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Digital learning media based on gamification is rarely found in singing 
education, yet the impact of utilizing such learning tools cannot be 
underestimated. Therefore, this study aimed to develop a gamified digital 
learning media product for cultural arts education in junior high schools. 
The research adopts a Research and Development (R&D) approach using 
the ADDIE model, focusing on the development and validation process of 
gamified digital learning media suitable for educational purposes. The 
research subjects consist of media experts, content experts, and cultural 
arts teachers from State Junior High School 3 Grogol, Sukoharjo. Data 
collection techniques involve a media validation questionnaire, which is 
then analyzed using percentages and described to provide an overview of 
the suitability level of this gamified media. The research results indicate 
that the average validation results obtained from media experts I and II are 
86%, while the average results from content experts I and II are also 86%. 
After being validated by the cultural arts teachers, the gamified media 
received an average total score of 87% from three teachers, all falling under 
the 'very good' qualification. Therefore, based on the assessments of media 
experts, content experts, and teachers, it is concluded that the gamified 
digital learning media product is categorized as 'suitable' for use as an 
alternative cultural arts learning media in State Junior High School 3 
Grogol. The existence of this appropriate media undoubtedly stands as an 
innovative learning tool, incorporating gaming elements to enrich the 
process of singing skills. 
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INTRODUCTION 
 

Gamification in digital learning has emerged as a powerful tool to enhance 
educational experiences by integrating game elements into non-game contexts 
(Lam & Tse, 2022). By incorporating elements such as challenges, rewards, and 
competition, gamification aims to increase user engagement and motivation 
(Palaniappan & Noor, 2022). This approach is in line with the user-centered design 
philosophy, which emphasizes the importance of meeting the needs and desires of 
learners. In the field of education, the incorporation of gamification is especially 
significant, particularly in junior high school settings. Studies have demonstrated 
that the use of gamified learning environments can have a positive impact on 
student engagement, knowledge retention, and overall learning outcomes (Sailer & 
Sailer, 2021). By creating interactive and immersive learning experiences, 
gamification has the potential to enhance the educational process, making it more 
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enjoyable and effective for students (Idris et al., 2020). This is particularly crucial 
in subjects such as art and culture, where fostering creativity and critical thinking 
skills is of utmost importance. 

Furthermore, the application of challenge-based gamification has been found 
to enhance intrinsic motivation and improve learning outcomes (Palaniappan & 
Noor, 2022). By introducing elements that satisfy the innate psychological needs of 
individuals, such as autonomy, competence, and relatedness, gamification can 
create a conducive environment for effective learning (Uaidullakyzy et al., 2022). 
This approach not only motivates students but also promotes a deeper 
understanding of the subject matter. Incorporating gamification in junior high 
school education can also help in developing essential skills such as problem-
solving, collaboration, and decision-making (Bennani et al., 2022). By leveraging 
game mechanics and digital tools, educators can create dynamic learning 
experiences that cater to the diverse learning styles of students (Dečman et al., 
2022). Additionally, gamification can support the development of digital 
competencies and foster active engagement through a constructivist approach 
(Sailer & Homner, 2020). 

Gamification has emerged as a powerful tool in enhancing learning 
experiences across various subjects. In the realm of art and culture education, the 
application of gamification offers a unique opportunity to engage students in 
interactive and immersive learning experiences (Lam & Tse, 2022; Aries et al., 
2020). For instance, the integration of gamified elements in art history lessons can 
transform traditional teaching methods into dynamic and captivating sessions. By 
incorporating game mechanics such as challenges, rewards, and storytelling, 
students can delve deeper into the world of art and culture, fostering a deeper 
appreciation and understanding of the subject (Basak, 2021). Similarly, in the 
context of developing singing skills, gamification can be utilized to make vocal 
training more engaging and effective, by gamifying vocal exercises and techniques, 
students can practice and improve their singing abilities in a fun and motivating 
way, leading to enhanced skill development and performance outcomes (Aldalur & 
Perez, 2023). 

The benefits of gamification in education extend beyond mere engagement; 
it has been shown to significantly enhance the learning process. By integrating 
gamified elements into educational settings, students are not only motivated to 
actively participate in learning activities but also experience increased retention of 
information and improved problem-solving skills (Lavoué et al., 2019). Research 
has indicated that gamification can positively impact students' motivation, 
academic performance, and overall learning outcomes (Zabala-Vargas et al., 2021). 
Furthermore, the use of adaptive gamification in learning environments has been 
recognized for its ability to cater to individual learning styles and preferences, 
ensuring a personalized and effective learning experience for students (Puritat, 
2019). Overall, the application of gamification in education presents a promising 
avenue for transforming traditional teaching practices and fostering a more 
interactive and engaging learning environment for students across various subjects. 

However, it is interesting to note that many teachers are not prepared for the 
integration of digital games into the learning process. Based on the results of a 
questionnaire distributed to art and culture teachers in Solo Raya, it was identified 



Wulandari, et.al.  / Jurnal Teknologi Pendidikan 26 (1), 108-120 

- 110 - 

that 93.8% of teachers still use printed books as their teaching media, while the use 
of digital platforms such as the internet, YouTube, or PowerPoint is still 
significantly lower. This finding suggests that teachers still prioritize one-way 
learning, which involves delivering materials and assigning tasks based on the 
provided printed books. In line with this, interviews with art and culture teachers 
also revealed that the majority of them have not utilized interactive digital media 
for art and culture learning in the classroom, but rather limit themselves to watching 
YouTube videos. 

Referring to field facts and relevant findings about the potential of 
gamification that can be integrated with digital media, it is important for teachers 
to embrace technological advancements, even though they are faced with the 
challenge of integrating technology into their teaching practices to meet the 
evolving needs of learners. This requires a deep understanding of instructional 
design principles and the effective use of technology to enhance teaching 
effectiveness (Yılmaz, 2021). Educators acknowledge the benefits of technology in 
engaging students, personalizing learning experiences, and promoting collaboration 
(Demir & Zengin, 2023).  

The incorporation of gamification into the subject material of art and culture 
offers a promising avenue for enhancing educational experiences and encouraging 
active student engagement. Gamification entails integrating game elements and 
mechanics into non-game contexts to motivate and incentivize desired behaviors 
(Zhang et al., 2021;( atheeswari, 2018). In the field of art and culture education, the 
implementation of gamification offers a distinct opportunity to enhance the learning 
experience by increasing interactivity, immersion, and enjoyment (Lam & Tse, 
2022). Moreover, gamification allows for the exploration of complex cultural 
concepts and artistic expressions in a playful and interactive manner, thus making 
learning more accessible and relatable for students (Bennani et al., 2022). Through 
gamified activities, students actively participate in the learning process, collaborate 
with their peers, and develop a deeper appreciation for the diverse realm of art and 
culture.  

In general, the integration of gamified digital learning tools into the 
educational system of junior high schools holds immense potential for transforming 
traditional teaching methods into engaging and interactive learning experiences for 
students. This research, however, distinguishes itself from previous studies as it 
focuses specifically on the field of arts and culture education, which has been 
relatively underexplored in the existing literature. Consequently, the aim of this 
research is to develop a gamified digital learning media product for arts and culture 
education in junior high schools, with the hope of stimulating students' singing 
abilities and serving as an innovative learning resources.  
 
 
METHODS 
 

Our research adopts a research and development (R&D) approach and 
method, with the aim of designing and developing interactive game-based learning 
media to support learning activities. We also aim to evaluate the feasibility of the 
products resulting from this research (Sugiyono, 2018)). The ADDIE model, which 
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stands for Analysis, Design, Development, Implementation, and Evaluation, is 
chosen based on a relevant research framework. Several previous studies have 
adopted this model to design learning products (Pribadi, 2016). However, the main 
focus of this research is on the Development stage, specifically in evaluating the 
feasibility level of the game-based learning product that we have developed. During 
this stage, the activities carried out involve analyzing the needs and then developing 
game-based media products for junior high school students. The following is the 
research diagram using the ADDIE model adopted for this research and 
development.. 

 
Figure 1. ADDIE Model 

 
The subjects in this study will consist of validators who are experts in media, 

validators who are experts in content, and Arts teachers at State Junior High School 
3 Grogol. The data collection technique employed in this research is a non-test 
technique (Hamid et al., 2020), Utilizing a data collection instrument in the form of 
a validation questionnaire for the game-based learning product or game-based 
learning media that we have created. The questionnaire employed in this study 
follows a hierarchical structure based on the Likert scale ranging from 1 to 5, 
encompassing statements such as Very Poor, Poor, Fair, Good, and Excellent 
(Syauqi et al., 2020). Before being used as a data collection tool, the instrument 
undergoes a validation process. The validity of the instrument we use is ensured by 
consulting with experts, where each instrument is consulted and validated by 
competent experts in their respective fields (Amini & Usmeldi, 2022).  

Meanwhile, the instruments for each validator and practitioner were adopted 
from several relevant research, for validation media experts adopted research 
(Perdana et al., 2021; Rejekiningsih et al., 2021) which contains two aspects of 
assessment, namely: 1) Software, and 2) Visual Communication which includes 
indicators attached to it. In the validation instrument, material experts and teachers 
(practitioners) adopted Adapted from research (Sari et al., 2021; Ningtyas & Jati, 
2018), with assessment aspects consisting of: 1) Learning, and 2) Media Navigation 
accompanied by indicators attached to each of these aspects. 

The results of the validation process are subsequently investigated 
descriptively and qualitatively using percentages as a form of analysis. Below are 
the criteria and categories of suitability for interactive media that have been derived 
and adapted from previous research conducted by (Bustanil S et al., 2019; 

Analysis Design Development Implementation Evaluation
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Dinayusadewi & Agustika, 2020), The following is an analysis of the percentage of 
feasibility of toy-based learning media which is presented in table 1. 

Table 1. Interactive Media Eligibility Criteria 
No Percentage Qualification Decision 
1 81 – 100% Very good Eligible  2 61 – 80% Good 
3 41 – 61% Enough Eligible with Revision 
4 21 – 40% Deficient Not Eligible 5 <20% Very less 

 
 
RESULTS & DISCUSSION 
 

This research is a continuation of the previous stage, where briefly the initial 
stage, namely needs analysis, showed that the use of instructional media and 
teaching materials used tends to be limited and less innovative. It is unfortunate that 
digital technology, whether it be smartphones, laptops, computers, cannot be 
optimized to support the learning process that has been taking place so far. The 
existence of innovation using game-based or electronic learning applications can be 
an alternative that can be utilized during the learning process, with the hope of 
facilitating students to achieve the competencies they need in the 21st century. 
Referring to the brief findings from the preliminary study, it was identified that 
schools currently need innovative game-based learning media. This is highly 
relevant considering that game-based media is highly favored by junior high school 
students. The interactive appeal and enjoyable learning experience offered by 
game-based media can motivate students to actively engage in the learning process. 
With the use of game-based media, it is expected to provide a strong stimulus to 
improve the singing skills of junior high school students. In addition to achieving 
learning outcomes, game-based media can also assist in the development of 
students' singing skills and enhance their self-directed learning. Thus, game-based 
learning media is expected to not only enrich students' learning experiences but also 
make a significant contribution to the achievement of students' singing skills. 

From the preliminary study, an idea emerged for the development of an 
innovative product suitable for use as a learning media. In the next phase, a plan is 
executed to enhance the media, resulting in a structure of content that will be 
included in the media, as well as the media flowchart. Meanwhile, the research 
objective is to create a game-based learning media for the subject of Arts and 
Culture in secondary schools. In this section, the assessment and development 
results of the product will be presented. The testing phase is conducted according 
to the research procedure, which includes validation by media experts, subject 
matter experts, and subject teachers. 

After distributing the questionnaire containing assessment items for the 
feasibility of the game-based learning media product to each evaluator, the 
following are the product assessment results by media experts. 
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Table 2. Media Expert Validation Results 
No Expert Percentage Qualification Decision 
1 Media Expert I 88% Very good 

Eligible 2 Media Expert II 84% Very good 
3 Media Expert III 82% Very good 
 Average Media Expert 85% Very good 

 
Upon examining Table 2 above, it is identified that game-based learning 

media products have received positive assessment results. For instance, the 
evaluation from media expert I obtained a total percentage of 88%, falling under 
the category of "excellent", where this evaluation is a summary of two aspects, 
namely software aspect and communication design aspect, as well as derivative 
indicators that serve as the basis for assessment. Subsequently, the evaluation 
results by media expert II garnered a percentage score of 84%, also classified as 
'excellent'. Next is the percentage score obtained from media expert III, obtaining 
82% of the total media assessment percentage, which is included in the 'very good' 
category. The results from all media experts were then analyzed for an average, 
revealing a score of 85% as the average result of these two evaluations, falling under 
the 'excellent' category and receiving a 'Eligible' decision. Therefore, these results 
indicate that the components comprising game-based learning media products meet 
one of the requirements as learning media based on the perspective of media 
experts. 

The subsequent evaluation phase is conducted by subject matter experts, who 
assess to observe and measure the quality of the materials presented in this game-
based learning media. Even though it is a game, the educational elements and the 
timeliness of the materials cannot be disregarded. The overall results of the content 
or material experts' assessment were displayed in the table below. 

Table 3. Material Expert Validation Results 
No Expert Percentage Qualification Decision 
1 Material Expert I 86% Very good 

Eligible 2 Material Expert II 90% Very good 
3. Material Expert III 88% Very Good 
 Average Material Expert 88% Very good 

 
Table 3 describes the results of the assessment of game-based learning media 

by two subject matter experts. From the table, it can be identified that the game-
based learning media product has obtained satisfactory assessment results. The 
assessment from material expert I obtained a total percentage of 82%, which falls 
under the category of "very good". This assessment is a recapitulation of two 
aspects, namely the learning aspect and the media navigation aspect, as well as 
derivative indicators that serve as the basis for assessment. Furthermore, the 
assessment results by material expert II obtained a percentage score of 90%, which 
also falls under the qualification of "very good". Meanwhile, the material expert III 
obtained a total percentage of the assessment of the material contained in the 
product, which amounts to 88%, falling under the category of 'Very Good'. The 
average analysis of all experts' assessments revealed a score of 88%, which falls 
under the qualification of "very good" and obtained the decision of being "Eligible". 
Therefore, these results indicate that the components of the Cultural Arts subject 
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matter incorporated in this game-based learning media have successfully met one 
of the requirements as a learning media from the perspective of subject matter 
experts. 

After obtaining an assessment and determining that game-based learning 
media falls into the category of suitability based on the validation results of media 
experts and subject matter experts, the next step is the assessment of the media by 
learning practitioners or art and culture teachers at the junior high school level or 
SMP Negeri 3 Grogol. The following are the overall results obtained from the 
assessment by each visualized subject teacher in table 4. 

Table 4. Validation Results by Practitioners 
No Practitioners Percentage Qualification Decision 
1 Teacher I 86% Very good 

Eligible 
2 Teacher II 84% Very good 
3 Teacher III 90% Very good 
 Average Score from 

Teacher 87% Very good 

 
Referring to Table 4, it is identified that teacher I provided an assessment with 

a percentage score of 86%, which falls under the category of 'very good'. 
Subsequently, teacher II assessed with a total score of 84%, also falling under the 
'very good' qualification. Moving on to teacher III, an assessment was given with a 
percentage score of 90%, also falling under the 'very good' qualification. The results 
from these three teachers were then analyzed for the average, revealing that 87% 
was the average result of the analysis of these assessments, which falls under the 
'very good' qualification and received a 'worthy' decision. Therefore, the 
information, navigation, and content contained in this product align with the needs 
of competency, ease of use, relevance, and factual accuracy of the material, thus 
not conflicting with the implementation of the national curriculum and learning. 
Consequently, it can be concluded overall that the game-based learning media 
product is deemed 'eligible' by all validators and practitioners as a cultural art 
learning media in junior high schools, and is eligible for testing on students in 
further research or stages. The media products that have been validated are 
displayed in Figure 2. 

  
Figure 1. Product Mobile game-based learning 1 
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Figure 2. Product Mobile game-based learning 2 

 
The research findings indicate that mobile game-based learning has been 

declared feasible for integration into learning activities, supported by validation 
from experts and teachers. Through rigorous validation processes conducted by 
educational experts and experienced teachers, the suitability of mobile game-based 
learning in enhancing student engagement and learning outcomes have been 
demonstrated (Anastasiadis et al., 2018). Expert validation ensures that the 
educational content and design of mobile games align with curriculum objectives 
and pedagogical principles, while teacher validation provides insights into the 
practicality and relevance of incorporating mobile games into classroom 
instruction. These validations serve as a testament to the potential of mobile game-
based learning as a valuable educational tool that can effectively supplement 
traditional teaching methods and cater to the diverse learning preferences of 
students in the digital age (Nisiotis, 2021; Emerson et al., 2020). 

In recent years, there has been an increasing amount of research that 
highlights the successful implementation of game-based learning (GBL) in junior 
high schools (Qian & Clark, 2016). Several relevant studies have revealed that 
before game-based learning media is implemented into the learning process, it is 
necessary to be validated by experts and practitioners (Jin et al., 2020), the purpose 
of this is to ensure that the developed product can facilitate students in achieving 
their learning goals. As a result, the benefits of using games in learning are truly 
felt by students and can serve as a stimulus to enhance their skills, motivation, and 
even academic achievements (Irmansyah et al., 2020; Partovi & Razavi, 2019). The 
interactive and immersive nature of the games not only captured students' interest 
but also stimulated many skills that student should acquire. 

In recent times, there has been a notable increase in interest regarding the 
utilization of gamification as an educational approach to enhance student 
engagement and improve learning outcomes in various educational settings 
(Wardoyo et al., 2021). Gamification involves the incorporation of game elements, 
such as points, badges, leaderboards, and challenges, into non-game contexts with 
the aim of motivating and incentivizing desired behaviors (Aries et al., 2020). 
Extensive research conducted by (Palaniappan & Noor, 2022) has provided 
evidence of the positive impact of gamified learning environments on student 
motivation, participation, and knowledge retention. By integrating elements of 
competition, achievement, and progression, gamification taps into students' 
inherent motivation, fostering a sense of autonomy and mastery over their learning 
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journey. The utilization of gamified learning activities was shown to boost students' 
sense of competence, autonomy, and connectedness, leading to increased 
engagement and success in academic endeavors (Legaki et al., 2020; Sailer & 
Homner, 2020). These results highlight the effectiveness of gamification in 
fostering active learning and creating a conducive learning atmosphere that 
supports student progress. 

The discourse surrounding the implementation of game-based learning in 
middle schools has shed light on the potential advantages of integrating gaming 
components into the academic curriculum (Tong et al., 2022; Gao et al., 2020). 
Research has demonstrated that game-based learning can enhance student 
engagement, motivation, and knowledge retention by providing interactive and 
immersive learning experiences that cater to a variety of learning styles (Noroozi et 
al., 2020). By incorporating gamification techniques, such as rewards and progress 
tracking, educators can incentivize students to actively participate in their 
educational journey.  

Furthermore, by harnessing the intrinsic motivational aspects of games and 
gamification, teachers can create interactive and immersive learning experiences 
that deeply resonate with the technologically proficient students of today. As 
technology continues to advance, game-based learning offers exciting opportunities 
to transform traditional classroom instruction and empower students to embrace 
lifelong learning in the modern age. 

 
 
CONCLUSION 
 

In summary, the successful validation of mobile game-based learning 
(MGBL) as a pedagogical tool for junior high school students highlights its 
potential to innovative education. By combining interactive gameplay with 
educational content, MGBL engages students in dynamic learning experiences that 
foster deeper understanding, critical thinking, and skill development across various 
subjects. Its scalability and accessibility enable educators to provide personalized 
instruction, facilitating learning anytime and anywhere. Looking ahead, MGBL 
holds great promise in transforming traditional classroom practices and equipping 
students with the necessary skills for success in the digital era. Furthermore, 
conducting research on the impact of game-based learning on critical thinking, 
problem-solving, and overall academic achievement can offer a comprehensive 
understanding of the outcomes associated with these initiatives. Comparative 
studies comparing traditional teaching methods with game-based learning 
approaches can also yield valuable insights into the effectiveness of incorporating 
games into the junior high school curriculum, which should be a priority for future 
researchers. 
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