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KEYWORD  ꢀ ABSTRACTꢀ  

Researchꢀ onꢀ theꢀ useꢀ ofꢀ learningꢀ mediaꢀ hasꢀ greatꢀ significanceꢀ inꢀ  
helpingꢀ teachersꢀ andꢀ studentsꢀ overcomeꢀ learningꢀ challenges.ꢀ Theꢀ  
latestꢀ innovationꢀ inꢀ thisꢀ researchꢀ isꢀ theꢀ developmentꢀ ofꢀ Android-  
basedꢀgamificationꢀ learningꢀmediaꢀtargetedꢀatꢀhighꢀschoolꢀgradeꢀXꢀ  
studentsꢀ inꢀ learningꢀIndonesianꢀhikayatꢀtext.ꢀTheꢀresearchꢀaimsꢀtoꢀ  
analyzeꢀtheꢀneedꢀforꢀlearningꢀmediaꢀforꢀteachersꢀandꢀstudents,ꢀandꢀ  
developꢀ theꢀ media.ꢀ Theꢀ researchꢀ methodꢀ usedꢀ isꢀ researchꢀ andꢀ  
developmentꢀwithꢀaꢀmodifiedꢀapproachꢀfromꢀBorgꢀ&ꢀGallꢀadaptedꢀbyꢀ  
Sugiyono.ꢀDataꢀwereꢀ collectedꢀ throughꢀ interviews,ꢀquestionnaires,ꢀ  
observation,ꢀ andꢀdocumentation,ꢀwithꢀproductꢀvalidationꢀbyꢀ threeꢀ  
experts.ꢀ Theꢀ subjectsꢀ ofꢀ thisꢀ researchꢀwereꢀ teachersꢀ andꢀ studentsꢀ  
fromꢀSMANꢀ1ꢀKalasan,ꢀSleman,ꢀYogyakarta.ꢀTheꢀresultsꢀofꢀtheꢀneedsꢀ  
analysisꢀshowedꢀtheꢀneedꢀforꢀlearningꢀmediaꢀthatꢀisꢀmoreꢀinteresting,ꢀ  
interactive,ꢀandꢀinꢀaccordanceꢀwithꢀcurrentꢀtechnology.ꢀMeanwhile,ꢀ  
theꢀ evaluationꢀ resultsꢀ ofꢀ theꢀ Android-basedꢀ gamificationꢀ mediaꢀ  
showedꢀ positiveꢀ responsesꢀ fromꢀ teachersꢀ andꢀ students,ꢀ withꢀ  
increasedꢀstudentꢀengagementꢀandꢀeffectivenessꢀofꢀmaterialꢀdeliveryꢀ  
byꢀ teachers,ꢀ asꢀ wellꢀ asꢀ students'ꢀ interestꢀ inꢀ learningꢀ andꢀ betterꢀ  
understandingꢀofꢀhikayatꢀtext.ꢀ  

Androidꢀ  
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Thisꢀisꢀanꢀopen-accessꢀarticleꢀunderꢀtheꢀCC–BY-SAꢀlicense.ꢀꢀ  

ꢀꢀꢀ  

Introductionꢀ   ꢀ
Educationꢀ todayꢀ isꢀ increasinglyꢀ influencedꢀ byꢀ theꢀ developmentꢀ ofꢀ informationꢀ andꢀ  

communicationꢀ technology.ꢀ Theꢀ useꢀ ofꢀ digitalꢀ learningꢀ media,ꢀ suchꢀ asꢀ Android-basedꢀ  

applications,ꢀhasꢀbecomeꢀoneꢀofꢀtheꢀattractiveꢀalternativesꢀinꢀimprovingꢀlearningꢀeffectivenessꢀ  
(Dewiꢀetꢀal.,ꢀ2020;ꢀYaniajaꢀetꢀal.,ꢀ2021).ꢀ Inꢀ theꢀcontextꢀofꢀ learningꢀ Indonesianꢀ languageꢀandꢀ  

literature,ꢀtheꢀdevelopmentꢀofꢀinnovativeꢀlearningꢀmediaꢀisꢀanꢀurgentꢀneed,ꢀespeciallyꢀinꢀtheꢀ  
materialꢀofꢀhikayatꢀtext.ꢀ  
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HikayatꢀorꢀsagaꢀtextꢀisꢀaꢀformꢀofꢀtraditionalꢀIndonesianꢀliteratureꢀthatꢀhasꢀhighꢀhistorical,ꢀ  

cultural,ꢀ andꢀ literaryꢀ values.ꢀHowever,ꢀ inꢀ practice,ꢀ learningꢀhikayatꢀ textꢀ isꢀ oftenꢀ facedꢀwithꢀ  

challenges,ꢀ bothꢀ forꢀ teachersꢀ andꢀ studentsꢀ (Astawaꢀ &ꢀ Dewi,ꢀ 2021;ꢀ Octafianiꢀ etꢀ al.,ꢀ 2017;ꢀ  

Permataꢀ&ꢀKristanto,ꢀ2020).ꢀTheꢀlimitationsꢀofꢀconventionalꢀlearningꢀmediaꢀareꢀoftenꢀunableꢀ  

toꢀattractꢀstudents'ꢀinterestꢀandꢀtheꢀlackꢀofꢀinteractivityꢀinꢀdeliveringꢀtheꢀmaterial.ꢀ  

Inꢀovercomingꢀtheseꢀproblems,ꢀtheꢀconceptꢀofꢀgamificationꢀorꢀtheꢀuseꢀofꢀgameꢀelementsꢀinꢀ  

learningꢀbecomesꢀanꢀinterestingꢀsolutionꢀ(Yunitaꢀ&ꢀIndrajit,ꢀ2022;ꢀOktavianaꢀ&ꢀDiana,ꢀ2023).ꢀ  

However,ꢀresearchꢀthatꢀspecificallyꢀdevelopsꢀAndroid-basedꢀgamificationꢀlearningꢀmediaꢀforꢀ  

learningꢀhikayatꢀtextꢀisꢀstillꢀlimited.ꢀTherefore,ꢀthisꢀresearchꢀwasꢀinitiatedꢀtoꢀfillꢀthisꢀknowledgeꢀ  

gapꢀandꢀanswerꢀtheꢀneedꢀforꢀinnovativeꢀlearningꢀmediaꢀinꢀlearningꢀsagaꢀtextsꢀ(Mustikasariꢀetꢀ  

al.,ꢀ2023;ꢀOctafianiꢀetꢀal.,ꢀ2017).ꢀ  

ByꢀintroducingꢀaꢀgamificationꢀapproachꢀinꢀlearningꢀhikayatꢀtextꢀthroughꢀanꢀAndroid-basedꢀ  

application,ꢀitꢀisꢀexpectedꢀtoꢀincreaseꢀstudents'ꢀmotivationꢀandꢀengagementꢀinꢀunderstandingꢀ  

andꢀappreciatingꢀ Indonesianꢀ literatureꢀ(Areedꢀetꢀal.,ꢀ2021;ꢀShalihaꢀ&ꢀFakhzikril,ꢀ2022).ꢀTheꢀ  

rationaleꢀofꢀthisꢀresearchꢀisꢀtoꢀexpandꢀtheꢀscopeꢀofꢀavailableꢀlearningꢀmedia,ꢀprovideꢀaꢀmoreꢀ  

interestingꢀ andꢀ interactiveꢀ alternativeꢀ forꢀ teachersꢀ andꢀ students,ꢀ andꢀ presentꢀ aꢀ concreteꢀ  

solutionꢀ inꢀ overcomingꢀ challengesꢀ inꢀ learningꢀ hikayatꢀ textsꢀ (Imbarꢀ etꢀ al.,ꢀ 2023;ꢀ Setianaꢀ &ꢀ  

Hansun,ꢀ2017;ꢀTalingdanꢀ&ꢀLlanda,ꢀ2019).ꢀ  

ThisꢀresearchꢀdemonstratesꢀthatꢀtheꢀAndroid-basedꢀgamificationꢀconceptꢀ inꢀIndonesianꢀ  

languageꢀlearningꢀisꢀanꢀapproachꢀthatꢀintegratesꢀgamingꢀelementsꢀintoꢀtheꢀlearningꢀprocessꢀtoꢀ  

enhanceꢀstudentꢀengagementꢀandꢀmotivationꢀ(Kiranaꢀetꢀal.,ꢀ2022;ꢀMukarromahꢀ&ꢀAgustina,ꢀ  

2021;ꢀSudanaꢀetꢀal.,ꢀ2021).ꢀByꢀutilizingꢀspecializedꢀapplicationsꢀorꢀlearningꢀmediaꢀspecificallyꢀ  

designedꢀforꢀthisꢀpurpose,ꢀstudentsꢀcanꢀeasilyꢀaccessꢀlearningꢀmaterialsꢀthroughꢀtheirꢀmobileꢀ  

devicesꢀ (Bicenꢀ &ꢀ Kocakoyun,ꢀ 2017;ꢀ Bihandaꢀ etꢀ al.,ꢀ 2022).ꢀ Featuresꢀ suchꢀ asꢀ missions,ꢀ  

achievements,ꢀrewardꢀsystems,ꢀleaderboards,ꢀandꢀinteractiveꢀchallengesꢀareꢀimplementedꢀtoꢀ  

createꢀ anꢀ engagingꢀ andꢀ enjoyableꢀ learningꢀ experience.ꢀ Throughꢀ thisꢀ gamificationꢀ concept,ꢀ  

studentsꢀ canꢀearnꢀ rewardsꢀ forꢀ theirꢀ achievements,ꢀparticipateꢀ inꢀpresentedꢀ challenges,ꢀ andꢀ  

competeꢀwithꢀtheirꢀpeers,ꢀtherebyꢀenhancingꢀtheirꢀlearningꢀmotivationꢀ(Dirgantaraꢀetꢀal.,ꢀ2019;ꢀ  

Qoharꢀetꢀal.,ꢀ2021;ꢀSagiraniꢀetꢀal.,ꢀ2018).ꢀ  

Nevertheless,ꢀthisꢀresearchꢀalsoꢀhasꢀseveralꢀlimitationsꢀthatꢀneedꢀtoꢀbeꢀconsidered.ꢀOneꢀofꢀ  

themꢀ isꢀ theꢀ limitationꢀ inꢀ technologyꢀ accessibilityꢀ possessedꢀ byꢀ someꢀ students,ꢀ whichꢀ canꢀ  

reduceꢀtheꢀeffectivenessꢀofꢀ implementingꢀthisꢀgamificationꢀconcept.ꢀAdditionally,ꢀ theꢀroleꢀofꢀ  

teachersꢀinꢀfacilitatingꢀtheꢀuseꢀofꢀthisꢀapplicationꢀcanꢀalsoꢀbeꢀaꢀdeterminingꢀfactorꢀinꢀtheꢀsuccessꢀ  

ofꢀtheꢀlearningꢀprocess.ꢀThereꢀareꢀalsoꢀchallengesꢀinꢀdevelopingꢀcontentꢀthatꢀalignsꢀwithꢀtheꢀ  

curriculumꢀandꢀstudents'ꢀlearningꢀneeds.ꢀ  
PurwantiꢀZiscaꢀDiana,ꢀet.alꢀ(Developmentꢀofꢀandroid)ꢀꢀ  
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However,ꢀtheꢀpresenceꢀofꢀthisꢀresearchꢀbringsꢀnewꢀhopeꢀtoꢀIndonesianꢀlanguageꢀlearning.ꢀ  

ByꢀutilizingꢀanꢀAndroid-basedꢀapplicationꢀthatꢀimplementsꢀtheꢀgamificationꢀconcept,ꢀitꢀisꢀhopedꢀ  

thatꢀ Indonesianꢀ languageꢀ learningꢀwillꢀ becomeꢀmoreꢀ interactive,ꢀ engaging,ꢀ andꢀ effectiveꢀ inꢀ  

facilitatingꢀunderstandingꢀ andꢀ appreciationꢀofꢀ Indonesianꢀ literatureꢀ andꢀ culture.Itꢀ isꢀ hopedꢀ  

thatꢀtheꢀuseꢀofꢀanꢀAndroid-basedꢀapplicationꢀthatꢀappliesꢀtheꢀgamificationꢀconceptꢀwillꢀmakeꢀ  

Indonesianꢀ languageꢀ learningꢀ moreꢀ interactive,ꢀ interesting,ꢀ andꢀ effectiveꢀ inꢀ facilitatingꢀ  

understandingꢀandꢀappreciationꢀofꢀIndonesianꢀliteratureꢀandꢀculture.ꢀ  

HikayatꢀtextꢀisꢀaꢀformꢀofꢀtraditionalꢀIndonesianꢀliteratureꢀthatꢀisꢀcharacterizedꢀbyꢀaꢀlongꢀ  

andꢀcomplexꢀnarrativeꢀorꢀstoryꢀ(Harjonoꢀetꢀal.,ꢀ2023;ꢀRahmiꢀetꢀal.,ꢀ2020).ꢀUsually,ꢀhikayatꢀtextsꢀ  

containꢀstoriesꢀaboutꢀadventures,ꢀromanticꢀstories,ꢀorꢀlegendsꢀthatꢀareꢀoftenꢀconnectedꢀwithꢀ  

culturalꢀ andꢀ moralꢀ values.ꢀ Anotherꢀ characteristicꢀ ofꢀ hikayatꢀ textsꢀ isꢀ theꢀ useꢀ ofꢀ distinctiveꢀ  

languageꢀ andꢀ archaicꢀ termsꢀ thatꢀ mayꢀ requireꢀ additionalꢀ explanationꢀ forꢀ modernꢀ readersꢀ  

(Haryantiꢀetꢀal.,ꢀ2022;ꢀSetyawanꢀetꢀal.,ꢀ2021;ꢀSiregarꢀetꢀal.,ꢀ2023).ꢀInꢀaddition,ꢀhikayatꢀtextsꢀalsoꢀ  

oftenꢀ containꢀ religiousꢀ orꢀ mythologicalꢀ elementsꢀ thatꢀ areꢀ anꢀ importantꢀ partꢀ ofꢀ Indonesianꢀ  

culture.ꢀFamousꢀworksꢀsuchꢀasꢀ"HikayatꢀRaja-rajaꢀPasai",ꢀ"HikayatꢀIskandarꢀZulkarnain",ꢀandꢀ  

"HikayatꢀPohonꢀGanja"ꢀareꢀsomeꢀexamplesꢀofꢀhikayatꢀtextsꢀthatꢀareꢀwidelyꢀknownꢀinꢀIndonesia.ꢀ  

HikayatꢀtextsꢀareꢀanꢀimportantꢀpartꢀofꢀIndonesia'sꢀliteraryꢀandꢀculturalꢀheritageꢀthatꢀneedsꢀtoꢀ  

beꢀ studiedꢀ andꢀ appreciatedꢀ byꢀ theꢀ youngerꢀ generationꢀ toꢀ enrichꢀ theirꢀ understandingꢀ ofꢀ  

Indonesianꢀtraditionsꢀandꢀvaluesꢀ(Hasminurꢀetꢀal.,ꢀ2024;ꢀHerlinaꢀetꢀal.,ꢀ2019).ꢀ  

TheꢀpurposeꢀofꢀthisꢀresearchꢀisꢀtoꢀdevelopꢀAndroid-basedꢀgamificationꢀlearningꢀmediaꢀthatꢀ  

suitsꢀtheꢀneedsꢀofꢀteachersꢀandꢀstudentsꢀinꢀlearningꢀclassꢀXꢀhighꢀschoolꢀsagaꢀtexts.ꢀThisꢀresearchꢀ  

aimsꢀ toꢀ identifyꢀ theseꢀ needs,ꢀ developꢀ anꢀ applicationꢀ thatꢀ implementsꢀ theꢀ conceptꢀ ofꢀ  

gamification,ꢀ andꢀ testꢀ theꢀ effectivenessꢀ ofꢀ theꢀ applicationꢀ inꢀ increasingꢀ students'ꢀ interest,ꢀ  

engagement,ꢀandꢀunderstandingꢀofꢀsagaꢀtextsꢀ(Dewiꢀetꢀal.,ꢀ2020;ꢀIlhamꢀetꢀal.,ꢀ2023;ꢀMustikasariꢀ  

etꢀal.,ꢀ2023).ꢀItꢀisꢀexpectedꢀthatꢀthisꢀresearchꢀcanꢀcontributeꢀtoꢀtheꢀdevelopmentꢀofꢀinnovativeꢀ  

learningꢀ methodsꢀ andꢀ concreteꢀ solutionsꢀ toꢀ improveꢀ theꢀ qualityꢀ ofꢀ learningꢀ Indonesianꢀ  

languageꢀandꢀliterature.ꢀ  

Methodꢀ  
ThisꢀstudyꢀusedꢀtheꢀBorgꢀ&ꢀGallꢀresearchꢀandꢀdevelopmentꢀ(R&D)ꢀmethod,ꢀwhichꢀhasꢀbeenꢀ  

modifiedꢀ byꢀ Sugiyono(Sugiyono,ꢀ 2019).ꢀ Thisꢀ approachꢀ consistsꢀ ofꢀ tenꢀ steps,ꢀ namelyꢀ dataꢀ  

collection,ꢀproductꢀplanning,ꢀinitialꢀproductꢀdevelopment,ꢀinitialꢀproductꢀtrial,ꢀinitialꢀproductꢀ  

refinement,ꢀ refinedꢀproductꢀ trial,ꢀ refinedꢀproductꢀ refinement,ꢀ refinedꢀproductꢀ trial,ꢀ refinedꢀ  

productꢀtrial,ꢀrefinedꢀproductꢀfieldꢀtest,ꢀandꢀproductꢀdissemination.ꢀ  

97ꢀꢀ   ꢀ
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Thisꢀ researchꢀwasꢀ conductedꢀatꢀ SMAꢀNegeriꢀ1ꢀKalasanꢀ forꢀ twoꢀyears.ꢀThisꢀ locationꢀwasꢀ  
chosenꢀforꢀtwoꢀreasons.ꢀFirst,ꢀitꢀisꢀaꢀfollow-upꢀtoꢀtheꢀcooperationꢀthatꢀhasꢀbeenꢀcarriedꢀoutꢀbyꢀ  
SMAꢀNegeriꢀ1ꢀKalasanꢀwithꢀtheꢀIndonesianꢀLanguageꢀandꢀLiteratureꢀEducationꢀStudyꢀProgram,ꢀ  

FKIP,ꢀUAD.ꢀSecond,ꢀtoꢀimproveꢀtheꢀIndonesianꢀlanguageꢀlearningꢀapproachꢀmadeꢀwithꢀdigitalꢀ  
learningꢀmedia.ꢀGradeꢀXꢀstudentsꢀatꢀSMAꢀNegeriꢀ1ꢀKalasanꢀwereꢀtheꢀsubjectsꢀofꢀthisꢀtrial.ꢀ  

Dataꢀ collectionꢀ wasꢀ conductedꢀ usingꢀ questionnaires,ꢀ observations,ꢀ interviews,ꢀ andꢀ  

documentꢀ analysis.ꢀMeanwhile,ꢀ dataꢀ analysisꢀ techniquesꢀwereꢀ carriedꢀoutꢀqualitativelyꢀ andꢀ  

quantitatively,ꢀnamelyꢀqualitativeꢀdataꢀanalysisꢀwithꢀthreeꢀcomponents:ꢀdataꢀreduction,ꢀdataꢀ  
dislpay,ꢀconclusions;ꢀwhileꢀquantitativeꢀdataꢀanalysisꢀwasꢀcarriedꢀoutꢀbyꢀindependentꢀt-testꢀtoꢀ  
testꢀtheꢀcomparisonꢀofꢀlearningꢀmedia.ꢀNon-independentꢀt-testꢀwasꢀusedꢀtoꢀcompareꢀpretestꢀ  
andꢀpost-testꢀonꢀandroid-basedꢀgamificationꢀlearningꢀmedia.ꢀResearchꢀflowꢀdesignꢀasꢀviewedꢀ  

inꢀFigꢀ1.ꢀ  

Figꢀ1.ꢀResearchꢀFlowꢀDiagramꢀ  
ꢀ

ResultsꢀandꢀDiscussionꢀ  
Needsꢀ analysis,ꢀ learningꢀobjectives,ꢀ andꢀ appropriateꢀ learningꢀ strategiesꢀ areꢀ theꢀ startingꢀ  

pointꢀofꢀlearning.ꢀInꢀorderꢀtoꢀachieveꢀpredeterminedꢀlearningꢀstandards,ꢀempiricalꢀevidenceꢀisꢀ  
neededꢀtoꢀevaluateꢀtheꢀeffectivenessꢀofꢀvariousꢀprocessesꢀsuchꢀasꢀlearning,ꢀtestingꢀandꢀrevision.ꢀ  
Learningꢀdevelopmentꢀrequiresꢀknowledgeꢀofꢀhowꢀlearnersꢀacquireꢀinformation.ꢀ  

Basically,ꢀlearningꢀeffortsꢀserveꢀasꢀexternalꢀstimuliꢀthatꢀhelpꢀindividualsꢀlearn,ꢀorganizeꢀnewꢀ  

experiences,ꢀandꢀintegrateꢀthemꢀintoꢀmeaningfulꢀpatterns,ꢀthusꢀformingꢀcognitiveꢀstructuresꢀ  
thatꢀ facilitateꢀ theꢀ transferꢀ ofꢀ informationꢀ inꢀ theꢀ learningꢀ process.ꢀ Factorsꢀ suchꢀ asꢀ studentꢀ  
learningꢀcharacteristicsꢀandꢀinternalꢀvariablesꢀplayꢀanꢀimportantꢀroleꢀinꢀlearningꢀoutcomes.ꢀ  

PurwantiꢀZiscaꢀDiana,ꢀet.alꢀ(Developmentꢀofꢀandroid)ꢀꢀ  
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Gagneꢀ (1979)ꢀ describesꢀ learningꢀ asꢀ anꢀ attemptꢀ toꢀ helpꢀ someoneꢀ learn.ꢀ Theꢀ conceptsꢀ ofꢀ  

learningꢀ andꢀ teachingꢀ areꢀ differentꢀ andꢀ theꢀ focusꢀ ofꢀ learningꢀ isꢀ onꢀ everythingꢀ thatꢀ directlyꢀ  

affectsꢀaꢀperson'sꢀlearningꢀprocess.ꢀLearningꢀdoesꢀnotꢀnecessarilyꢀinvolveꢀanꢀeducatorꢀ(teacher)ꢀ  

directly,ꢀ butꢀ canꢀ occurꢀ throughꢀ variousꢀ mediaꢀ suchꢀ asꢀ printꢀ media,ꢀ pictures,ꢀ television,ꢀ  

computers,ꢀ andꢀ otherꢀ learningꢀ resources.ꢀ Accordingꢀ toꢀ Gagne,ꢀ Briggs,ꢀ andꢀ Wagner,ꢀ learningꢀ  

consistsꢀofꢀaꢀseriesꢀofꢀactivitiesꢀdesignedꢀtoꢀsupportꢀstudentꢀ learning.ꢀLearningꢀcomponentsꢀ  

includeꢀlearningꢀobjectives,ꢀmaterials,ꢀactivities,ꢀandꢀassessments.ꢀ  

NeedsꢀAnalysisꢀStageꢀ  

Atꢀtheꢀneedsꢀanalysisꢀstage,ꢀitꢀisꢀexplainedꢀthatꢀeffortsꢀtoꢀimproveꢀtheꢀqualityꢀofꢀlearningꢀ  

areꢀ inꢀ accordanceꢀ withꢀ theꢀ identifiedꢀ problems.ꢀ Initially,ꢀ theꢀ conceptꢀ ofꢀ android-basedꢀ  

gamificationꢀlearningꢀmediaꢀwasꢀinitiatedꢀdueꢀtoꢀtheꢀCovid-19ꢀpandemicꢀwhichꢀparalyzedꢀtheꢀ  

learningꢀprocessꢀinꢀtheꢀclassroomꢀsoꢀthatꢀlearningꢀactivitiesꢀwereꢀcarriedꢀoutꢀonline.ꢀCurrently,ꢀ  

theꢀsituationꢀatꢀschoolꢀhasꢀreturnedꢀtoꢀnormalꢀandꢀallꢀactivitiesꢀatꢀschoolꢀareꢀrunningꢀasꢀbefore.ꢀ  

However,ꢀstudents'ꢀlearningꢀmotivationꢀhasꢀnotꢀfullyꢀrecovered.ꢀTheꢀeffectꢀofꢀonlineꢀlearningꢀ  

makesꢀ studentsꢀ becomeꢀ addictedꢀ toꢀ gadgets.ꢀ Therefore,ꢀ thisꢀ android-basedꢀ gamificationꢀ  

learningꢀ mediaꢀ isꢀ designedꢀ toꢀ overcomeꢀ students'ꢀ boredomꢀ andꢀ increaseꢀ theirꢀ learningꢀ  

motivationꢀagain.ꢀ  

Theꢀ needsꢀ analysisꢀ dataꢀ wasꢀ collectedꢀ usingꢀ questionnaires,ꢀ interviews,ꢀ documentꢀ  

analysis,ꢀ andꢀ observation.ꢀ Theꢀ resultsꢀ ofꢀ theꢀ questionnaireꢀ wereꢀ analyzedꢀ usingꢀ descriptiveꢀ  

analysisꢀaccordingꢀtoꢀtheꢀresultsꢀofꢀrespondentsꢀrelatedꢀto:ꢀ(1)ꢀ learningꢀdeviceꢀanalysis;ꢀ(2)ꢀ  

learningꢀmediaꢀanalysis;ꢀandꢀ(3)ꢀlearningꢀmaterialꢀanalysis.ꢀTheꢀfollowingꢀdataꢀwereꢀobtainedꢀ  

inꢀtheꢀneedsꢀanalysis.ꢀ  

1. LearningꢀDeviceꢀAnalysisꢀ(RPP)ꢀ  

Theꢀ successꢀ ofꢀ aꢀ learningꢀ processꢀ cannotꢀ beꢀ separatedꢀ fromꢀ learningꢀ planning.ꢀ Theꢀ  

learningꢀsyllabusꢀisꢀoneꢀofꢀtheꢀreferencesꢀforꢀtheꢀpreparationꢀofꢀaꢀlearningꢀtool.ꢀInꢀthisꢀstudy,ꢀ  

theꢀlearningꢀtoolsꢀanalyzedꢀwereꢀinꢀtheꢀformꢀofꢀlessonꢀplansꢀ(RPP)ꢀonꢀKDꢀ3.7ꢀandꢀ4.7ꢀHikayatꢀ  

Textꢀmaterial.ꢀTheꢀresultsꢀofꢀtheꢀlessonꢀplanꢀanalysisꢀareꢀasꢀfollows.ꢀ  

a. Theꢀ identityꢀ ofꢀ theꢀ lessonꢀ planꢀ isꢀ writtenꢀ inꢀ full,ꢀ including:ꢀ educationꢀ unit,ꢀ subject,ꢀ  

grade/semester,ꢀsubjectꢀmatter,ꢀandꢀtime.ꢀꢀ  

b. Includesꢀ  theꢀ mainꢀ minimumꢀ componentsꢀ consistingꢀ ofꢀ eightꢀ componentsꢀ andꢀ  

supportingꢀattachments,ꢀincluding:ꢀcoreꢀcompetenciesꢀ(KI);ꢀbasicꢀcompetenciesꢀ(KD)ꢀ  

andꢀ indicatorsꢀ ofꢀ competencyꢀ achievementꢀ (IPK);ꢀ learningꢀ objectives;ꢀ learningꢀ  

materials;ꢀlearningꢀmethods;ꢀmedia/tools/learningꢀmaterialsꢀandꢀlearningꢀresources;ꢀ  

learningꢀsteps;ꢀassessmentꢀofꢀlearningꢀoutcomes;ꢀandꢀsupportingꢀattachmentsꢀtoꢀtheꢀ  
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lessonꢀplanꢀinꢀtheꢀformꢀofꢀlearningꢀmaterials,ꢀassessmentꢀinstruments,ꢀetc.ꢀꢀ  
c. Includesꢀ KI-1ꢀ (spiritualꢀ attitude),ꢀ KI-2ꢀ (socialꢀ attitude),ꢀ KI-3ꢀ (knowledge),ꢀ andꢀ KI-4ꢀ  

(skills).ꢀꢀ  

d. BasicꢀCompetenciesꢀ(KD)ꢀincludeꢀknowledgeꢀ(KDꢀ3.7)ꢀandꢀskillsꢀ(KDꢀ4.7).ꢀꢀ  

e. ElaborateꢀGPAꢀbasedꢀonꢀKDꢀfromꢀKI-3ꢀ(3.7.1ꢀandꢀ3.7.2),ꢀandꢀKDꢀfromꢀKI-4ꢀ(4.7.1).ꢀGPAꢀ  

isꢀcompiledꢀusingꢀoperationalꢀverbsꢀthatꢀcanꢀbeꢀmeasured/assessedꢀaccordingꢀtoꢀtheꢀ  
characteristicsꢀofꢀtheꢀsubjectꢀ(material).ꢀꢀ  

f. TheꢀGPAꢀofꢀtheꢀknowledgeꢀKDꢀdescribeꢀcognitiveꢀprocessꢀdimentionꢀandꢀtheꢀskillꢀKDꢀ  

containsꢀconcreteꢀskillsꢀareꢀpresentedꢀinꢀTableꢀ1.ꢀ  
Tableꢀ1.ꢀTheꢀGPAꢀofꢀtheꢀKnowledgeꢀKDꢀDescribeꢀCognitiveꢀProcessꢀDimentionꢀandꢀtheꢀ  

SkillꢀKDꢀContainsꢀConcreteꢀSkillsꢀ  

BasicꢀCompetenciesꢀ  
3.7ꢀ  

CompetencyꢀAchievementꢀIndicatorsꢀ  
Identifyꢀtheꢀvaluesꢀ   3.7.1ꢀ  

3.7.2ꢀ  

3.7.3ꢀ  

4.7.1ꢀ  

Identifyꢀtheꢀmainꢀpointsꢀofꢀtheꢀfolkloreꢀ  
/ꢀsagaꢀtextꢀ(C1)ꢀ  

Analyzeꢀtheꢀcharacteristicsꢀofꢀfolkloreꢀ  
/ꢀsagaꢀtextsꢀ(C4)ꢀ  

Analyzeꢀ theꢀ valuesꢀ containedꢀ inꢀ theꢀ  

andꢀ contentꢀ containedꢀ  
inꢀ folkloreꢀ (hikayat)ꢀ  
bothꢀoralꢀandꢀwritten.ꢀ  

ꢀ

ꢀ
folkloreꢀ/ꢀsagaꢀtextꢀ(C4)ꢀ  

4.7ꢀ   Retellꢀ theꢀ contentꢀ  
ofꢀfolkꢀstoriesꢀ(hikayat)ꢀ  
heardꢀandꢀread.ꢀ  

Rewriteꢀtheꢀcontentꢀofꢀfolkloreꢀ/ꢀsagaꢀ  
textsꢀthatꢀhaveꢀbeenꢀheardꢀ/ꢀreadꢀinꢀtheirꢀ  
ownꢀ language,ꢀ bothꢀ orallyꢀ andꢀ inꢀ writingꢀ  
(C6)ꢀ  

ꢀ
BasicꢀCompetenciesꢀ  
3.10ꢀ  

CompetencyꢀAchievementꢀIndicatorsꢀ  
Evaluateꢀ  

proposals,ꢀ offersꢀ andꢀ  
agreementsꢀinꢀoralꢀandꢀ  

3.10.1ꢀ   Explainꢀ theꢀ purposeꢀ andꢀ  
characteristicsꢀ ofꢀ aꢀ negotiationꢀ textꢀ  
(C1).ꢀ  

writtenꢀ  
texts.ꢀꢀ  

ꢀ

negotiationꢀ  ꢀ 3.10.2ꢀ  

3.10.3ꢀ  

4.10.1ꢀ  

4.10.2ꢀ  

4.10.3ꢀ  

4.10.4ꢀ  

Analyzeꢀ theꢀ determinantsꢀ ofꢀ  
successꢀofꢀnegotiationꢀtextꢀ(C4)ꢀ  

Determineꢀ theꢀ structuralꢀ partsꢀ  
ofꢀaꢀnegotiationꢀtextꢀ(C4)ꢀ  

Identifyꢀ speechꢀ pairsꢀ inꢀ aꢀ  
negotiationꢀtextꢀ(C2)ꢀ  

Identifyꢀpersuasiveꢀsentencesꢀinꢀ  
aꢀnegotiationꢀtextꢀ(C2)ꢀ  

Analyzeꢀbiddingꢀandꢀsubmissionꢀ  
lettersꢀ(C4)ꢀ  

Presentingꢀconclusionsꢀ(C6)ꢀ  

ꢀ

4.10ꢀ   Expressꢀ proposal,ꢀ  
offer,ꢀ ꢀ agreementꢀ andꢀ  
closureꢀinꢀtheꢀtext.ꢀꢀ  

ꢀ

ꢀ

g. Theꢀformulationꢀofꢀlearningꢀobjectivesꢀreflectsꢀtheꢀachievementꢀofꢀattitudes,ꢀknowledgeꢀ  

andꢀskillsꢀcompetencies.ꢀInꢀaddition,ꢀitꢀalsoꢀcontainsꢀABCDꢀaspectsꢀ(Audience,ꢀBehavior,ꢀ  

Condition,ꢀDegree).ꢀꢀꢀ  
h. Learningꢀmaterialsꢀcontainꢀrelevantꢀfacts,ꢀconcepts/principlesꢀandꢀprocedures.ꢀꢀ  

i. Theꢀlearningꢀmethodsꢀusedꢀareꢀrelevantꢀtoꢀactiveꢀlearning,ꢀnamelyꢀdiscoveryꢀlearningꢀ  

andproblem-basedꢀlearning.ꢀꢀ  
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j. ActiveꢀlearningꢀisꢀappliedꢀwhichꢀleadsꢀtoꢀtheꢀdevelopmentꢀofꢀHOTS.ꢀꢀ  

k. Theꢀ learningꢀ mediaꢀ usedꢀ areꢀ powerꢀ point,ꢀ googleꢀ classroomꢀ learningꢀ platform,ꢀ andꢀ  

utilizingꢀgoogleꢀmeetꢀandꢀwhatsappꢀgroups.ꢀꢀ  

l. Theꢀ  learningꢀ resourcesꢀ usedꢀ areꢀ multimodal,ꢀ including:ꢀ textbooks,ꢀ scientificꢀ  

publicationꢀarticles,ꢀandꢀYouTubeꢀvideos.ꢀ  

m. Learningꢀstepsꢀincludeꢀintroduction,ꢀcore,ꢀandꢀclosingꢀactivities.ꢀ  

n. Preliminaryꢀ activitiesꢀ includeꢀ conditioningꢀ students,ꢀ religiosityꢀ activitiesꢀ orꢀ otherꢀ  

characterꢀ strengtheningꢀ atꢀ theꢀ schoolꢀ level,ꢀ apperception,ꢀ deliveryꢀ ofꢀ learningꢀ  

objectives,ꢀactivitiesꢀandassessmentsꢀthatꢀwillꢀbeꢀcarriedꢀout.ꢀ  

o. Theꢀcoreꢀactivitiesꢀcontainꢀactiveꢀlearningꢀusingꢀdiscoveryꢀlearningꢀandꢀproblem-basedꢀ  

learningꢀmodels;ꢀdescribingꢀtheꢀstagesꢀofꢀactivitiesꢀthatꢀareꢀsequentialꢀandꢀsystematicꢀ  

(fromꢀLOTSꢀtoꢀHOTS).ꢀHowever,ꢀitꢀhasꢀnotꢀencouragedꢀtheꢀdevelopmentꢀofꢀ21stꢀcenturyꢀ  

lifeꢀ skills,ꢀ namelyꢀ criticalꢀ thinking,ꢀ creativity,ꢀ collaboration,ꢀ andꢀ communicationꢀ inꢀ  

learningꢀactivities.ꢀTherefore,ꢀtheꢀapplicationꢀofꢀtheꢀproblem-basedꢀlearningꢀmodelꢀhasꢀ  

notꢀbeenꢀoptimal.ꢀꢀ  

p. Closingꢀactivitiesꢀ includeꢀsummary,ꢀconclusion,ꢀreflection,ꢀassessmentꢀandꢀfollow-upꢀ  

assessment,ꢀincludingꢀprovidingꢀcharacterꢀstrengthening.ꢀ  

q. Assessmentꢀ  ofꢀ learningꢀ outcomesꢀ containsꢀ theꢀ designꢀ ofꢀ theꢀ assessment;ꢀ  

types/techniquesꢀ ofꢀ assessment,ꢀ formsꢀ ofꢀ assessment,ꢀ instruments,ꢀ andꢀ scoringꢀ  

guidelines;ꢀ andꢀ includesꢀ assessmentꢀ ofꢀ knowledge,ꢀ skills,ꢀ andꢀ recordsꢀ ofꢀ students'ꢀ  

attitudesꢀinꢀtheꢀattitudeꢀassessmentꢀjournal.ꢀꢀ  

2. LearningꢀMediaꢀAnalysisꢀ  

Learningꢀ mediaꢀ isꢀ usedꢀ asꢀ aꢀ toolꢀ inꢀ learningꢀ activitiesꢀ soꢀ thatꢀ theꢀ interactionꢀ processꢀ  

betweenꢀ educatorsꢀ andꢀ studentsꢀ canꢀ takeꢀ placeꢀ inꢀ anꢀ effectiveꢀ (Hamdani,ꢀ 2011).ꢀ Learningꢀ  

mediaꢀservesꢀasꢀaꢀtoolꢀinꢀteachingꢀcreatedꢀbyꢀeducatorsꢀaccordingꢀtoꢀtheꢀneeds,ꢀcircumstances,ꢀ  

andꢀtheꢀsurroundingꢀenvironmentꢀ(Suryaniꢀetꢀal.,ꢀ2019).ꢀLearningꢀmediaꢀisꢀalsoꢀusefulꢀtoꢀmakeꢀ  

theꢀlearningꢀprocessꢀmoreꢀinteresting,ꢀcanꢀfosterꢀstudentꢀmotivation,ꢀclarifyꢀteachingꢀmaterialsꢀ  

soꢀthatꢀtheꢀmeaningꢀisꢀeasilyꢀunderstoodꢀbyꢀstudents,ꢀandꢀmakeꢀtheꢀlearningꢀatmosphereꢀmoreꢀ  

variedꢀ(Yaumi,ꢀ2019).ꢀ  

Anꢀeducatorꢀmustꢀbeꢀableꢀtoꢀchooseꢀtheꢀlearningꢀmediaꢀtoꢀbeꢀusedꢀappropriately.ꢀTheꢀuseꢀ  

andꢀ selectionꢀ ofꢀ learningꢀ mediaꢀ isꢀ adjustedꢀ toꢀ theꢀ materialꢀ andꢀ learningꢀ objectivesꢀ toꢀ beꢀ  

achieved.ꢀAndersonꢀ(inꢀciteꢀWilson,ꢀ2016)ꢀcategorizesꢀnineꢀtypesꢀofꢀlearningꢀmedia,ꢀincluding:ꢀ  

audio,ꢀprint,ꢀaudio-print,ꢀsilentꢀvisualꢀprojection,ꢀsilentꢀaudio-visualꢀprojection,ꢀmotionꢀvisual,ꢀ  

physicalꢀobjects,ꢀhumansꢀandꢀtheꢀenvironment,ꢀandꢀcomputerꢀmediaꢀ(Nurdinꢀ&ꢀAndriantoni,ꢀ  
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2019).ꢀ  
Currently,ꢀgamificationꢀ learningꢀmediaꢀ isꢀstartingꢀtoꢀbeꢀdevelopedꢀasꢀanꢀeffortꢀtoꢀ fosterꢀ  

students'ꢀinterestꢀinꢀlearningꢀ(Dewiꢀetꢀal.,ꢀ2020)ꢀandꢀisꢀconsideredꢀasꢀtheꢀrightꢀsolutionꢀwhenꢀ  

learningꢀonlineꢀ(Yaniajaꢀetꢀal.,ꢀ2021).ꢀTheꢀuseꢀofꢀgamificationꢀisꢀexpectedꢀtoꢀincreaseꢀlearners'ꢀ  
interestꢀinꢀlearningꢀandꢀtheyꢀwillꢀnoꢀlongerꢀbeꢀboredꢀdueꢀtoꢀtheꢀlongꢀlearningꢀprocessꢀ(Astawaꢀ  
&ꢀDewi,ꢀ2021).ꢀTheꢀdevelopmentꢀofꢀgamificationꢀ isꢀalsoꢀexpectedꢀtoꢀbeꢀ favoredꢀbyꢀstudentsꢀ  
becauseꢀ theꢀ applicationꢀ resemblesꢀ aꢀ gameꢀ thatꢀ canꢀ beꢀ operatedꢀ onꢀAndroid,ꢀ soꢀ thatꢀ itꢀ canꢀ  

overcomeꢀstudents'ꢀonlineꢀgameꢀaddictionꢀareꢀpresentedꢀiniꢀTableꢀ2.ꢀꢀꢀꢀ  
Tableꢀ2.ꢀGamificationꢀDesignꢀProcessꢀ  

No.ꢀ  
1ꢀ  

Stagesꢀ  
Definingꢀgamificationꢀgoalsꢀ  

Designꢀ  
Gamificationꢀdesignꢀisꢀusedꢀtoꢀincreaseꢀstudents'ꢀ  
learningꢀmotivation,ꢀmakeꢀtheꢀmaterialꢀeasyꢀtoꢀ  
understand,ꢀandꢀcreateꢀaꢀvariedꢀlearningꢀ  
atmosphere.ꢀꢀ  

2ꢀ  
3ꢀ  

Determineꢀuserꢀattitudeꢀ   Learningꢀisꢀpresentedꢀinꢀstages.ꢀ  
Defineꢀtheꢀgamificationꢀactivityꢀflowꢀ Learningꢀmaterialsꢀinꢀtheꢀgamificationꢀflowꢀwillꢀbeꢀ  

presentedꢀgraduallyꢀbasedꢀonꢀtheꢀlevelꢀofꢀdifficultyꢀ  
toꢀachieveꢀcompetencyꢀachievementꢀindicators.ꢀ  

4ꢀ  
5ꢀ  

Designingꢀgamificationꢀdesignꢀ  
Selectꢀ gamificationꢀ elementsꢀ andꢀ  Applyꢀ gamificationꢀ designꢀ toꢀ gamificationꢀ  
implementꢀthemꢀ elements.ꢀ  

Designꢀgamificationꢀthatꢀisꢀengagingꢀandꢀfun.ꢀ  

Gamificationꢀlearningꢀmediaꢀisꢀdevelopedꢀinꢀtheꢀuseꢀofꢀandroid.ꢀAndroidꢀisꢀaꢀplatformꢀthatꢀ  
isꢀequippedꢀwithꢀtoolsꢀinꢀsoftwareꢀthroughꢀanꢀopenꢀlicenseꢀthatꢀisꢀfreeꢀtoꢀdevelopꢀapplicationsꢀ  
(Prasetyo,ꢀ2017).ꢀCurrently,ꢀalmostꢀallꢀstudentsꢀfromꢀelementaryꢀschoolꢀlevelꢀhaveꢀownedꢀandꢀ  

areꢀproficientꢀinꢀusingꢀtheꢀandroidꢀsystemꢀembeddedꢀinꢀsmartphones.ꢀThisꢀisꢀdueꢀtoꢀconditionsꢀ  
thatꢀ requireꢀ studentsꢀ toꢀ learnꢀ online.ꢀ Accordingꢀ toꢀ Satyaputraꢀ &ꢀ Aritonangꢀ (Kuswantoꢀ &ꢀ  
Radiansah,ꢀ2018)ꢀandroidꢀisꢀanꢀoperatingꢀsystemꢀforꢀsmartphonesꢀandꢀtablets.ꢀ  

Theꢀfameꢀofꢀthisꢀandroidꢀapplicationꢀisꢀdueꢀtoꢀtheꢀeaseꢀofꢀuseꢀandꢀspeedꢀtoꢀaccessꢀtheꢀdataꢀ  
needed,ꢀ choosingꢀaꢀ creativeꢀdesignꢀ thatꢀ isꢀ easyꢀ toꢀuse,ꢀ andꢀcanꢀbeꢀ reliedꢀuponꢀ toꢀaccessꢀallꢀ  
informationꢀ (Adestiꢀ &ꢀ Nurkholimah,ꢀ 2020).ꢀ Seeingꢀ theꢀ developmentꢀ ofꢀ technologyꢀ inꢀ thisꢀ  
digitalꢀera,ꢀitꢀisꢀnecessaryꢀinꢀtheꢀfieldꢀofꢀeducationꢀtoꢀdevelopꢀlearningꢀmediaꢀthatꢀsuitsꢀtheꢀneedsꢀ  

ofꢀ students.ꢀ Theꢀ developmentꢀ ofꢀ android-basedꢀ gamificationꢀ learningꢀmediaꢀ isꢀ expectedꢀ toꢀ  
increaseꢀstudents'ꢀlearningꢀmotivation.ꢀTheꢀdevelopmentꢀofꢀthisꢀandroid-basedꢀlearningꢀmediaꢀ  
departsꢀfromꢀconsiderations:ꢀ(a)ꢀcanꢀbeꢀusedꢀasꢀanꢀindependentꢀlearningꢀmediaꢀforꢀstudents,ꢀ  
andꢀ(b)ꢀcanꢀbeꢀutilizedꢀbyꢀeducatorsꢀasꢀaꢀsupportꢀforꢀaꢀfunꢀlearningꢀprocess.ꢀ  

3. LearningꢀMaterialꢀAnalysisꢀ  

Basedꢀ onꢀ theꢀ resultsꢀ ofꢀ interviewsꢀ withꢀ classꢀ Xꢀ Indonesianꢀ languageꢀ teachersꢀ atꢀ SMAꢀ  
Negeriꢀ1ꢀKalasanꢀwhichꢀisꢀaꢀpartnerꢀschoolꢀinꢀthisꢀstudy,ꢀitꢀwasꢀfoundꢀthatꢀtheꢀproblemsꢀthatꢀ  
aroseꢀinꢀtheꢀmaterialꢀofꢀsagaꢀtextsꢀandꢀnegotiationꢀtexts.ꢀInꢀtheꢀhikayatꢀtext,ꢀtheꢀproblemꢀfoundꢀ  

PurwantiꢀZiscaꢀDiana,ꢀet.alꢀ(Developmentꢀofꢀandroid)ꢀꢀ  
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isꢀthatꢀstudentsꢀhaveꢀdifficultyꢀinꢀunderstandingꢀtheꢀmeaningꢀofꢀtheꢀstoryꢀbecauseꢀofꢀtheꢀtermsꢀ  

thatꢀareꢀdifficultꢀtoꢀunderstand.ꢀHikayatꢀtextsꢀhaveꢀdifferentꢀlanguageꢀstylesꢀandꢀsentencesꢀfromꢀ  

otherꢀliteraryꢀworks.ꢀHikayatꢀtextꢀisꢀanꢀoldꢀliteraryꢀworkꢀinꢀtheꢀformꢀofꢀproseꢀinꢀMalayꢀwhichꢀ  

containsꢀ stories,ꢀ stories,ꢀ fairyꢀ tales,ꢀ biographical,ꢀ religious,ꢀ orꢀ aꢀ combinationꢀ ofꢀ theseꢀ  

characteristics.ꢀ  

Inꢀlineꢀwithꢀtheꢀabove,ꢀinꢀlearningꢀhikayatꢀtext,ꢀseveralꢀactivitiesꢀwillꢀbeꢀcarriedꢀoutꢀtoꢀmakeꢀ  

itꢀeasierꢀforꢀstudentsꢀtoꢀunderstandꢀhikayatꢀtext.ꢀTheꢀactivitiesꢀareꢀdividedꢀintoꢀfiveꢀactivities,ꢀ  

including:ꢀa)ꢀdeterminingꢀtheꢀvalueꢀofꢀlifeꢀinꢀhikayat;ꢀb)ꢀexplainingꢀtheꢀintricaciesꢀofꢀhikayat;ꢀc)ꢀ  

identifyingꢀ theꢀ intrinsicꢀ andꢀ extrinsicꢀ ofꢀ hikayat;ꢀ d)ꢀ retellingꢀ theꢀ contentsꢀ ofꢀ hikayat;ꢀ e)ꢀ  

comparingꢀhikayatꢀandꢀshortꢀstory;ꢀandꢀf)ꢀturningꢀhikayatꢀintoꢀshortꢀstory.ꢀ  

Inꢀadditionꢀtoꢀtheꢀsagaꢀtextꢀmaterial,ꢀstudentsꢀalsoꢀencounterꢀunderstandingꢀproblemsꢀinꢀ  

negotiationꢀ textꢀmaterial.ꢀNegotiationꢀ textꢀ isꢀaꢀ formꢀofꢀsocialꢀ interactionꢀ thatꢀ functionsꢀasꢀaꢀ  

mediumꢀtoꢀreachꢀanꢀagreementꢀbetweenꢀinterestedꢀparties.ꢀInꢀtheꢀnegotiationꢀtext,ꢀactivitiesꢀ  

willꢀbeꢀcarriedꢀoutꢀtoꢀprovideꢀsolutionsꢀtoꢀstudentsꢀwhoꢀhaveꢀdifficulties.ꢀTheꢀactivitiesꢀinclude:ꢀ  

a)ꢀdeterminingꢀpartsꢀofꢀnegotiationꢀtext;ꢀb)ꢀidentifyingꢀtypesꢀofꢀnegotiationꢀtext;ꢀc)ꢀdeterminingꢀ  

theꢀpresentationꢀpatternꢀofꢀnegotiationꢀtext;ꢀd)ꢀdeterminingꢀtheꢀstructureꢀofꢀnegotiationꢀtext;ꢀ  

e)ꢀanalyzingꢀtheꢀlanguageꢀofꢀnegotiationꢀtext;ꢀandꢀf)ꢀcomposingꢀnegotiationꢀtext.ꢀ  

DevelopmentꢀStageꢀ  

Inꢀthisꢀdevelopmentꢀstage,ꢀproductꢀdesignꢀisꢀcarriedꢀoutꢀuntilꢀitꢀbecomesꢀaꢀgamificationꢀ  

developmentꢀ productꢀ thatꢀ isꢀ readyꢀ toꢀ beꢀ testedꢀ forꢀ theꢀ target.ꢀ Inꢀ thisꢀ research,ꢀ theꢀ schoolꢀ  

partnerꢀisꢀSMAꢀNegeriꢀ1ꢀKalasan.ꢀ  

Theꢀ followingꢀ isꢀ theꢀ procedureꢀ forꢀ developingꢀ android-basedꢀ gamificationꢀ productsꢀ onꢀ  

learningꢀhikayatꢀtextꢀforꢀclassꢀXꢀstudentsꢀatꢀSMAꢀNegeriꢀ1ꢀKalasan.ꢀ  

1. FlowchartꢀDevelopmentꢀinꢀFigꢀ2.ꢀ  

ꢀ
ꢀ

ꢀ
ꢀ

ꢀ
ꢀ
ꢀ

ꢀ

ꢀꢀꢀꢀꢀꢀꢀꢀꢀꢀꢀꢀꢀꢀꢀꢀꢀꢀFigꢀ2.ꢀFlowchartꢀofꢀgamificationꢀproductꢀdesignꢀ“HikayatꢀText”ꢀ  
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2. Storyboardingꢀ  

StoryboardingꢀcanꢀbeꢀobservedꢀinꢀFigureꢀ3-7.ꢀ  

ꢀ ꢀ

Figꢀ3.ꢀStoryboardꢀtitleꢀandꢀmenuꢀpageꢀ   Figꢀ4.ꢀStoryboardꢀofꢀintructionsꢀandꢀ  
competencyꢀachievementꢀpageꢀ  

ꢀ

ꢀ
ꢀ

ꢀ
ꢀ

ꢀ
ꢀ

ꢀ

ꢀ

Figꢀ5.ꢀStoryboardꢀofꢀtheꢀmaterialꢀpageꢀ   Figꢀ6.ꢀStoryboardꢀofꢀstoryꢀandꢀadventureꢀ  
pageꢀ  

Figꢀ7.ꢀStoryboardꢀdeveloperꢀprofileꢀpage  ꢀ
ꢀ
ꢀ

ꢀ
ꢀ

ꢀ
ꢀ
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3. Android-basedGamificationProductDevelopmentforIndonesianLanguageLearning  
Android-basedgamificationproductcanbeobservedinFigure8-15.  

Fig8.Initialviewonandroid Fig9.Menuviewofandroid  

Fig10.Displayofcoreandbasic  
competencies  
Fig11.Materialmenudisplay  

Fig12.Materialdisplay Fig13.Textdisplayofthehikayattext  

Fig14.Displayofpracticequestionsin  
“adventure”  
Fig15.Displayofpracticequestions  
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Basedꢀonꢀtheꢀresultsꢀofꢀtheꢀdevelopmentꢀofꢀandroid-basedꢀgamificationꢀlearningꢀmediaꢀ  
onꢀ sagaꢀ textꢀ materialꢀ hasꢀ significantꢀ potentialꢀ inꢀ improvingꢀ theꢀ qualityꢀ ofꢀ learning.ꢀ Thisꢀ  
applicationꢀ isꢀ ableꢀ toꢀ presentꢀ sagaꢀ textꢀ learningꢀ inꢀ anꢀ interactiveꢀ andꢀ interestingꢀ wayꢀ forꢀ  

students.ꢀ Byꢀ utilizingꢀ gamificationꢀ elementsꢀ suchꢀ asꢀ challenges,ꢀ points,ꢀ andꢀ rewards,ꢀ thisꢀ  
applicationꢀcanꢀstimulateꢀstudents'ꢀ interestꢀ inꢀ learningꢀandꢀ improveꢀ theirꢀunderstandingꢀofꢀ  
learningꢀmaterials.ꢀ Inꢀaddition,ꢀtheꢀapp'sꢀ integrationꢀwithꢀtheꢀeducationꢀcurriculumꢀensuresꢀ  
conformityꢀwithꢀtheꢀsetꢀlearningꢀobjectives.ꢀ  

Fromꢀ aꢀ technicalꢀ pointꢀ ofꢀ view,ꢀ theꢀ developmentꢀ ofꢀ thisꢀ applicationꢀ isꢀ consideredꢀ  
feasibleꢀbecauseꢀitꢀusesꢀtheꢀAndroidꢀplatformꢀwhichꢀisꢀpopularꢀandꢀeasilyꢀaccessibleꢀtoꢀmostꢀ  
smartphoneꢀusers.ꢀAꢀwell-designedꢀinterfaceꢀandꢀintuitiveꢀnavigationꢀwillꢀmakeꢀitꢀeasierꢀforꢀ  
usersꢀtoꢀexploreꢀtheꢀvariousꢀfeaturesꢀpresentedꢀinꢀtheꢀapplication.ꢀTherefore,ꢀtheꢀdevelopmentꢀ  

ofꢀthisꢀapplicationꢀisꢀexpectedꢀtoꢀmakeꢀaꢀpositiveꢀcontributionꢀtoꢀtheꢀdevelopmentꢀofꢀstudents'ꢀ  
skillsꢀinꢀunderstandingꢀandꢀanalyzingꢀtheꢀtextꢀofꢀtheꢀsagaꢀ(hikayatꢀtext).ꢀ  

Inꢀadditionꢀ toꢀ theꢀ feasibilityꢀofꢀ theꢀAndroidꢀplatformꢀandꢀ theꢀ intuitiveꢀdesignꢀofꢀ theꢀ  
application,ꢀthisꢀresearchꢀalsoꢀyieldsꢀseveralꢀfindings.ꢀFirstly,ꢀAndroid-basedꢀapplicationsꢀhaveꢀ  

aꢀbroadꢀreach,ꢀparticularlyꢀinꢀregionsꢀwhereꢀAndroidꢀdevicesꢀareꢀmoreꢀprevalentꢀthanꢀotherꢀ  
operatingꢀ systems,ꢀ ensuringꢀ thatꢀ aꢀ largerꢀ demographicꢀ ofꢀ studentsꢀ canꢀ benefitꢀ fromꢀ theꢀ  
learningꢀresourcesꢀprovidedꢀbyꢀtheꢀapplication.ꢀSecondly,ꢀtheꢀflexibilityꢀofꢀtheꢀAndroidꢀplatformꢀ  

enablesꢀdevelopersꢀtoꢀcustomizeꢀapplicationsꢀtoꢀsuitꢀspecificꢀeducationalꢀneeds,ꢀensuringꢀthatꢀ  
gamificationꢀelements,ꢀlearningꢀcontent,ꢀandꢀinteractiveꢀfeaturesꢀofꢀtheꢀapplicationꢀareꢀtailoredꢀ  
toꢀ meetꢀ theꢀ uniqueꢀ requirementsꢀ ofꢀ learningꢀ sagaꢀ texts.ꢀ Thirdly,ꢀ gamificationꢀ hasꢀ beenꢀ  
recognizedꢀasꢀanꢀeffectiveꢀstrategyꢀforꢀincreasingꢀstudentꢀengagementꢀandꢀretentionꢀofꢀlearningꢀ  
material.ꢀByꢀincorporatingꢀgameꢀelementsꢀsuchꢀasꢀmissions,ꢀachievements,ꢀandꢀrewards,ꢀtheꢀ  

applicationꢀcanꢀcreateꢀaꢀdeeperꢀandꢀmoreꢀenjoyableꢀlearningꢀexperience,ꢀtherebyꢀenhancingꢀ  
students'ꢀmotivationꢀtoꢀdelveꢀdeeperꢀintoꢀsagaꢀtexts.ꢀFurthermore,ꢀtheꢀintegrationꢀofꢀanalyticsꢀ  
toolsꢀ intoꢀ Android-basedꢀ applicationsꢀ allowsꢀ educatorsꢀ toꢀ gatherꢀ valuableꢀ dataꢀ onꢀ studentꢀ  

interactionsꢀ andꢀ progress,ꢀ enablingꢀ themꢀ toꢀ identifyꢀ areasꢀ forꢀ improvementꢀ andꢀ adjustꢀ  
teachingꢀ strategiesꢀ accordingly.ꢀ Lastly,ꢀ theꢀ integrationꢀ ofꢀ theꢀ applicationꢀ intoꢀ classroomꢀ  
instructionꢀ servesꢀ asꢀ anꢀ additionalꢀ resourceꢀ forꢀ teachersꢀ toꢀ reinforceꢀ lessonꢀ conceptsꢀ andꢀ  
provideꢀ additionalꢀ practiceꢀ opportunitiesꢀ forꢀ students,ꢀ therebyꢀ enhancingꢀ theꢀ overallꢀ  

effectivenessꢀ ofꢀ theꢀ learningꢀ experienceꢀ andꢀ facilitatingꢀ aꢀ blendedꢀ learningꢀ approach.ꢀ Byꢀ  
consideringꢀ theseꢀ additionalꢀ arguments,ꢀ theꢀ researchꢀ findingsꢀ areꢀ furtherꢀ strengthened,ꢀ  
emphasizingꢀ theꢀ potentialꢀ ofꢀ Android-basedꢀ gamificationꢀ applicationsꢀ toꢀ revolutionizeꢀ theꢀ  
teachingꢀandꢀlearningꢀofꢀsagaꢀtextsꢀinꢀIndonesianꢀlanguageꢀeducation.ꢀ  

ꢀ
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ꢀꢀ ꢀꢀꢀꢀꢀꢀꢀꢀꢀꢀꢀꢀꢀꢀꢀꢀ106  



BAHASTRAꢀ  
Vol.ꢀ44,ꢀNo.ꢀ1,ꢀAprilꢀ2024,ꢀpp.ꢀ95-110ꢀ  

ꢀ ꢀꢀꢀꢀꢀꢀꢀꢀP-ISSN:ꢀ0215-4994ꢀ|ꢀE-ISSN:ꢀ2548-4583ꢀ  

Conclusionꢀꢀ  
Thisꢀ researchꢀ successfullyꢀ developedꢀ anꢀ Android-basedꢀ gamificationꢀ applicationꢀ forꢀ  

learningꢀsagaꢀtexts,ꢀovercomingꢀtheꢀlimitationsꢀofꢀconventionalꢀlearningꢀmedia.ꢀThisꢀandroid-  

basedꢀ gamificationꢀ learningꢀ mediaꢀ isꢀ ableꢀ toꢀ increaseꢀ students'ꢀ interest,ꢀ engagement,ꢀ andꢀ  

understandingꢀ ofꢀ sagaꢀ texts.ꢀ Theꢀ developmentꢀ resultsꢀ showꢀ thatꢀ thisꢀ applicationꢀ isꢀ  

pedagogically,ꢀ technically,ꢀandꢀeconomicallyfeasible,ꢀandꢀhasꢀgreatꢀpotentialꢀ toꢀ improveꢀ theꢀ  

qualityꢀ ofꢀ learningꢀ Indonesianꢀ languageꢀ andꢀ literatureꢀ throughꢀ interactiveꢀ andꢀ interestingꢀ  

learningꢀexperiences.ꢀ  

Declarationsꢀ  
Purwatiꢀ Ziscaꢀ Dianaꢀ wasꢀ responsibleꢀ forꢀ theꢀ entireꢀ researchꢀ  
project.ꢀ Heꢀ alsoꢀ ledꢀ theꢀ writingꢀ ofꢀ theꢀ manuscriptꢀ andꢀ theꢀ  
collaborationꢀ withꢀ theꢀ secondꢀ authorꢀ Roniꢀ Sulistiyono,ꢀ thirdꢀ  

Authorꢀcontributionꢀ :ꢀ  authorꢀ Zultiyanti,ꢀ andꢀ fourthꢀ authorꢀ Daroeꢀ Iswatiningsihꢀ  
participatedꢀ inꢀ theꢀ dataꢀ collection,ꢀ transcriptionꢀ andꢀ analysis.ꢀ  
Sheꢀalsoꢀ revisedꢀ theꢀmanuscript.ꢀFourthꢀauthorsꢀapprovedꢀ theꢀ  
finalꢀmanuscript.ꢀꢀ  
Weꢀ wouldꢀ likeꢀ toꢀ expressꢀ ourꢀ sincereꢀ appreciationꢀ toꢀ Ahmadꢀ  
DahlanꢀUniversityꢀforꢀtheꢀfinancialꢀsupportꢀprovidedꢀthroughꢀtheꢀ  
InstituteꢀforꢀResearchꢀandꢀCommunityꢀServiceꢀ(LPPM).ꢀWithoutꢀ  
thisꢀ support,ꢀ thisꢀ researchꢀ wouldꢀ notꢀ haveꢀ beenꢀ realized.ꢀ Weꢀ  
wouldꢀ alsoꢀ likeꢀ toꢀ thankꢀ allꢀ thoseꢀ involvedꢀ inꢀ theꢀ researchꢀ  
process,ꢀwhetherꢀitꢀwasꢀinꢀprovidingꢀpermission,ꢀconsultation,ꢀorꢀ  
assistanceꢀ inꢀdataꢀcollection.ꢀAllꢀ theꢀcontributionsꢀandꢀsupportꢀ  
fromꢀtheꢀresearchꢀteamꢀhaveꢀbeenꢀinvaluableꢀtoꢀtheꢀsuccessꢀofꢀ  
thisꢀstudy.ꢀThankꢀyouꢀforꢀyourꢀdedicationꢀandꢀcooperation.ꢀ  
Fourthꢀauthorsꢀdeclareꢀthatꢀtheyꢀhaveꢀnoꢀcompetingꢀinterests.ꢀ  

Fundingꢀstatementꢀ   :ꢀ  

Conflictꢀofꢀinterestꢀ   :ꢀ  

:ꢀ  

EthicsꢀApprovalꢀ  
ꢀ

Informationꢀ onꢀ Ethicsꢀ Approvalꢀ andꢀ informedꢀ consentꢀ  
statementsꢀareꢀrequiredꢀforꢀallꢀarticlesꢀpublishedꢀinꢀBAHASTRAꢀ  
sinceꢀ2024.ꢀ  

Additionalꢀ  
informationꢀ   Noꢀadditionalꢀinformationꢀisꢀavailableꢀforꢀthisꢀpaper.ꢀ  

Referencesꢀ  
Adesti,ꢀA.,ꢀ&ꢀNurkholimah,ꢀ S.ꢀ (2020).ꢀPengembanganꢀmediaꢀpembelajaranꢀberbasisꢀ androidꢀ  

menggunakanꢀaplikasiꢀadobeꢀflashꢀCSꢀ6ꢀpadaꢀmataꢀpelajaranꢀsosiologi.ꢀEdutainment,ꢀ8(1),ꢀ  
27–38.ꢀdoi:ꢀ10.35438/E.V8I1.221ꢀ  

Areed,ꢀ M.ꢀ F.,ꢀ Amasha,ꢀ M.ꢀ A.,ꢀ Abougalala,ꢀ R.ꢀ A.,ꢀ Alkhalaf,ꢀ S.,ꢀ &ꢀ Khairy,ꢀ D.ꢀ (2021).ꢀ Developingꢀ  
gamificationꢀ e-quizzesꢀ basedꢀ onꢀ anꢀ androidꢀ app:ꢀ Theꢀ impactꢀ ofꢀ asynchronousꢀ form.ꢀ  
Educationꢀ  
https://link.springer.com/article/10.1007/s10639-021-10469-4ꢀ  

andꢀ   Informationꢀ   Technologies,ꢀ   26,ꢀ   4857–4878.ꢀ  

107ꢀꢀ   ꢀ
ꢀ ꢀ PurwantiꢀZiscaꢀDiana,ꢀet.alꢀ(Developmentꢀofꢀandroid)  



BAHASTRAꢀ  
Vol.ꢀ44,ꢀNo.ꢀ1,ꢀAprilꢀ2024,ꢀpp.ꢀ95-110ꢀ  

ꢀ ꢀꢀꢀꢀꢀꢀꢀꢀP-ISSN:ꢀ0215-4994ꢀ|ꢀE-ISSN:ꢀ2548-4583ꢀ  

Astawa,ꢀN.ꢀL.ꢀP.ꢀN.ꢀS.ꢀP.,ꢀ&ꢀDewi,ꢀI.ꢀG.ꢀA.ꢀA.ꢀI.ꢀS.ꢀ(2021).ꢀGamifikasiꢀceritaꢀrakyatꢀBaliꢀsebagaiꢀmediaꢀ  
pembelajaranꢀsiswaꢀgenerasi-z.ꢀJIIPꢀ-ꢀJurnalꢀIlmiahꢀIlmuꢀPendidikan,ꢀ4(6),ꢀ383–389.ꢀdoi:ꢀ  
10.54371/JIIP.V4I6.296ꢀ  

Bicen,ꢀH.,ꢀ&ꢀKocakoyun,ꢀS.ꢀ(2017).ꢀDeterminationꢀofꢀuniversityꢀstudents’ꢀmostꢀpreferredꢀmobileꢀ  
applicationꢀ forꢀ gamification.ꢀ Worldꢀ Journalꢀ onꢀ Educationalꢀ Technology:ꢀ Currentꢀ Issues,ꢀ  
9(1),ꢀ18–23.ꢀdoi:ꢀ10.18844/wjet.v9i1.641ꢀ  

Bihanda,ꢀ Y.ꢀ G.,ꢀ Kharisma,ꢀ A.ꢀ P.,ꢀ &ꢀ Ananta,ꢀ M.ꢀ T.ꢀ (2022).ꢀ Nusantarian:ꢀ Developmentꢀ ofꢀ  
gamification-basedꢀ badutꢀ templeꢀ educationalꢀ tourismꢀ applicationsꢀ onꢀ android.ꢀ  
Proceedingsꢀofꢀ theꢀ7thꢀ InternationalꢀConferenceꢀonꢀSustainableꢀ InformationꢀEngineeringꢀ  
andꢀTechnology,ꢀ320–324.ꢀdoi:ꢀ10.1145/3568231.3568284  

Dewi,ꢀN.ꢀS.ꢀN.,ꢀSupriyono,ꢀY.,ꢀ&ꢀSaputra,ꢀY.ꢀ(2020).ꢀPengembanganꢀmediaꢀpembelajaranꢀbahasaꢀ  
berbasisꢀ gamifikasiꢀ untukꢀ guru-guruꢀ diꢀ lingkunganꢀ pondokꢀ pesantrenꢀ Alꢀ Aminꢀ  
Sindangkasih-Ciamis.ꢀE-Dimas:ꢀ JurnalꢀPengabdianꢀKepadaꢀMasyarakat,ꢀ11(3),ꢀ382–387.ꢀ  
doi:ꢀ10.26877/E-DIMAS.V11I3.5146ꢀ  

GagneꢀamdꢀBriggs,ꢀL.J.ꢀ(1979).ꢀPrinciplesꢀofꢀinstructionalꢀdesign.ꢀHoltꢀRinehartꢀandꢀWinston.ꢀ  
Dirgantara,ꢀH.ꢀB.,ꢀPrabowo,ꢀY.ꢀD.,ꢀ&ꢀJermia,ꢀM.ꢀM.ꢀ(2019).ꢀDevelopmentꢀofꢀandroid-basedꢀquizꢀ  

videoꢀgame:ꢀMathventure.ꢀ2019ꢀInternationalꢀJointꢀConferenceꢀonꢀInformation,ꢀMediaꢀandꢀ  
Engineeringꢀ(IJCIME),ꢀ450–454.ꢀdoi:ꢀ10.1109/IJCIME49369.2019.00097ꢀ  

Hamdani.ꢀ(2011).ꢀStrategiꢀbelajarꢀmengajar.ꢀPustakaꢀSetia.ꢀ  
Harjono,ꢀH.ꢀS.,ꢀHariyadi,ꢀB.,ꢀ&ꢀYugo,ꢀP.ꢀ(2023).ꢀCikꢀUpikꢀapplicationꢀasꢀlearningꢀmediaꢀtoꢀidentifyꢀ  

andꢀ describeꢀ theꢀ hikayatꢀ values.ꢀ Journalꢀ ofꢀ Educationꢀ Technology,ꢀ 7(2).ꢀ doi:ꢀ  
10.23887/jet.v7i2.57254ꢀ  

Haryanti,ꢀA.ꢀS.,ꢀHufad,ꢀA.,ꢀ&ꢀLeksono,ꢀS.ꢀM.ꢀ(2022).ꢀTheꢀstrengtheningꢀofꢀcharacterꢀeducationꢀ  
basedꢀ onꢀ localꢀ wisdomꢀ throughꢀ hikayatꢀ Nyimasꢀ Gamparan.ꢀ PEDAGOGIK:ꢀ Jurnalꢀ  
Pendidikan,ꢀ9(1),ꢀ15–27.ꢀdoi:ꢀ10.33650/pjp.v9i1.3495ꢀ  

Hasminur,ꢀ H.,ꢀ Charlina,ꢀ C.,ꢀ &ꢀ Sinaga,ꢀ M.ꢀ (2024).ꢀ Efektivitasꢀ penggunaanꢀ videoꢀ stopꢀ motionꢀ  
dalamꢀmenentukanꢀnilaiꢀsebagaiꢀimplementasiꢀpembelajaranꢀteksꢀhikayat.ꢀCetta:ꢀJurnalꢀ  
IlmuꢀPendidikan,ꢀ7(1),ꢀ112–125.ꢀdoi:ꢀ10.37329/cetta.v7i1.3111ꢀ  

Herlina,ꢀD.,ꢀAdlina,ꢀA.,ꢀBachtiar,ꢀP.ꢀH.,ꢀ&ꢀMurti,ꢀ F.ꢀN.ꢀ (2019).ꢀPortrayingꢀhikayatꢀ learningꢀ forꢀ  
seniorꢀ highꢀ schoolꢀ inꢀ 4.0ꢀ era.ꢀ Pancaranꢀ Pendidikan,ꢀ 8(1).ꢀ doi:ꢀ  
10.25037/pancaran.v8i1.218ꢀ  

Ilham,ꢀM.ꢀC.,ꢀNurfajriani,ꢀN.,ꢀ&ꢀYusuf,ꢀM.ꢀ(2023).ꢀDevelopmentꢀofꢀinteractiveꢀmultimediaꢀwithꢀ  
androidꢀ basedꢀ gamificationꢀ conceptsꢀ inꢀ chemistryꢀ classꢀ Xꢀ SMA/MAꢀ evenꢀ semester.ꢀ  
Proceedingsꢀ ofꢀ theꢀ 8thꢀ Annualꢀ Internationalꢀ Seminarꢀ onꢀ Transformativeꢀ Educationꢀ andꢀ  
EducationalꢀLeadership,ꢀAISTEEL.ꢀdoi:ꢀ10.4108/eai.19-9-2023.2340573ꢀ  

Imbar,ꢀ K.,ꢀ Nuari,ꢀ D.,ꢀ Ariani,ꢀ D.,ꢀ Widyaningrum,ꢀ R.,ꢀ &ꢀ Kustandi,ꢀ C.ꢀ (2023).ꢀ Developmentꢀ ofꢀ  
android-basedꢀ gamificationꢀ learningꢀ mediaꢀ forꢀ multiplicationꢀ materialꢀ forꢀ gradeꢀ iiiꢀ  
elementaryꢀ schoolꢀ students.ꢀ JTP-Jurnalꢀ Teknologiꢀ Pendidikan,ꢀ 25(2),ꢀ 323–333.ꢀ doi:ꢀ  
10.21009/jtp.v25i2.34717ꢀ  

Kirana,ꢀ P.,ꢀ Chaeruman,ꢀU.ꢀA.,ꢀ&ꢀNursetyo,ꢀK.ꢀ I.ꢀ (2022).ꢀ Pengembanganꢀ “Supermath”ꢀ sebagaiꢀ  
multimediaꢀ pembelajaranꢀ berbasisꢀ gamifikasiꢀ untukꢀ matematikaꢀ kelasꢀ 2.ꢀ Jurnalꢀ  
PembelajaranꢀInovatif,ꢀ5(1),ꢀ24–29.ꢀdoi:ꢀ10.21009/JPI.051.03ꢀ  

Kuswanto,ꢀ J.,ꢀ &ꢀ Radiansah,ꢀ F.ꢀ (2018).ꢀ Mediaꢀ pembelajaranꢀ berbasisꢀ androidꢀ padaꢀ mataꢀ  
pelajaranꢀ sistemꢀ operasiꢀ jaringanꢀ kelasꢀ XI.ꢀ Jurnalꢀ Mediaꢀ Infotama,ꢀ 14(1).ꢀ doi:ꢀ  
10.37676/JMI.V14I1.467ꢀ  

Mukarromah,ꢀT.ꢀT.,ꢀ&ꢀAgustina,ꢀP.ꢀ(2021).ꢀGamifikasiꢀberbasisꢀaplikasiꢀdanꢀpembelajaranꢀanakꢀ  
usiaꢀdini.ꢀEdukids:ꢀ JurnalꢀPertumbuhan,ꢀPerkembangan,ꢀdanꢀPendidikanꢀAnakꢀUsiaꢀDini,ꢀ  

PurwantiꢀZiscaꢀDiana,ꢀet.alꢀ(Developmentꢀofꢀandroid)ꢀꢀ  
ꢀꢀ ꢀꢀꢀꢀꢀꢀꢀꢀꢀꢀꢀꢀꢀꢀꢀꢀ108  



BAHASTRAꢀ  
Vol.ꢀ44,ꢀNo.ꢀ1,ꢀAprilꢀ2024,ꢀpp.ꢀ95-110ꢀ  

ꢀ ꢀꢀꢀꢀꢀꢀꢀꢀP-ISSN:ꢀ0215-4994ꢀ|ꢀE-ISSN:ꢀ2548-4583ꢀ  

18(1),ꢀ18–27.ꢀdoi:ꢀ17509/EDUKIDS.V18I1.33338ꢀ  
Mustikasari,ꢀ A.ꢀ A.,ꢀ Yusuf,ꢀ M.,ꢀ &ꢀ Rejekiningsih,ꢀ T.ꢀ (2023).ꢀ Gamificationꢀ basedꢀ onꢀ androidꢀ toꢀ  

improveꢀ comprehensionꢀ civicsꢀ forꢀ deafꢀ student.ꢀ Internationalꢀ Journalꢀ ofꢀ Elementaryꢀ  
Education,ꢀ7(1),ꢀ8–18.ꢀdoi:ꢀ10.23887/ijee.v7i1.58383ꢀ  

Nurdin,ꢀS.,ꢀ&ꢀAndriantoni.ꢀ(2019).ꢀKurikulumꢀdanꢀpembelajaran.ꢀRajaꢀGrafindoꢀPersada.ꢀ  
Octafiani,ꢀ P.,ꢀ Tejawati,ꢀ A.,ꢀ &ꢀ Pohny,ꢀ P.ꢀ (2017).ꢀ Aplikasiꢀ pembelajaranꢀ matematikaꢀ denganꢀ  

konsepꢀgamifikasiꢀberbasisꢀandroid.ꢀ JurnalꢀRekayasaꢀTeknologiꢀ Informasiꢀ (JURTI),ꢀ1(2),ꢀ  
90.ꢀdoi:ꢀ10.30872/JURTI.V1I2.907ꢀ  

Oktaviana,ꢀD.,ꢀ&ꢀDiana,ꢀP.ꢀZ.ꢀ(2023).ꢀDevelopmentꢀofꢀandroid-basedꢀgamificationꢀmediaꢀdesignꢀ  
forꢀpersonalꢀlettersꢀandꢀformalꢀlettersꢀmaterialꢀinꢀgradeꢀVII.ꢀInternationalꢀProceedingsꢀofꢀ  
Nusantaraꢀ  
https://proceedings.uinsaizu.ac.id/index.php/nuraicon/article/view/391ꢀ  

Raya,ꢀ   2,ꢀ   122–133.ꢀ  

Permata,ꢀ C.ꢀ A.ꢀ M.,ꢀ &ꢀ Kristanto,ꢀ Y.ꢀ D.ꢀ (2020).ꢀ Desainꢀ pembelajaranꢀ matematikaꢀ berbasisꢀ  
gamifikasiꢀuntukꢀmeningkatkanꢀminatꢀbelajarꢀ siswa.ꢀ JNPMꢀ(JurnalꢀNasionalꢀPendidikanꢀ  
Matematika),ꢀ4(2),ꢀ279.ꢀdoi:ꢀ10.33603/JNPM.V4I2.3877ꢀ  

Prasetyo,ꢀ S.ꢀ (2017).ꢀ Pengembanganꢀmediaꢀ pembelajaranꢀ IPAꢀberbasisꢀ androidꢀ untukꢀ siswaꢀ  
SD/MI.ꢀ JMIEꢀ (Journalꢀ ofꢀ Madrasahꢀ Ibtidaiyahꢀ Education),ꢀ 1(1).ꢀ doi:ꢀ  
10.32934/JMIE.V1I1.29ꢀ  

Qohar,ꢀ A.,ꢀ Nasution,ꢀ S.ꢀ H.,ꢀ &ꢀ Wahyuningsih,ꢀ S.ꢀ (2021).ꢀ Developmentꢀ ofꢀ android-basedꢀ  
mathematicsꢀ learningꢀ gameꢀ onꢀ theꢀ topicꢀ ofꢀ congruenceꢀ andꢀ similarity.ꢀ Internationalꢀ  
JournalꢀofꢀInteractiveꢀMobileꢀTechnologies,ꢀ15(9).ꢀdoi:ꢀ10.3991/ijim.v15i09.20723ꢀ  

Rahmi,ꢀ U.,ꢀ Ramadhan,ꢀ S.,ꢀ &ꢀ Asri,ꢀ Y.ꢀ (2020).ꢀ Developmentꢀ ofꢀ electronicꢀmoduleꢀ hikayatꢀ textꢀ  
basedꢀ onꢀ projectꢀ basedꢀ learningꢀ (PJBL)ꢀ classꢀ xꢀ studentsꢀ ofꢀ highꢀ schools.ꢀ Eighthꢀ  
Internationalꢀ Conferenceꢀ onꢀ Languagesꢀ andꢀ Artsꢀ (ICLA-2019),ꢀ 32–37.ꢀ doi:ꢀ  
10.2991/assehr.k.200819.007ꢀ  

Sagirani,ꢀT.,ꢀSunarto,ꢀM.ꢀJ.ꢀD.,ꢀHariadi,ꢀB.,ꢀAmelia,ꢀT.,ꢀ&ꢀLemantara,ꢀJ.ꢀ(2018).ꢀPrototypeꢀofꢀmobileꢀ  
learningꢀ applicationꢀ (MoLearn)ꢀ byꢀ utilizingꢀ theꢀ gamificationꢀ concept.ꢀ 2018ꢀ IEEEꢀ 6thꢀ  
InternationalꢀConferenceꢀonꢀMOOCs,ꢀInnovationꢀandꢀTechnologyꢀinꢀEducationꢀ(MITE),ꢀ1–5.ꢀ  
doi:ꢀ10.1109/MITE.2018.8747089ꢀ  

Setiana,ꢀ H.,ꢀ &ꢀ Hansun,ꢀ S.ꢀ (2017).ꢀ Gamifiedꢀ androidꢀ basedꢀ academicꢀ informationꢀ system.ꢀ  
Internationalꢀ Journalꢀ ofꢀ Evaluationꢀ andꢀ Researchꢀ inꢀ Education,ꢀ 6(2),ꢀ 164–173.ꢀ doi:ꢀ  
10.11591/ijere.v6i2.7595ꢀ  

Shaliha,ꢀM.ꢀA.,ꢀ&ꢀFakhzikril,ꢀM.ꢀR.ꢀ (2022).ꢀPengembanganꢀkonsepꢀbelajarꢀdenganꢀgamifikasi.ꢀ  
InovasiꢀKurikulum,ꢀ19(1),ꢀ79–86.ꢀdoi:ꢀ10.17509/JIK.V19I1.43608ꢀ  

Setyawan,ꢀA.,ꢀSyarifudin,ꢀA.ꢀS.,ꢀ&ꢀAkrom,ꢀR.ꢀA.ꢀ(2021).ꢀPengembanganꢀmediaꢀpembelajaranꢀteksꢀ  
hikayatꢀberbasisꢀispringꢀuntukꢀsiswaꢀkelasꢀXꢀSMA.ꢀLinguista:ꢀJurnalꢀIlmiahꢀBahasa,ꢀSastra,ꢀ  
DanꢀPembelajarannya,ꢀ5(2),ꢀ142–159.ꢀdoi:ꢀ10.25273/linguista.v5i2.11428ꢀ  

Siregar,ꢀ R.,ꢀ Gafari,ꢀ M.ꢀ O.,ꢀ &ꢀ Adisaputra,ꢀ A.ꢀ (2023).ꢀ Developmentꢀ ofꢀ Folkloreꢀ textꢀ teachingꢀ  
materialsꢀ(hikayat)ꢀinꢀtheꢀformꢀofꢀinteractiveꢀdigitalꢀmultimediaꢀinꢀhighꢀschoolsꢀ(SMA).ꢀ  
Proceedingsꢀ ofꢀ theꢀ 8thꢀ Annualꢀ Internationalꢀ Seminarꢀ onꢀ Transformativeꢀ Educationꢀ andꢀ  
Educationalꢀ Leadership,ꢀ AISTEELꢀ 2023,ꢀ 19ꢀ Septemberꢀ 2023,ꢀ Medan,ꢀ Northꢀ Sumateraꢀ  
Province,ꢀIndonesia.ꢀdoi:ꢀ10.4108/eai.19-9-2023.2340507ꢀ  

Sudana,ꢀ I.ꢀ B.ꢀ K.ꢀ M.,ꢀ Suyasa,ꢀ P.ꢀ W.ꢀ A.,ꢀ &ꢀ Agustini,ꢀ K.ꢀ (2021).ꢀ Efektivitasꢀmediaꢀ pembelajaranꢀ  
berkonsepꢀgamifikasiꢀpengenalanꢀtataꢀsuryaꢀmataꢀpelajaranꢀIPAꢀterpaduꢀkelasꢀVIIꢀdiꢀSMPꢀ  
Negeriꢀ 2ꢀ Kututambahan.ꢀ Jurnalꢀ Pendidikanꢀ Teknologiꢀ danꢀ Kejuruan,ꢀ 18(1),ꢀ 43.ꢀ doi:ꢀ  
10.23887/JPTK-UNDIKSHA.V18I1.25698ꢀ  

109ꢀꢀ   ꢀ
ꢀꢀ PurwantiꢀZiscaꢀDiana,ꢀet.alꢀ(Developmentꢀofꢀandroid)  



BAHASTRAꢀ  
Vol.ꢀ44,ꢀNo.ꢀ1,ꢀAprilꢀ2024,ꢀpp.ꢀ95-110ꢀ  

ꢀ ꢀꢀꢀꢀꢀꢀꢀꢀP-ISSN:ꢀ0215-4994ꢀ|ꢀE-ISSN:ꢀ2548-4583ꢀ  

Sugiyono.ꢀ(2019).ꢀMetodeꢀpenelitianꢀdanꢀpengembanganꢀ(ResearchꢀandꢀDevelopment).ꢀAlfabeta.ꢀ  
Suryani,ꢀ N.,ꢀ Setiawan,ꢀ A.,ꢀ &ꢀ Putria,ꢀ A.ꢀ (2019).ꢀ Mediaꢀ pembelajaranꢀ inovatifꢀ danꢀ  

pengembangannya.ꢀRemajaꢀRosdakarya.ꢀ  
Talingdan,ꢀ J.ꢀA.,ꢀ&ꢀLlanda,ꢀC.ꢀR.ꢀ (2019).ꢀAssessmentꢀofꢀ theꢀeffectivenessꢀofꢀ learningꢀ theoriesꢀ  

usingꢀgamifiedꢀandroidꢀappꢀinꢀteachingꢀCꢀprogramming.ꢀIOPꢀConferenceꢀSeries:ꢀMaterialsꢀ  
ScienceꢀandꢀEngineering,ꢀ482(1).ꢀdoi:ꢀ10.1088/1757-899X/482/1/012030ꢀ  

Wilson,ꢀL.ꢀO.ꢀ(2016).ꢀAndersonꢀandꢀkrathwohlꢀbloom’sꢀtaxonomyꢀrevisedꢀunderstandingꢀtheꢀ  
taxonomy.ꢀ  newꢀ  

https://quincycollege.edu/contentꢀ  
versionꢀ   ofꢀ   bloom’sꢀ   Theꢀ   Secondꢀ   Principle,ꢀ   1–8.ꢀ  

Yaniaja,ꢀA.ꢀK.,ꢀWahyudrajat,ꢀH.,ꢀ&ꢀDevana,ꢀV.ꢀT.ꢀ(2021).ꢀPengenalanꢀmodelꢀgamifikasiꢀkeꢀdalamꢀ  
e-learningꢀpadaꢀperguruanꢀtinggi.ꢀADIꢀPengabdianꢀKepadaꢀMasyarakat,ꢀ1(1),ꢀ22–30.ꢀdoi:ꢀ  
10.34306/ADIMAS.V1I1.235ꢀ  

Yaumi,ꢀM.ꢀ(2019).ꢀMediaꢀdanꢀteknologiꢀpembelajaran.ꢀPrenadaꢀMediaꢀGroup.ꢀ  
Yunita,ꢀ N.P.,ꢀ &ꢀ Indrajit,ꢀ R.E.ꢀ (2022).ꢀ Gamificationꢀ membuatꢀ belajarꢀ seasyikꢀ bermainꢀ game.ꢀ  

PenerbitꢀAndi.ꢀ  
ꢀ
ꢀꢀ  
ꢀ
ꢀ
ꢀ

PurwantiꢀZiscaꢀDiana,ꢀet.alꢀ(Developmentꢀofꢀandroid)ꢀꢀ  
ꢀꢀ ꢀꢀꢀꢀꢀꢀꢀꢀꢀꢀꢀꢀꢀꢀꢀꢀ110  


