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Abstract

This study aims to develop a game-based interactive digital module that is effective in helping students understand the
material “announcement” in English learning. The game-based approach is expected to increase student engagement,
interest in learning, and understanding of concepts. The research method used is Research and Development with the
stages of needs analysis, module design, expert validation, field trials, and evaluation. The results showed that this
module can increase students’ active participation in learning and can facilitate them in understanding the material. The
findings support the application of technology and game-based learning media as an innovative solution in language

education.
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Introduction

The development of digital technology has brought sig-
nificant changes in various aspects of life, including in the
field of education. The use of technology as a learning
medium is growing along with the increasing need for in-
novation in teaching methods. One of the most popular
approaches is game-based learning, which is known to be
effective in increasing students’ motivation, engagement
and understanding of learning materials (Eutsler, 2021;
Giannakas et al., 2018). Through this media, students
can learn in a more fun and interactive way, thus reducing
boredom in the conventional learning process (Gee, 2003;
Prensky, 2003). In English language learning, especially
in the material of “announcement”, the main challenge
that is often faced by students is the low interest and un-
derstanding of the concepts taught. This can occur due to
uninteresting learning methods, as well as the lack of use
of media that is relevant to the needs of students in the
digital era. It is in this context that a game-based learning
approach has exciting potential to be implemented. By
utilizing game elements, material that considered difficult
and boring expected to be easier to understand and inter-
esting for students (Clark et al., 2016; Tobias et al., 2014) .
This study aims to develop a game-based interactive digital
module specifically designed to facilitate students’ under-
standing of ”announcement” material in English language
learning. With this research, it expected that the results

can contribute to the development of technology-based
learning media, as well as provide alternative innovative
solutions for teachers and students in facing learning chal-
lenges in the digital era. The adoption of game-based
learning media not only expects to improve learning out-
comes but can also be a solution to create a more dynamic
learning atmosphere and in accordance with the charac-
teristics of today’s digital generation (Putra et al., 2018).
Hopefully, this game-based interactive digital module can
increase students’ involvement in the learning process,
motivate them to learn independently, and help them un-
derstand the material better (Dick et al., 2022; Gall et al.,
2007).

Methods

The research method used in this study refers to the re-
search and development model by referring to the de-
velopment model adapted from Lee and Owens (2004),
There are five stages in the model in implementing the re-
search development of Game-Based Digital Modules for
English subjects, especially on Announcement material.
The five stages of media development according to Lee
and Owens (2004) are as follows: (1) Assessment and
Analysis (2) Design (3) Development (4) Implementation
(5) Evaluation. Assessment and Analysis is a stage where
the needs and learning objectives on this game-based dig-
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ital module are analyzed. Design is the stage of designing
the module concept and detailed development planning.
Development is the stage of making game-based digital
module content in accordance with the previously planned
design. After the module content has created, Implemen-
tation conducted to evaluate the digital module in a real
learning environment. During this stage, an evaluation of
the module implementation was conducted to ensure that
the module can effectively facilitate the students in the
learning process. Evaluation is the evaluation stage of the
entire process of developing this game-based digital mod-
ule. An evaluation conducted to evaluate the effectiveness
and effectiveness of the module in achieving the learning
objectives that have been set previously. Data on the de-
velopment process of Game-Based Announcement Digital
English Module is in the form of descriptive data, namely
reviews and suggestions from material experts and media
experts in accordance with the development procedures
conducted. The initial stage of development research con-
ducted by collecting references about the material. The
next stage is the preparation of research instruments and
media development. The last stage is assessment. The
media validated by material experts and media experts.

Findings

The product resulting from this development is a game-
based digital module that contains interactive features of
quizzes and instructions. This module can be accessed
through digital devices such as smartphones, laptops, and
tablets. This module is designed to support English learn-
ing on Announcement material in junior high school. The
results showed that this game- based digital module is ef-
fective in the learning process, in terms of validity, conve-
nience, attractiveness, and its ability to motivate students.
Based on the validation results, this module obtained a
score of 0.885, which is categorized as valid. The assess-
ment includes construct and content aspects, with detailed
validation data in Table 1

The results of the questionnaire distributed to students
to find out their responses after using the digital module,
with a total score obtained of 1,278 from a maximum
score of 1,320. The comparison between the total score
and the maximum score resulted in a value of 0.968 or
96.8%. Based on this data, it can be concluded that the
Game-Based Digital Module is considered easy to use, in-
teresting, and able to motivate students in its application.
The success of the Game-Based Digital English Module
was also measured through learning outcomes, namely
from the Initial Ability Assessment and the Final Ability

Assessment. Both assessments were statistically analyzed
using paired sample t-test, which showed a significant
value of 0.000 (;0.05). The pre-test and post-test results
showed significant differences, indicating that the Game-
Based Digital Module is effective in supporting learning.

Discussion

The development of Game-Based Interactive Digital Mod-
ules for Announcement material in English learning refers
to the Lee and Owens (2004) media development model,
which includes five stages: Assessment and Analysis,
Design, Development, Implementation, and Evaluation.
These stages aim to create a module that is relevant to
students’ needs and existing facilities, as well as ensuring
that the module can be accessed through devices such as
PCs, laptops, or smartphones connected to the internet
(Lee & Owens, 2004). The development of this Game-
Based Interactive Digital Module also considers aspects
of user experience which include ease of use and student
comfort in operating the module. According to Clark et al.
(2016), Giannakas et al. (2018), and Putra et al. (2018),
intuitive interface design plays a significant role in driving
learning effectiveness, especially in the context of digital
education. This module is designed with simple naviga-
tion for easy use by students, so they can focus on the
learning material without being hampered by technical
difficulties. Gamification in this module serves not only
as an interactive medium but in increasing engagement,
i.e., students’ active participation in the learning process,
which is important in English learning. When students
are faced with challenges in the form of games, they tend
to be more motivated to complete the task, which has an
impact on improving the understanding of the material
(Febriansah et al., 2024). The results of this study show
that the Game-Based Interactive Digital Module applied
to Announcement material in English learning obtained a
positive response from students, with an assessment per-
centage of 96.8%. This percentage indicates that this
game-based digital module is not only easy to use but also
attractive to students, which is in line with the theory of
user-centered design which emphasizes that interfaces and
content that suit user needs can improve the overall learn-
ing experience. Modules that are accessible and respon-
sive to user preferences allow students to learn more com-
fortably, reduce boredom, and make them more motivated
to engage in learning activities (Huang & Hew, 2018).
Furthermore, the success of this module in increasing stu-
dents’ motivation can be attributed to self-determination
theory, which states that when students feel in control and
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Table 1: Validation Results

Percentage (V) Validity

No Assessment Aspect
1 Learning Materials
2 Media

3 Average

0.93 Valid
0,84 Valid
0,89 Valid

feel challenged by enjoyable learning activities, their in-
trinsic motivation will increase (Bernstein, 1990; Deci &
Ryan, 2014). Game-based modules structured with inter-
active elements can create a learning atmosphere that pro-
vides opportunities for students to feel successful, accept
challenges, and get immediate feedback, thus strength-
ening their motivation to learn. This is also supported
by research showing that game-based learning approaches
can encourage internal motivation and help students learn
more efficiently (Aslam et al., 2024; Chen & Chang, 2024;
Li & Hou, 2024). In addition, the significant increase in
learning outcomes from pre-test to post-test analyzed us-
ing paired sample t-test (with a significant value of 0.000)
confirms that this Game-Based Digital Module is effec-
tive in supporting students’ understanding of the material
taught. This finding is in line with research that shows that
well-designed educational games can strengthen student
understanding through simulation and firsthand learning
experiences. Game elements such as challenges, rewards,
and feedback can make learning more contextualized, en-
couraging students to apply their understanding in vari-
ous situations. This effectively develops students’ critical
thinking and critical thinking skills, which are important
in foreign languages. One important aspect in the suc-
cess of this module is the inclusion of interactive fea-
tures that not only aid comprehension of the material but
also strengthen memory through active learning. Cogni-
tive load theory states that optimally organized interactive
learning can balance students’ cognitive load, thus helping
them focus on essential information and reduce irrelevant
cognitive load (Sweller, 2024). Digital modules organized
based on this approach allow students to learn gradually
and focus on core understanding before facing more com-
plex challenges. Furthermore, the implications of this
study support the role of interactive technology in help-
ing teachers achieve better learning outcomes. The use of

digital modules in English learning also helps students to
learn independently, as they can access the content at any
time according to their needs. Technology-based learn-
ing, especially those that utilize game elements, has the
potential to support blended learning, where students can
learn some of the material online outside of class. This
opens opportunities for teachers to focus more on the dis-
cussion, practice, and problem-solving aspects directly in
the classroom (Bonk & Graham, 2006). In this context, it
is important for educators to consider using game-based
digital modules that are not only fun but also motivate
and enhance students’ understanding. This study makes
an important contribution to the field of language teach-
ing, especially in leveraging technology to meet the needs
of 21st century learning that increasingly prioritizes ac-
tive engagement and personalization in learning. In other
words, learning that involves technology like this will be
extremely useful in facing the challenges of education in
the digital era

Conclusion

This study concludes that game-based interactive digital
module is effective in improving students’ understanding
and motivation on “announcement” material in English
learning. This module provides an interesting, interactive
learning media, and can encourage students’ active par-
ticipation. Suggestions for future research are to further
develop the gamification feature and expand the module
implementation to other materials in the English curricu-
lum. In addition, training for teachers in the use of game-
based digital modules can increase the effectiveness of
technology-based learning in schools. It is hoped that this
module can be a reference for educators and learning me-
dia developers in creating similar innovations in the field
of education.
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