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Abstract

The teaching of fine arts, particularly illustration drawing for eighth-grade students at SMPN
03 Lawang, highlights the necessity for developing innovative media integrated with more
interactive teaching methods. This need arises due to indications of students' limited
comprehension of the subject matter. This research focuses on developing an e-module
combined with a game-based learning approach to optimize the learning process of illustration
drawing. This research aims to assess the need for enhancing students' understanding of
illustration drawing concepts, describe the outcomes of developing an e-module integrated with
game-based learning, and evaluate its effectiveness, validity, and feasibility. The method used
in this study is the research & development method with the Four-D model. This research
approach combines qualitative and quantitative methods with trial subjects involving teachers,
students, and experts. The results obtained from the expert validator on the media aspect
showed a figure of 91%, and the results of the material aspect validator got a figure of 86%,
both of which are included in the very valid category. The feasibility test by the art and culture
teacher reached a score of 94%, and the results of the feasibility test by students reached a score
of 94%, also in the very valid category. Meanwhile, the comparison test of pre-test and post-
test by students showed a score of 0.777, in the effective category. Therefore, it was decided
that the media developed was valid and feasible to be used to improve the understanding of
eighth-grade students of SMP Negeri 03 Lawang.
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INTRODUCTION

The advancement of science and technology has influenced various fields, with
education being one of the most dynamic sectors in adapting to these developments.
Technology is employed as a tool to enhance the quality of learning media, which has become
a crucial necessity (Nirwana & Desyandari, 2024). Therefore, educators are urged to innovate
so that the learning process can remain relevant, effective, and in accordance with the
character of students. Learning innovations integrated with technology are expected to be able
to coordinate learning activities and provide digital-based teaching materials (Prasetyo et al.,
2021) . In line with this, students will tend to have a great desire to continue the learning
process when the process involves more students and integrates digital technology (Andari,
2020) . The existence of digital learning objectives that are considered more successful in
building new scenarios and environments during the learning process and no longer
prioritizing traditional teaching methods, further supports this (Ramadhina et al., 2022)

Unfortunately, learning with conventional methods is still often used by educators
using teacher handbooks and student books (Ariyanto & Diva, 2022). Many educators feel
that they are still unable to integrate digital technology aspects in the media that have been
developed (Aryawan et al., 2018). As a result, students will be more passive because the
learning process does not use technology-based media as support (Wulandari et al., 2020).
The failure to maximize sufficient optimization of student learning outcomes, particularly in
terms of comprehension, is one of the issues that frequently arises in Indonesia's educational
system these days. The absorption of understanding by students, which is one form of learning
outcomes, can be influenced by two aspects, namely internal and external aspects (Brata
(2003: 233) and Luvy (2016) at (Numimit et al., 2023)). This learning outcome is certainly
influenced by several things that occur in the education and teaching process. Learning
models, methods, teacher competence, and media availability are the main things that need to
be considered before the start of teaching and learning activities.

Learning media are those that are utilized in educational settings (Iriaji et al., 2022).
A key component of a learning process is learning media, which should support students in
completing learning activities as effectively as possible. The proper selection of learning
media significantly influences students' learning outcomes. Furthermore, the media should
serve as a bridge for teachers to convey content and messages to students (Prasetyo, 2024).
Media development must also pay attention to aspects of advances in digital technology.
Educators are required to prepare digital learning media that supports the online learning
process so that students can open the media from anywhere and anytime (Rini et al., 2021) .
The completion of the need for this type of media-based education can be realized through
media development in the form of e-modules.

Rahmi (2019) explains that E-modules are independent learning media presented in
digital format and are intended to achieve the expected learning competencies. Moreover, e-
modules are designed to enhance student engagement in the learning process, enabling them
to participate more actively. That is because in the e-modules, students will be able to find
electronic formations of form animations, videos, navigation, and links that allow students to
learn anywhere and anytime. The use of e-modules as educational materials have been
adjusted to keep up with modern advancements by integrating game-based learning methods.
Games, both digital and conventional forms, are used in game-based learning to assist and
improve teaching, learning, or assessment (Charlier et al., 2012). Romana and Peyman (2011)
explained that games have the potential as an intermediary medium that will train, and involve
students more in the learning process (Wahyuning, 2022)

In the subject of cultural arts aspects of fine arts, students will encounter a lot of
material about images. One of them is illustration drawing material. Drawing illustrations
requires a creative and interactive approach so that students can be motivated to understand

( 1
L 34 )



IJESS

International Journal of Education and Social Science

ISSN : 2686-2239 (online) VOL 6 NO 1 APRIL 2025

the concepts and techniques taught. In this context, e-modules that integrate game elements
can be an effective solution to help improve student understanding, especially in illustration
drawing materials. Besides that, teachers will be able to provide material in a more innovative,
effective, and interactive format. This condition will be able to help improve student
understanding accompanied by increased interest and motivation to learn (Widowati, 2023)

Several issues were identified during the interview and observation process, which
contributed to the ineffectiveness of learning. Lack of learning activities, a lack of diverse
learning media, signs of student boredom, a lack of comprehension of fine arts content, and a
lack of updates that integrate technology and media are all significant issues that must be
addressed in the educational process. For this reason, it is necessary to update the media used
by educators for cultural arts subjects so that learning objectives and the process of increasing
students' understanding can run optimally.

Some previous studies that were used as references for this research include research
by Rahayu Nita and Gutama (2024) regarding e-modules (Rahayu et al., 2024) , Puspitasari,
Suyono and Astutiningtyas (2021) regarding e-modules (Puspitasari et al., 2021) , Maharani,
Aminuyati, Wiyono, Buwono and Karolina (2024) on game-based learning model (Maharani
et al., 2024) and Fatikawati, Zulfitia and Husaeni (2024) on the utilization of technology in
learning fine arts (Fatikawati et al., 2024). These studies each describe that the use of e-
modules and the utilization of technology can make learning media into practical, efficient
media and can maximally improve student learning outcomes. All of that previous studies
have not specifically addressed illustration drawing material for eighth-grade junior high
school students. This gap presents an opportunity for further development research in this
area.

Based on the background of the problem and data and field facts obtained by
researchers as written, researcher then conducted a study with the theme "Design and
Development of Media in the Form of E-Modules That Will Be Integrated with the Game-
Based Learning Method in the Illustration Drawing Unit in an Effort to Improve Student
Understanding". The purpose of this development research is to identify and assess the needs
of educators and learners to improve comprehension of illustration drawing unit material for
class VIII SMP Negeri 03 students of Lawang, describe the process and results of developing
e-modules integrated with game-based learning methods in illustrative drawing units using
the 4D development model and describe the effectiveness, validity and feasibility of e-
modules in the process of increasing student understanding of illustrative drawing material
after the media is used.

RESEARCH METHODS

This research uses the R&D (Research and Development) research method. Research
and Development (R&D) is the process of developing, creating, and validating educational
products. Development research has become the main choice to produce new innovations in all
aspects of the field of life because this type of research provides certainty in the activities from
products or models (Waruwu, 2024). This research approach a combination of qualitative and
quantitative methods. The qualitative method is used to analyze data from observation,
questionnaires, interviews, and documentation. The research method applied is descriptive
qualitative, which aims to describe and present an overview of facts and data through
explanations. Meanwhile, the quantitative method is used to compare pretest-posttest scores
before and after the research action.

The Four-D Model, or 4D, is the development model utilized in this research. This
model was developed by Sivasailam Thiagarajan, Dorothy S. Semmel, and Melvyn I. Semmel
in 1974 (Johan et al., 2023). This model is one of the options that can be used in the media
development process (Arkadiantika et al., 2020). The 4D development model consists of four
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stages as in the following figure.

Define ]

Design ]

Develop ]

Desseminate ]

Figure 1. Flowchart of the 4D model
(source: adaptation of 4D Thiagarajan (Arkadiantika et al., 2020)

Each stage of 4D has its own role in the media development process. The definition
process includes analysis of the ongoing learning process, students, materials, tasks, and
formulation of learning objectives. There are five steps in the definition stage, which include
analysis of learning components in the form of needs, students, tasks, and concepts and
formulation of learning objectives. The design process is carried out through four stages,
including test preparation, media selection, format selection, and initial design. The next stage
is the development process, where the development of products or models is carried out,
including expert evaluations followed by revisions and trials of development results.
Meanwhile, the final stage is the distribution stage, which aims to distribute the integrated e-
module of the game-based learning method that has been developed on a wider scale.

In this research, there were four trial subjects, including media aspect validators,
material aspect validators, students in class VIII of SMPN 03 Lawang, and one art and culture
subject teacher. The subjects then produced two types of data in the form of qualitative data in
the form of interview results, observations, and documentation and quantitative data in the form
of validator, student, and teacher value calculations on each instrument. In processing expert
and audience assessment data using the formula:

== X 100%
ZXi
(Source: Sudjana, 1990:44)

Description:

P = Percentage

> X  =the sum of all informant responses
>Xi =number of ideal values in one item

100% = constant number

The formula is then processed using guidelines that can interpret the results of data analysis,
very valid, valid, determined by the criteria of quite valid, and invalid.
Table 1. Success Interpretation Criteria (Sudjana, 1990)

Category Percentage Range Qualification
A 80% - 100% Very valid
B 60% - 79% Valid
C 50% - 59% Valid enough
D <50% Invalid

In the data form of the test, the N-Gain (normalized gain) formula is used:

. Skor Posttest—Skor Pretest
N-Gain =
Skor Ideal—Skor Pretest

The categorization of the acquisition of the N-Gain score is determined based on the N-Gain
value which can be made in the form of percent (%). The division of N-Gain score categories
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in the following table.
Table 2. Division of Gain Score (Guntara, 2021)

N-Gain Value Category
G>0,7 High
0,3 <G<0,7 Medium
G<0,3 Low
RESULTS AND DISCUSSION

Define

The definition stage involves analyzing various aspects of the learning process,
including students, learning materials, assignments, and the formulation of learning objectives.
Based on these steps, researchers found that the school implements an independent curriculum,
while the learning media used are still predominantly conventional. There are also indications
of students’ lack of understanding, suboptimal utilization of school facilities and infrastructure,
and diverse student characteristics in a single class. These findings highlight the need for media
development that better integrates digital technology and interactive methods such as games.
In the task analysis stage, students are expected to achieve minimum competencies through
several key activities, including "Let’s Practice" and "Let’s Play." At the next stage, specific
learning objectives related to illustration drawing are established, ensuring that students acquire
the necessary skills and understanding.

Design

In the design stage, the first step taken is to compile a standard test that will be given to
students, including oral tests, tests written in the form of questions totaling 20 items, and tests
in game form. The next step is to determine that the media developed is in the form of an e-
module. Several other tools, including Canva, Photoshop, Web Educative Play, and Heyzine
Flipbook Web, were used in the preparation of e-modules. After that, the e-module format was
chosen and will be sent to students in the form of links. The e-module design has several parts,
namely the cover page, foreword, table of contents, general e-module information, core,
components material description, evaluation, attachments, and bibliography. Each part of the
e-module is attempted by researchers to insert pictures or illustrations so that when students do
learn using this e-module, they will be more interested and the learning process can run more
conducive, effective, efficient and communicative.

Develop

At this stage, the media design produces an e-module of 69 pages which are then
uploaded to the heyzine flipbook web and will be shared in the form of a link. The next step is
expert assessment which will be accompanied by revisions. This stage is carried out to ensure
that the learning media is accurate, effective, tested, and has high technical quality. The media
aspect validator and the material aspect validator are two of the four specialists who serve as
validators. The following chart details the findings of the two experts' validation test.

Graphic Data Analysis of Media Expert I and IT
Validation Results

Media Design

Language

Ease of Use

Total

0% 20% 40% 60% 80% 100% 120%

W Media Expert Il mMedia Expert| ®Average

Figure 2. Results of Media I and II Expert Analysis
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Graphic Data Analysis of Material Expert I and 11
Validation Results

Language
Conformity to the Curriculum
Material

Suitability to students

Total
0% 20% 40% 60% 80% 100% 120%

m Material Expert | m Material Expert Il m Average

Figure 3. Results of Material I and II Expert Analysis

From the picture above, it can be seen that the validator on the media aspect I gave a
total average score of 85%, the expert validator I 96%, and the overall average of the two
experts 91%, which was stated as very valid. While the validator on the material aspect I gave
a total average score of 92%, the validator on the material aspect I 80% and the overall average
of the two experts 86% which was stated as very valid. Some suggestions received from each
expert and used as evaluation material for media improvement by the researcher include aspects
of typography, design, e-module components, images, illustrations, writing sources, and
selection of color palettes. In the following phase, teachers and students from class VIII SMPN
03 Lawang were used to test the e-module media. Media was provided, questionnaires were
distributed, and the findings were analyzed as part of the trial stage. The following figureshows
the outcomes of the computations and analysis.

Percentage of Data From Validation Result of Feasibility
Test by Art and Culture Teacher (%)
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Figure 4. Data on Feasibility Test Validation Results by Cultural Arts Teachers

The total outcome, as determined by the data processing of the teacher feasibility test
of fine arts content, was 94%. Accordingly, it can be said that the development materials in the
form of e-modules combined with the game-based learning approach have a high degree of
media validity and are suitable for educational purposes. Furthermore, the media was tested on
students through two stages, namely through tests and effectiveness test questionnaires. The
results of the two trials are depicted in the following graph.
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Comparison Chart of Student Pre-Test and Post-Test
Results
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Figure 5. Comparison of Student Test Results

A result of 0.777 was achieved following two testing phases, one before and one after
the media was implemented. The results fall into the high and effective group after being
adjusted to Table 2 Gain Score Distribution. Based on these findings, it can be concluded that
the game-based learning approach, which is used in the integrated e-module learning materials,
is an effective way to implement in learning activity.

Percentage (%) of Data Presentation on Students Effectiveness
Results Regaerding Media
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Figure 6. Data Presentation of Student Effectiveness Results on Media

Based on data processing obtained from the media effectiveness test by students, the
results of the effectiveness calculation are at a percentage of 94%. Were obtained, it can be
concluded that students are helped when using development media in the learning process. That
can infer that using e-module media integrate with the game-based approach to educate and
learn is both legitimate and practical.

Disseminate

The product in the form of an e-module that has been developed is then shared in the
form of a link and may be accessed online. Because in the research conducted, the e-module
was only used in one class, class VIII-G, at this stage it will be possible to disseminate the
media e-module to other class VIII. In addition to class VIII, e-modules are also disseminated
to cultural arts teachers who teach class VIII so that they can be applied to class subsequent
periods. Hopefully, all cultural arts teachers will be able to feel the advantages, effectiveness,
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and validity of the developed media. In addition, teachers will be able to provide evaluations as
development feedback.

CONCLUSIONS

This e-module learning media integrated with the game-based learning method was
developed using 4D stages. The Four-D model is divided into four parts according to its name
including the define, design, develop, and disseminate stages. This media was then given to
four experts including the material aspect expert validator and the media aspect expert validator.
The media aspect expert validator I gave a score of 85%, the media aspect expert validator II
gave a score of 96% and the overall average of the two experts was 91% in the very valid
category. While the material aspect expert validator I gave a score of 92%, the media aspect
expert validator II gave a score of 80% and the overall average of the two experts was 86%
which was in the very valid category. Furthermore, it can be concluded that the media
development has been valid and can be implemented in teaching and learning activities in the
classroom.

After being implemented in the learning process of illustration material for art and
culture subjects, the integrated e-module media with game-based learning method obtained the
assessment results of art and culture teachers with a percentage of 94% of the expected
maximum result of 100% in the very valid category. While in the field trial involving 32
students of class VIII-G SMPN 03 Lawang, the trial obtained an average result of the N-Gain
formula calculation of 0.777 or 77.7% in the high level of effective category and an
effectiveness test with a percentage of 94% of the expected maximum result of 100%. Based
on the results obtained, it can be concluded that the development of the media is stated to meet
the valid criteria and is suitable for use in the teaching and learning process in the classroom.
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