications and the factor of student saturation in learning has an
effect on decreasing the value of learning completeness scores. For this reason, a new breakthrough is needed in
the use of media using technology to make learning more varied, innovative and the time used more efficient.
Therefore, the development of android-based gamification media on the text of personal letters and formal letters
is expected to be a solution in learning activities at SMP Muhammadiyah Piyungan so that learning is maximized,
increases students' understanding in learning, and students can learn independently by utilizing the applications
that have been given.

c¢) Curriculum analysis

In this stage, the material used is class VII Indonesian material that applies the latest curriculum, namely
the independent curriculum. In the independent curriculum, the learning model used is an integrative learning
model. The independent curriculum includes the identity of modules containing names, levels or classes, time
allocation, number of students, pancasila student profiles, learning models, phases, elements, learning objectives,
keywords, general descriptions of activities, lighter questions, facilities and infrastructure, learning outcomes,
skills and knowledge, methods, and main learning activities. We can see the appearance of the module identity
through the following image.

Asal sekolah SMP Muhammadiyah Piyungan Mata Pelajaran Bahasa Indonasia
Alokasi Waktu 15.P Jumlah peserta didik 2
600 menit
Profil Pelajar Pancasila + Gotong Royang Model Pembelajaran Tatap muka
+ Beriman dan Bertaqwa kepada Tuhan YME dan
Berakhiak Mulia
« Krealf
Fase D Elemen Menyimak, membaca, menulis, dan berbicara
Tujuan Pembelajaran + Peserta didik mampu mengidentifikasi informasi dan menganalsis fsi dan tujuan surat pribadi dan surat resmi
+ Pesarta didik mampu menelaah unsur-unsur surat pribadi dan sural resmi
+ Peserta didik mampu membandingkan sural pribadi dan surat resmi
+ Peserta didik mampu menuks sural pribadi dan sural resmi
Kata Kuncl Surat priba, sural resmi, unsur-unsur surat, jenis-jenis pembuka, kata sapaan, kata baku dan tidak baku
Deskripsi Umum Kegiatan + Mempersiapkan pembelajaran
+ Menyiapkan materi
« Mengerjakan LK
+ Kepiatan pembelsjaran (awal, in, dan penutup)
+ Refleksi
« Mengulang Kembali mater
Pertanyaan pemantik + Pemahkah kakan membuat surat?
+ Jika permah, surat apa saja yang pernah kalian kirim alau lefima?
+ Apakah kalian mengetaui perbedaan antara surat pribad dan sural resmi?
|Sarana dan prasarana + Powsrpoint
v Laplop
+ Lediproyekior
» E-book
+ Speaker
+ Video pembalajaran
+ Lembar keria
(Capaian Pembelajaran IMembaca dan memirsa
+ Peserta didik mampu menganalisis dan mengevaluasi informasi melalui penilsian ketepatan gagasan, pikiran, perasaan, pandangan, arahan atau pesan yang akurat dari sure
pribadi dan surat resmi baik secara teks tulis, visual, audiovisual dengan membandingkan informasi yang didapatkan dengan pengalaman dan pengetahuannya.
+ Peserta didik mampu meniial pemilihan diksi, kosa kala, dan penyasian data sesuai dengan tpe teks dan tujuan nya
Berbicara dan mempresenasikan
« Peserta didik mampu menyampaikan gagasan, pikiran, perasaan, pandangan, arahan atau pesan untuk memecahkan masalah dan solusi dalam bentuk monolog, pendapé
lisan dalam dialog secara kiils, logis, dan kreatif
+ Dalam menyampaikan gagasan peserta didik juga mampu menggunakan kosa kata baru yang memiliki makna denotalif, konotatil, dan kiasan sesuai dengan tipa teks
pendengar, norma kesopanan, dan tujuan dakam berkomunikasi
ilan dan - dan isi dan tujuan sural pribadi dan sural resmi (Menyimak dan membaca).
+ Menglaah unsur-unsur surat pribadi dan surat resmi (menyimak, membaca, dan berbicara).
« Membandingkan surat pribadi dan surat rasmi (Menyimak dan berbicara)
Wetode « Diskusi Presentasi
+ Latihan Evaluasi
« Penugasan 3
Kegiatan Pembelajaran Utama + Individy -
+ Berkelompok (2-4 orang)

Figure 2. Identity Informal Letter and Formal Letter Module
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The reason researchers use the text of personal letters and formal letters of class VII as research subjects is
because in the material of personal letters and formal letters, many students do not understand the linguistic
characteristics and elements contained in personal letters and formal letters. Therefore, the results of curriculum
analysis can be used to formulate Learning Objectives and Learning Outcomes which will be presented in the
following table.

Table 1. Curriculum Analysis Results

Learning Objectives

Learning Outcomes

1. Get to know personal letters
and formal letters, analyze the
form, content and purpose of
personal letters and formal
letters, and understand the
content of personal letters and
formal letters.

2. Recognize the difference
between linguistic
characteristics, forms,
objectives and describe the
elements contained in personal
and formal letters.

3. Make a comparison between
the elements of a personal letter
and an formal letter by paying
close attention to the elements.

Able to analyze and assess
appropriately related to the
information presented in the
form of ideas, thoughts,
feelings, views, directions or
accurate  messages  from
personal letters and formal
letters both in the form of
images, images and sounds
as well as related to the sense
of hearing with experiences
that have been experienced
by students.

Able to assess the use of
diction, vocabulary, and data
usage in accordance with the
text of personal letters and

formal letters.

3. Able to convey ideas,
thoughts, views, directions or
messages to find solutions to
a problem both orally and in

writing.

4. In  expressing opinions,
students also use new
vocabulary that has

denotative, connotative, and
figurative  meanings by
paying attention to the norms
of politeness and the purpose
of communicating.

In the independent curriculum, Core Competencies have been changed to Learning Outcomes while Basic
Competencies have changed their terms to Learning Objectives. Learning objectives and learning outcomes have
been arranged systematically according to the needs of students. The material applied in the media has also been
adjusted to the Indonesian textbooks and student competencies. In this learning students will be trained to know,
explore, analyze and convey arguments or opinions related to the information obtained by students. Learners can
also learn new vocabulary related to the text of personal letters and formal letters.

2) Design

At this stage, researchers design concepts that will be included in Android-based gamification applications
that will be applied in junior high schools. The first step that needs to be done by researchers is to make a design.
The design of the application includes font assignment, animation used, application title, front page cover,
application background, music, application usage instructions, learning outcomes, learning materials, games, and
application developer profiles. In the initial design stage, researchers collect game references and concept images
that will be applied in the game. Then, the researcher consulted the supervisor regarding the draft learning
application that had been determined and the type of game applied in the application. Furthermore, the
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researcher determined the material used in this study, namely the text of personal letters and formal letters then
compiled the material into the application. The gamification learning application design can be seen through the
following image:
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SURATPRIBADI

SURATRESMI

Figure 3. Application Cover
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CAPAIAN
PEMBELAJARAN
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Tombol untuk menuju halaman menu utama

Tombol untuk menuju halaman submenu materi
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Tombol untuk keluar aplikasi

Figure 5. Application Instructions

Tombol untuk menghidupkan/mematikan suara latar

Tombol untuk menuju halaman sebelumnyarselanjutnya

o

O

1. Pengertian Surat Pribadi Dan Surat Resmi
Surat pribadi bersifat private atau hanya diajukan untuk keperluan pribadi
sesearang, misalnya menyapa sahabat lama atau keluarga. Surat resmi
bersifat resmi yang biasanya dibuat oleh sebuah instansi yang ditujukan
ke instansi yang lain dengan tujuan tertentu, misalnya surat perjanjian
dan surat undangan.

2. Ciri Kebahasaan Surat Pribadi
@ Pilihan kata sapaan bersifat pribadi (kata emotif dan ekspresif)
© Menggunakan bahasa santai tapi sopan.
# Ragam bahasa tergantung penerima surat (bahasa surat untuk ibu
beda dengan bahasa surat untuk teman).
# Menggunakan sapaan dan kata ganti orang pertama (pengirim) dan
kata ganti orang kedua untuk penerima.

»

Figure 6. Personal Mail Materials

1. Ciri Kebahasaan

4 Pilihan kata sapaan bersifat formal dan baku

@ Bahasa formal

 Pilihan ragam bahasa resmi/baku

© Menggunakan ejaan dan tanda baca yang sesuai (misalnya huruf
kapital, tanda titik, tanda koma dll)

@ Menggunakan kata ganti orang pertama (pengirim) dan kata ganti
orang kedua (penerima) yang formal

2. Fungsi Surat Resmi

Pedoman pekerjaan;

Alat pengingat atau arsip bagi instansi;

Bukti perkembangan suatu instansi atau lembaga (sebagai legalitas);
Alat bukti seperti surat perjanjian.

»

Figure 7. Formal Letter Materi

al

O n X

0

Perbedaan surat pribadi dan surat resmi antara lain sebagai berikut:

Unsur Surat Surat Pribadi Surat Resmi

Kop surat

Nomor surat

Tanggal surat

Alamat surat

Lampiran

¥
Jeniseais

Pombulaan
Pada Sumat

=l

Figure 8. Material Comparing Elements of Letters

Perihal

Salam pembuka

CCCYKKNKS

Isi surat

‘ AP SENPA P

Figure 9. Greeting Variety Mate

rial

o @00

1. Menanyakan kabar

Hai, Ella, apa kabar? Sudah lama sekali aku tidak mendengar kabar
darimu. Semoga kamu selalu bahagia dan mendapat banyak pengalaman
di SMP barumu.

Mengungkapkan perasaan

Andi, aku senang sekali mendapat kiriman surat darimu! Kabarku tentu
baik-baik saja.

Memperkenalkan diri

Bapak Presiden yang terhormat, saya Ganis, siswa kelas tujuh SMP
Bintang Indonesia. Saya tinggal di Kota Sumedang. Akhir-akhir ini saya
merasa khawatir melihat makin maraknya iklan rokok di televisi. Tak
hanya itu saja, bahkan di sekitar saya makin banyak orang yang merokok.

N

w

=S

Figure 10. Material Types of Opening to the Letter
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Figure 11. Material for Writing Informal Letters and Figure 12. Game View
Formal Letters

Menulis Surat Pribadi Dan Surat Resmi
Kalian telah membaca beberapa contoh surat pribadi dan surat resmi. Kalian
pun telah mencermati bahwa situasi komunikasi yang berbeda akan
menimbulkan cara berkomunikasi yang berbeda pula. ingatlah bahwa:

1. Kalian harus berkomunikasi dengan santun. Karenanya, kalian harus
menyesuaikan pilihan kata dan sapaan dengan penerima pesan atau
surat. Kalian tentu menggunakan bahasa resmi ketika meminta izin
kepada kepala sekolah untuk menggunakan fasilitas sekolah
sementara kalian dapat menggunakan bahasa yang lebih akrab dan
bebas ketika menulis surat kepada teman; dan

2. Surat pribadi dan surat resmi memiliki unsur yang berbeda,
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Figure 13. Puzzle Games Figure 14. The Game of Right and Wrong
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Figure 15. Developer Profile

3) Development

This stage is carried out after the design stage has been set. At this stage, researchers develop products that
have been designed in accordance with the application concept that has been set. In the first part there is an
application cover. The cover consists of an animated image, application title, name, and home animation design.
The title of the application is Media Pembelajaran Interaktif Surat Pribadi & Surat Resmi by the name of the
application developer, Diana Oktaviana. On the homepage or main menu there are five doors consisting of
instructions, learning outcomes, materials, games and application developer profiles. First, the instructions are a
section that contains instructions for using the application consisting of a button to go to the main menu, a button
to go to the material submenu page, a button to turn background sounds on and off, a button to go to the previous
or next page, and a button to exit the application. Second, learning outcomes consist of learning objectives and
competency achievements that will be completed in learning through applications. Third, learning materials
consist of formal letter materials, formal letters, comparing elements of personal letters and formal letters, types
of openings to letters, various greetings, and writing letters. Fourth, the game menu consists of two types of
games, namely crossword puzzle games containing five questions and right and wrong games containing five
questions. Fifth, the developer profile consists of two author identities, namely Diana Oktaviana as an
application developer and Dr. Purwati Zisca Diana, M.Pd. as a supervisor. The next step is to conduct validation
tests for material experts, media experts, and teaching experts. After getting input, both criticism and suggestions,
the researcher then revises the product.

130



Development of Android-Based Gamification Media Design for Personal Letters and Formal Letters Material

in Grade VII

4) Implementation
At this stage, researchers test products in classes that have been determined as experimental classes and
control classes. In this case, students who become experimental classes and control classes enter the population
of test subjects. The first step taken is to give pre-test questions to two classes, namely class VII B and class VI
C. After getting the results of the pre-test score, class VII B with the highest average score is determined to be
the control class and class VII C with the lowest average score as the experimental class. Furthermore,
researchers provided material to the control class using Power Point media while in the experimental class
using learning media in the form of applications. After providing the material, researchers submitted post-test
questions to see the average results of the scores obtained from each class. The value of the pre-test and post-test
results is then processed to test the effectiveness of application development carried out by researchers. Then, the
researcher provided a questionnaire sheet for students' responses to the applications that had been used. The
following is the data from student responses:

Table 2. Student Response Results

No Assessed Aspects Student Answer Information
Percentage
Results

1. The material presented in the application is very 85% Very Feasible
clear

2. The questions given in the application are very 7% Proper
clear and easy to understand

3. The language used by the application is correct 78% Proper

4, The application can increase interest in learning 75% Proper

5. I understand the material easily 74% Proper

6. The presented application is not monotonous 62% Proper

7. The design displayed in the application is very 73% Proper
attractive

8. The game presented is fun 75% Proper

9. The  application can  improve  student 75% Proper
understanding

10. I feel the benefits of using the application in 65% Proper
learning activities

11. The application makes me eager to learn 79% Proper

12. The application is not boring 73% Proper

5) Evaluation
At this stage, products that have been developed, validated, and implemented in schools then assess the
results that have been done. At this stage, researchers test the results of the data that has been obtained to test its
feasibility and effectiveness. This is done so that researchers can revise the product if the product developed still
needs to be improved.
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Based on the results that have been obtained from validation experts and student responses, the
development of Android-Based Gamification Media Design for Personal Letters and Formal Letters of Junior
High School Class VII can be categorized as "Very Feasible" products for use in daily learning at school. Any
criticism and suggestions given can be used to improve the quality of applications that have been developed by
researchers.

4. Conclusion

From the results obtained by the research on Android-based gamification media design development on the text
of personal letters and Class V11 formal letters, it can be concluded that this research aims to describe the results
of the Development of Android-Based Gamification Media Design on Personal Letter and Formal Letters of
Junior High School Class VII. At the development stage, researchers use the type of Research and Development
(R&D) research with ADDIE research design which includes the stages of analysis, design, development,
implementation, and evaluation. In the first stage carried out by researchers is to analyze problems that exist in
schools, the needs of students, and analyze the curriculum used in schools. At this stage, researchers make
observations and interviews with teachers to find out the problems faced in schools. Furthermore, through the
results of interviews conducted with teachers, the results of student needs were obtained. From the needs needed
by students, researchers examined the curriculum used in grade VII until from the results of the analysis data
researchers developed gamification media to overcome problems in schools. Second, design the application
media to be developed. At this stage, researchers design the use of letters, application titles, front page covers,
menu backgrounds, music, application usage instructions, learning outcomes, learning materials, games, and
application developer profiles. In addition, researchers also conceptualize the material used, questions used for
application, prepare modules, make learning objectives and learning outcomes. Third, develop gamification
application media that has been designed and conceptualized. At this stage the application is developed in
accordance with the form that has been conceptualized by the researcher, then conducts validation tests to
material experts, media experts, and teaching experts. Fourth, implement products that have been developed to
schools. At this stage, researchers provide pre-test and post-test questions to the class to be tested. The problem
is used to determine which class is the control class and the experimental class. The pre-test and post-test
activities are used to measure students' understanding before being given material and after being given material
using the application. Then, from the pre-test and post-test result data, these values are processed to see the
feasibility and effectiveness of the developed media. Fifth, evaluate products that have been developed based on
assessments from validation experts and student responses to achieve applications that can provide benefits to
students.
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