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Abstrak

Guru kesulitan dalam menciptakan media pembelajaran untuk bahasa Inggris sehingga berdampak pada hasil belajar
bahasa inggris yang rendah. Berdasarkan hal tersebut tujuan penelitian ini yaitu untuk mengembangkan Media
Pembelajaran “Enjoylish Adventure” Berbasis Construct 2 untuk pembelajaran Bahasa Inggris kelas 1V Sekolah Dasar.
Jenis penelitian ini yaitu pengembangan dengan menggunakan model ADDIE. Subjek penelitian ini yaitu ahli media
pembelajaran dan ahli isi pembelajaran. Subjek uji coba penelitian ini yaitu berjumlah 25 siswa. Metode yang digunakan
dalam mengumpulkan data yaitu wawancara, kuesioner, obervasi, dan tes. Instrumen pengumpulan data menggunakna
lembar kuesioner dan soal tes. Teknik analisis data menggunakan teknik analisis data berupa kualitatif, kuantitatif, dan
statistik inferensial. Hasil penelitian yaitu penilaian yang diberikan oleh ahli materi bahasa Inggris diperoleh skor sebesar
94% (sangat valid) dan ahli media pembelajaran yaitu 90% (sangat valid). Hasil respon guru diperoleh persentase skor
sebesar 100% (sangat praktis) dan respon siswa yaitu 87,9% (sangat praktis). Hasil uji-t menunjukan terdapat perbedaan
hasil belajar siswa setelah menggunakan media petualangan enjoylish. Hasil uji n-gain juga menunjukan pada kelompok
kecil mendapatkan kategori tinggi dan pada kelompok besar mendapatkan kategori cukup. Berdasarkan hasil analisis data
maka dapat disimpulkan bahwa Media Pembelajaran “Enjoylish Adventure” Berbasis Construct 2 efektif digunakan untuk
meningkatkan hasil belajar siswa.

Kata Kunci: Media Pembelajaran, Construct 2, Hasil Belajar, Bahasa Inggris

Abstract

Teachers need help creating learning media for English, resulting in low English learning outcomes. Based on this, this
research aims to develop "Enjoylish Adventure™ Learning Media Based on Construct 2 for English language learning for
fourth-grade elementary schools. This type of research is designed using the ADDIE model. The subjects of this research are
learning media experts and learning content experts. The test subjects for this research were 25 students. The methods used
to collect data are interviews, questionnaires, observations and tests. Data collection instruments use questionnaire sheets
and test questions. Data analysis techniques use data analysis techniques in the form of qualitative, quantitative and
inferential statistics. The results of the research, namely the assessment given by English language material experts, obtained
a score of 94% (very valid) and learning media experts, namely 90% (very valid). The results of the teacher's response
obtained a percentage score of 100% (very practical), and the student response was 87.9% (very practical). The t-test results
show differences in student learning outcomes after using enjoylish adventure media. The results of the n-gain test also show
that the small group got the high category and the large group got the sufficient category. Based on the results of data
analysis, it can be concluded that the "Enjoylish Adventure” Learning Media Based on Construct 2 is effectively used to
improve student learning outcomes.
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1. INTRODUCTION

English learning in elementary school aims to introduce students to the basics of
language needed to communicate effectively in a global context. English learning activities
begin with the introduction of basic vocabulary and simple phrases that are relevant to
children's daily lives such as greeting, giving instructions, and describing objects (Century et
al., 2020; Nurkilah, 2021; Wardani & Munir, 2023).English learning in elementary schools
places more emphasis on developing listening and speaking skills (Marhamah & Mulyadi,
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2013; Megawati & Utami, 2020; Pravitasari & Yulianto, 2018).In learning, students are
invited to listen to simple conversations and participate in short dialogues with classmates
and teachers. Learning activities such as role-playing can also broaden students'
understanding of English-speaking culture and develop confidence in using English (Nadhif,
2019; Saidah et al., 2021; Saraswati et al., 2020).In addition, basic aspects such as writing the
alphabet, letter recognition, and reading short words are introduced in an effort to build a
strong foundation in reading and writing skills in English (Bayu & Wahyuni, 2019; Rokhman
& Ahmadi, 2020).Learning English in primary schools not only prepares students to
understand and communicate in an international language, but also helps them develop
interpersonal skills and cross-cultural understanding that are important in today's global
context (Annisa et al., 2018; Nurvrita, 2020; IMY Pratama et al., 2019).This is what causes
teachers to have to design fun learning activities and require supporting learning media.

However, previous research findings revealed that many teachers still have difficulty
creating learning media for English (Dartiara et al., 2021; Nasution et al., 2021; Suwastini et
al., 2021).0ther research also states that the lack of learning media that facilitates students in
learning also has an impact on low English learning outcomes (Alobaid, 2020; Cahyana,
2020; Jao et al., 2022). The results of observations and interviews conducted in di SDN
Sadeng 01 also found problems in learning English. Based on the results of interviews
with class teachers at SDN Sadeng 01, it was found that students still had difficulty in
understanding English material because during learning activities it only came from
conventional books and the LKS books used were still incomplete and attracted students'
attention, they were still black and white. In addition, another problem was that there was
no educational game learning media during the learning process. The results of the data
analysis showed that only 40% of students completed and 60% of the total 25 students did
not complete the learning with a KKM score of 60. This shows that students need help to
improve their English language skills. Theoretical learning approaches are often
considered less effective, considering that children tend to be more interested in playing
activities than conventional learning (Kim & Kim, 2018; Nadhif, 2019; Ratminingsih,
2018).Therefore, an innovative learning approach is needed to arouse children's interest in
learning English. Based on these problems, the solution offered is to use innovative
digital-based learning media that facilitates students in learning.Along with technological
advances, the demand for games tends to increase and the use of games in the world of
education is increasing (Lara & Calero, 2020; Li et al., 2021; Troussas et al., 2020).This
shows the effectiveness of games as an interesting learning medium. The experimental
learning process can be supported by the results of entertaining environmental interactions
through computer-based educational games (Kamid et al., 2021; Widiyanto & Yunianta,
2021).In order to simplify and provide differences in the teaching and learning process, e-
learning is needed, one of which can use educational games. This is supported by previous
findings which state that animations that have a long-term storage of learning materials are
the advantages of educational games compared to conventional methods (Melati et al., 2023;
Oktafiyana & Septiana, 2021; Putri et al., 2020).0ne of the digital media that can be used in
learning English is the “Enjoylish Adventure” Learning Media Based on Construct 2.

Media is a component in the learning system and is an integral part and must be in
accordance with the learning process as a whole (Humairah et al., 2020; Rahmadani &
Taufina, 2020; Rejeki & Mukminan, 2020).The selection of media in learning activities is
very important, so that it allows students to interact with the selected media. Media is a tool
for conveying or delivering learning materials (Prasetyo et al., 2020; Septiani et al., 2020;
Yuniarni et al., 2020).The media used in learning must be appropriate to the conditions of the
school and students and the selection of media must be adjusted to the learning objectives
(Nugroho & Arrosyad, 2020; Rahim et al., 2020; Sari et al., 2022).“Enjoylish Adventure”
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Learning Media developed based on Construct 2.Construct 2 is one of the software used for
educational game development. Construct 2 is a software used to create 2-dimensional
games using HTML 5 and using an easy-to-learn programming language, because it is
already set on the Even Sheet (Herawati et al., 2018; Nurhasnah et al., 2020).Web-based
platforms that can be used to publish games include Google Chrome, Facebook, Firefox
UC Browser, while mobile applications can be operated on Blackberry, Android
Operating System, and iPhone. Previous research findings revealed that the aim of using
media in the learning process is to make the learning process more effective and efficient,
so it is important to use it in learning (Imron, 2022; Syafa et al., 2022; Zulbryanti et al.,
2022).0ther research also reveals that the aim of using learning media is to help teachers
convey messages or lesson materials to students so that the messages are easier to
understand, more interesting and more enjoyable for students (Hayya et al., 2022; Ihzani
& Wulandari, 2022; Kesumaningtyas et al., 2022).However, there has been no study
regardingLearning Media “Enjoylish Adventure” Based on Construct 2 for Elementary
School English Learning. The advantages of Learning Media “Enjoylish Adventure” Based
on Construct 2 are that it is adjusted to the characteristics of students and presents material by
playing games so that it can increase students' enthusiasm for learning. Based on this, the
purpose of this study is to develop Learning Media “Enjoylish Adventure” Based on
Construct 2 for English learning for grade 1V Elementary School.

2. METHODS

This type of research is Research and Development (R&D). The model used in
developing the product is the ADDIE model which includes analysis, design,
development, implementation, and evaluation (Sugiyono, 2018).At the analysis stage,
competency analysis is carried out on students, student characteristics and learning
materials. At the design stage, the activities carried out are formulating SMAR (specific,
measurable, applicable, and realistic) learning objectives, compiling tests, and designing
learning media "Enjoylish Adventure” Based on Construct 2. At the development stage,
the development of learning media products "Enjoylish Adventure” Based on Construct 2
and product validity testing are carried out. At the implementation stage, small group and
large-scale trials are carried out. At the evaluation stage, evaluations are carried out at
each stage. The location of this research is SDN Sadeng 01 Jalan Kol Rw Sugiarto,
Central Java Province. The subjects of this research are learning media experts and
learning content experts. The subjects of this research trial are 25 fourth grade students of
SDN Sadeng 01. The methods used in collecting data are interviews, questionnaires,
observations, and tests. The interview method is used as a data collection technique by
asking and answering questions with leaders or authorities or other parties directly related
to the object being studied. The questionnaire method is used to collect data in the form of
assessments given by experts, teachers and students, as well as collecting data on the
needs of teachers and students. The observation method is used to determine the actual
conditions at SDN Sadeng 01. The test method is used to measure student learning
outcomes, especially student learning outcomes cognitively related to the assignment of
learning materials in accordance with learning objectives. In this study, the researcher
used a multiple-choice test technique. The data collection instrument used a questionnaire
sheet and test questions. The questionnaire grid is presented in Table 1.

Table 1. The Research Questionnaire Grid

No Aspect Indicator
1  Layout design Accuracy of background selection with material
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No Aspect Indicator
Accuracy of layout proportions
2  Text Accuracy of font selection for easy reading

The correct size of the letters for easy reading
Text colour accuracy for easy reading
3 Picture Image Composition
Image size
Image display quality
Suitability of moving images to the material
The attraction of moving images
The accuracy of the Enjoylish Adventure learning game
Accuracy of images in Enjoylish Adventure media

4  Audio Accuracy of background sound selection
Accuracy of sound effect selection
5 Use User compatibility

Flexibility (can be used guided and independently)
Complete instructions for using learning media
Display instructions for use

6  Navigation Accuracy of use of navigation buttons
Performance accuracy

The data analysis techniques used in this study are qualitative, quantitative, and
inferential statistical data analysis techniques. Qualitative descriptive analysis is used to
manage data in the form of input provided by experts, teachers and students regarding the
“Enjoylish Adventure” learning media Based on Construct 2. Quantitative descriptive
analysis is used to manage data in the form of scores given by experts, teachers, and
students regarding the “Enjoylish Adventure” learning media Based on Construct 2.
Inferential statistical analysis is used to test the effectiveness of the “Enjoylish
Adventure” learning media Based on Construct 2 on the English Learning Outcomes of
Grade 1V Elementary School Students.

3. RESULTS AND DISCUSSION

Result

This study aims to develop a learning media "Enjoylish Adventure™ Based on
Construct 2 using the ADDIE model. The results of the study according to the flow stages
are presented as follows. First, analysis. The results of the analysis are the problems
experienced by students and teachers during the learning process, including teachers not
providing additional materials, learning only using conventional methods, students
getting bored, lack of interaction between teachers and students, students do not
understand the material, so that student learning outcomes decline. The results of the data
analysis showed that students had difficulty working on English questions because the
material presented in books and LKS was still incomplete and uninteresting. With the
provision of a KKM value of 60, it is low compared to other subjects, only 40% of
students completed and 60% of the total 25 students did not complete. Based on these
problems, this study proposes Construct 2 learning media as a solution to improve the
learning outcomes of fourth grade students at SDN Sadeng 01. Second, the design stage.
At this stage, first, formulate SMAR (specific, measurable, applicable, and realistic)
learning objectives. Next, compile a test, where the test must be based on the learning
objectives that have been formulated earlier. Then determine the appropriate media and
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learning strategy to achieve these objectives. In addition, other supporting sources are
also considered, such as relevant learning resources, what kind of learning environment it
should be, and so on. The result of the design stage is the design of the "Enjoylish
Adventure" learning media based on Construct 2 which has been adjusted to the
characteristics of grade 1V elementary school students. The learning material presented in
the "Enjoylish Adventure" learning media based on Construct 2 is English.

Third, the development stage. At this stage, the development of the “Enjoylish
Adventure” learning media based on Construct 2 was carried out based on the design that
had been developed previously. The development steps include activities to select and
determine the appropriate methods, media, and learning strategies to be used in delivering
material in the learning process. The development of Construct 2 learning media goes
through several stages of development, namely creating a concept, then creating a
Construct 2 design. Next, collect the materials that will be used in Construct 2. The next
step is the stage where all materials and materials are combined and arranged into a
learning media. The results of product development are presented in Figure 1.

Figure 1. The Development Results“Enjoylish Adventure” Learning Media Based on
Construct 2

The “Enjoylish Adventure” Learning Media Based on Construct 2 that has been
developed was then tested for validity by experts. The validity results given by the
learning media experts obtained a percentage score of 90% with very valid criteria so that
it can be used in learning. The assessment results given by the English material experts
obtained a percentage with a score of 94% including the very valid category and can be
used for the learning process. The results given by the media experts and learning
material experts then obtained an average score with a percentage of 92%. Thus, the
development of the enjoylish adventure media based on construct 2 can be applied to the
learning process. The results of the validity and practicality tests are presented in Table 2.

Table 2. The Results of Validity and Practicality Tests

No Validity Mark Category

1  Validity of Learning Material 94% Very Valid
Experts

2  Validity of Learning Media Experts 90% Very Valid

3  Teacher's Response 100% Very Practical

4 Student Response 87.9% Very Practical

Fourth is implementation. The learning media is declared valid and feasible by the
validator, then the next step is the duplication process which is adjusted to the amount
needed and then implemented in the learning process in the classroom. The results of the
teacher's response obtained a percentage score of 100% so that it gets a very practical
category. Furthermore, small group and large-scale trials were carried out. At this stage,
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the trial was carried out to determine the response of students and to be able to provide an
assessment of the quality of the product being developed. This small group test was
carried out on 6 fourth grade students of SDN Sadeng 01. The results of the student
responses obtained were 87.9% so that they got a very practical category, so it can be
concluded that the "Enjoylish Adventure™ Learning Media Based on Construct 2 can be
used in the learning process without revision. Fifth is evaluation. At this stage, an
evaluation of the effectiveness of the Enjoylish adventure media product is carried out
based on construct 2 on students. The last stage of the formative evaluation that needs to
be carried out at this stage is of course the media that is developed or created is close to
perfect after going through the first stage. This field trial was conducted on 19 fourth
grade students of SDN Sadeng 01. Before the N-gain test was carried out, a data
normality test was carried out. The results of the normality test are presented in Table 3.

Table 3. The Normality Test Results

Shapiro Wilk
class Statistics df Sig.
Learning  Small group pre-test 0.960 6 0.817
Outcomes  Small group post-test 0.837 6 0.122
Large group pre-test 0.952 19 0.420
Large group post-test 0.927 19 0.152

The results of the pre-test normality test on the small group obtained a significant
value of 0.817, so 0.817 > 0.05, it can be concluded that the data is normal. The results of
the post-test normality test on the small group obtained a significant value.0.122, so
0.122> 0.05, it can be concluded that the data is normal. The results of the pre-test normality
test on the large group obtained a significant value of 0.420, so 0.420> 0.05, it can be
concluded that the data is normal. The results of the post-test normality test on the large
group obtained a significant value of 0.152, so 0.152> 0.05, it can be concluded that the data
is normal. The t-test results show that in the small group, the significance value is 0.001
so that 0.001 <0.005 so that there is a difference in student learning outcomes before and
after using the "Enjoylish Adventure" Learning Media Based on Construct 2. The t-test
results show that in the large group, the significance value is 0.000 so that 0.000 <0.005
so that there is a difference in student learning outcomes before and after using the
"Enjoylish Adventure™ Learning Media Based on Construct 2. Furthermore, the n-gain
test was carried out. The results of the n-gain test in the small group obtained a value of
0.7680 so that it was in the high category. The results of the n-gain test-Gain in the large
group is 0.6045 so that it gets a sufficient category. Based on the results of data analysis,
it can be concluded that the "Enjoylish Adventure™ Learning Media Based on Construct 2
is effective for improving student learning outcomes. The results of the N-gain test are
presented in Table 4.

Table 4. N-gain Test Results

No Activities N Gain Gain % Interpretation

1 Small scale product trial 0.7680 76.8% High

2 Large scale product trial 0.6045 60.45% Average
Discussions

The results of the data analysis show thatThe “Enjoylish Adventure” Learning
Media Based on Construct 2 is suitable for use in learning, due to the following factors..
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First,The “Enjoylish Adventure” Learning Media Based on Construct 2 is suitable for use
in learning because it can improve student learning outcomes. This is in accordance with
the purpose of using the media, namely to make the learning process effective and
efficient (Bayu & Wahyuni, 2019; Wijaya et al., 2020).Other research also reveals that
the aim of learning media is to provide stimulation to students which is intended to make
students more interested in understanding learning material through tools or teaching
materials that have been prepared, its function is to achieve the effectiveness of the
learning process (Annisa et al., 2018; Faisal et al., 2020; Yuliastuti et al., 2020).The
“Enjoylish Adventure” Learning Media Based on Construct 2 helps teachers in delivering
learning materials to students. The use of the “Enjoylish Adventure” Learning Media
Based on Construct 2 makes it easier for students to understand, more interesting and
more enjoyable for students. Therefore, with the existence of the “Enjoylish Adventure”
Learning Media Based on Construct 2, it can make it easier for students to understand
learning materials, so that it has an impact on increasing student learning outcomes.
Quality education through appropriate learning activities will help individuals understand
themselves and their unique potential (Andaryani, 2019; Zahrik & Andaryan, 2023).

Second, the “Enjoylish Adventure” Learning Media Based on Construct 2 is
suitable for use in learning because it can increase learning motivation. The use of media in
learning aims to increase the effectiveness of the process of communicating information to
students (Devi, 2020; Hayya et al., 2022).Media also helps teachers in delivering lesson
materials in a way that is easier to understand, interesting and enjoyable for students
(Damayanti & Qohar, 2019; Herawati et al., 2018).Packaging of “Enjoylish Adventure”
Learning Media Based on Construct 2 using educational games. Educational games are
games designed to stimulate the mind including improving the ability to focus and solve
problems (Fahlevi & Yuliani, 2021; Juhaeni et al., 2023).Educational games are games
that are developed for learning purposes and are not only used for entertainment, but these
games can also increase knowledge (Fahlevi & Yuliani, 2021; Rozi & Khomsatun,
2019).Game-based learning interactions occur when knowledge, information and skills
are academic, the game has learning objectives that must be achieved. Learning activities
by playing this game make students more motivated in learning (Aulia & Noor Hasan,
2022; Pratama et al., 2019).Through educational games, users can learn while playing so
that educational games can combine learning and playing.

Third, the Construct 2-Based “Enjoylish Adventure” Learning Media is suitable
for use in learning because it can improve the learning atmosphere. The Construct 2-
Based “Enjoylish Adventure” Learning Media is an innovation in education that
combines elements of games and English learning interactively. By using this platform,
the learning atmosphere can be significantly improved because of the more enjoyable and
interesting learning experience for students (Hendrawan & Marlina, 2022; Rozi &
Khomsatun, 2019)."Enjoylish Adventure” offers an immersive learning experience
through games that are specifically designed to increase student engagement. Through
interactive gameplay, students can be directly involved in learning activities, such as
overcoming challenges, solving puzzles, or interacting with characters in English. This
creates a more lively and exciting atmosphere, which can help students stay focused and
engaged during the learning process (Pratama et al., 2019; Rokhman & Ahmadi, 2020).
Previous research also revealed that game-based learning media can improve the fun
learning atmosphere (Ariyanto et al., 2020; Sitorus & Santoso, 2022).Other research also
reveals that game-based learning media can make it easier for students to understand
learning materials, thereby improving student learning outcomes (Darmawan & Wahyudi,
2023; Sakdah et al., 2021).1t is concluded that the “Enjoylish Adventure” Learning Media
Based on Construct 2 is suitable for use in learning because it can improve student
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learning outcomes. The advantage of this media is that through this game, teachers can
include various English content, such as new vocabulary, grammar, or even cultural
aspects related to English, thereby improving students' overall understanding. The
limitation of this study is that the development of the media is only intended for grade IV
elementary school students. The implications of the study are that the “Enjoylish
Adventure” Learning Media Based on Construct 2presenting learning materials in a fun and
challenging way, students are more likely to actively participate and experiment with their
English. This helps create an environment where mistakes are seen as a natural part of the
learning process, rather than as obstacles.

4. CONCLUSION

The results of the data analysis show thatEnjoylish adventure media based on
construct 2 received very valid qualifications from experts. The results of the practicality
test conducted on teachers and students also showed that Enjoylish adventure media based
on construct 2 received very practical qualifications. The results of the t-test showed that
there were differences in student learning outcomes after using Enjoylish adventure media
based on construct 2. The results of the n-gain test also showed that the small group
received a high category and the large group received a sufficient category. Based on the
results of the data analysis, it can be concluded that the Construct 2-Based "Enjoylish
Adventure" Learning Media is effective for improving student learning outcomes.
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