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Membaca adalah salah satu keterampilan yang paling diajarkan dalam pelajaran
bahasa Inggris, tetapi juga merupakan keterampilan yang paling kompleks untuk
ditingkatkan. Kegiatan membaca yang dilakukan siswa hanya menggunakan buku
teks dan lembar kerja siswa sehingga kurang menarik dan berdampak pada
keterampilan membaca siswa yang kurang. Penelitian ini bertujuan untuk
mengembangkan modul elektronik membaca bahasa Inggris berbasis gamifikasi dan
pembelajaran kontesktual yang layak yang sesuai dengan kebutuhan pembelajar
bahasa kedua. Jenis penelitian ini yaitu penelitian pengembangan. Penelitian ini
merupakan tahap kedua dari Design-Based Research (DBR) yang merupakan tahap
desain dan konstruksi. Subjek penelitian terdiri dari 2 ahli materi pembelajaran, dua
ahli ELT, dan 2 guru bahasa Inggris. Subjek uji coba yaitu 35 siswa kelas sepuluh.
Penelitian ini menggunakan teknik analisis deskriptif kuantitatif dan statistik
inferensial Berdasarkan hasil analisis data yaitu penilaian dari ahli materi

pembelajaran diperoleh 93% dan 94%. Penilaian dari ahli isi e-module diperoleh
97% dan 87%. Penilaian yang diberikan oleh guru diperoleh 81% dan 90%. Uji coba
kegunaan dari sudut pandang siswa diperoleh 80%. Dari hasil tersebut dapat
disimpulkan bahwa modul elektronik membaca bahasa Inggris berbasis gamifikasi
dan pembelajaran kontekstual layak digunakan di kelas. Implikasi penelitian ini yaitu
modul elektronik membaca bahasa Inggris berbasis gamifikasi yang dikembangkan
dapat digunakan dalam pembelajaran.
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ABSTRACT

Reading is one of the most taught skills in English lessons, but it is also the most complex skill to improve. The reading
activities carried out by students only use textbooks and student worksheets, so they are less exciting and impact students' poor
reading skills. This research aims to develop an electronic English reading module based on gamification and contextual
learning that is appropriate to the needs of second language learners. This type of research is development research. This
research is the second stage of Design-Based Research (DBR), which is the design and construction stage. The research subjects
consisted of 2 learning materials experts, two ELT experts, and 2 English teachers. The test subjects were 35 tenth-grade
students. This research uses quantitative descriptive analysis techniques and inferential statistics. Based on the results of data
analysis, namely the assessment from learning material experts, 93% and 94% were obtained. The assessment from e-module
content experts was 97% and 87%. The assessments given by the teacher were 81% and 90%. Usability testing from the
student's perspective obtained 80%. From these results, an electronic English reading module based on gamification and
contextual learning is suitable for use in the classroom. The implication of this research is that the gamification-based English
reading electronic module that was developed can be used in learning.

This is an open access article under the CC BY-SA license. ® @
Copyright © 2024 by Author. Published by Universitas Pendidikan Ganesha.

1. INTRODUCTION

Reading, as one of the four skills needed to master English, is important because of its role as input in
learning a language. Although reading can be defined simply as extracting meaning from text, reading consists of
a complex process (Alam & Lestari, 2020; Jabir, 2020; Khusniyah & Hakim, 2019). Reading comprehension
involves recognizing words quickly and efficiently, developing and using a sizeable introductory vocabulary,
processing sentences to build understanding, and activating strategic processes (Magableh & Abdullah, 2022;
Sulaiman & Hasrianti, 2021). Reading requires underlying cognitive skills, explaining the meaning of background
knowledge, interpreting and evaluating text in a way that is appropriate for reading, and processing text fluently
over a long period (Karakaita Putri et al., 2019; Sultan & Nur, 2020). These processes and sources of knowledge
enable readers to produce the required level of understanding of the text. Several principles for building a reading
curriculum include reading sources that are intriguing, varied, attractive, abundant, and easily accessible
(Mahartika & Dewantoro, 2017; Vinhto, 2018). Developing student motivation and combining language and
content learning is also essential.

* Corresponding Author: Isnaini Apri Utamil:_isnaini.apri.911@student.uns.ac.id 63



https://ejournal.undiksha.ac.id/index.php/JET
mailto:%20isnaini.apri.911@student.uns.ac.id
https://creativecommons.org/licenses/by-sa/4.0/

Isnaini Apri Utami?, Sunardi? , Nur Arifah Drajati® (2024). Journal of Education Technology. Vol. 8(1) PP. 63-76

Reading activities are essential for students because reading is the primary capital for studying all subjects
at school (Siregar & Kurniati, 2022; Solikhah, 2015). Apart from that, reading can also improve language skills,
vocabulary and understanding of texts. Students who like to read also tend to have higher imagination and are
more creative in expressing ideas and concepts (Dwigustini & Widiya, 2020; Misvaindra & Sukma, 2020).
Reading can also help students improve cognitive abilities and long-term memory (Mentari et al., 2018;
Nugrahanto & Zuchdi, 2019). Therefore, all parties need to provide motivation and support so that students can
increase their interest and reading activities (Dwigustini & Widiya, 2020; Mahartika & Dewantoro, 2017,
Misvaindra & Sukma, 2020; Vinhto, 2018). Reading is the most thoroughly studied language skill because
researchers and practitioners have studied its nature for many years, resulting in different theories distinguishing
the best teaching and learning reading comprehension skills. Various teaching methods and techniques give
language learners options when learning to read (Aprilia et al., 2020; Korat et al., 2021; Wichadee, 2011). Apart
from appropriate methods and techniques, teaching materials also play a role in students' efforts in learning.

However, the current problem is that many students still do not like reading. This is reinforced by previous
research findings, which also state that many students are bored or do not like reading (Apriliani & Radia, 2020;
Budianti & Damayanti, 2017; Hardanti et al., 2022). Other research also reveals that students do not like reading
activities because of a lack of reading habits and exciting books that can attract students' attention to reading
(Oktadiana, 2019; Paramita et al., 2022). Based on initial observation studies, students at MAN 1 Karanganyar do
not use special modules in reading activities. Reading activities carried out by students only use textbooks and
student worksheets. Several factors cause students' low interest in reading. External factors include a less
supportive school environment, the role of the library could be more optimal, and limited books/reading materials
that attract students' interest (Oktadiana, 2019; Paramita et al., 2022; Yuki, 2020). Apart from that, internal factors
such as lack of awareness of the importance of reading, lack of motivation and interest, and lack of examples from
parents and the surrounding environment are also causes of low interest in reading among students in Indonesia
(Sari, 2020; Wulanjani & Anggraeni, 2019).

Based on this, the solution offered is to develop digital-based teaching materials that can help increase
students' willingness to read. Teaching materials are teaching aids such as textbooks, worksheets, etc., that enable
and facilitate the teaching and learning process (Martha & Andini, 2019; Permana P & Manurung, 2020; Wahyuni
et al., 2022). Maximizing electronic learning materials such as e-modules with gamification elements and CTL-
based meaningful learning activities is essential to help students improve their reading comprehension skills.
Technological developments marked by the emergence of many new technologies have an impact on increasing
the level of learning flexibility regarding flexibility of space and time, speed and ease of accessing various kinds
of learning materials, one of which is electronic books (Asrial et al., 2020; Permana P & Manurung, 2020;
Saraswati et al., 2019). Technology can be used as a tool that can increase students' willingness to read. One way
that can be developed to improve students' reading skills is E-modules based on gamification and contextual
teaching and learning.

E-modules or electronic modules are used as interactive learning media and can be accessed quickly
(Asrial et al., 2020; Musdi et al., 2019; Permana P & Manurung, 2020; Saraswati et al., 2019). E-modules can help
students understand concepts and develop specific learning skills. Apart from that, E-modules can also help
teachers provide more exciting and interactive learning materials (Astra et al., 2020; Ningsih & Mahyuddin, 2021,
Pratiwi et al., 2021). Therefore, e-modules can be an effective and efficient alternative learning medium for
improving classroom learning quality (Darmaji et al., 2019; Pratiwi et al., 2021). E-Modules can increase students'
enthusiasm for reading because they can improve student learning outcomes and learning motivation. Research
shows that developing E-Modules can facilitate students in intensive reading and better learning outcomes (Aufa
et al., 2021; Fisnani, YeniFisnani et al., 2020). Apart from that, E-Modules can also help students learn
independently and increase student learning motivation. Therefore, using E-Modules in learning can increase
students' interest and enthusiasm in reading.

Gamification-based e-Modules are a learning system that uses the concept of gamification to make
learning more exciting and motivating. Gamification is changing a system or activity to be more like a game, using
elements such as points, levels and rewards (Ariessanti et al., 2020; Lutfi, A. et al., 2021; Marisa et al., 2020). It
was concluded that students' learning experiences were positive regarding using gamification for reading in EFL.
Apart from games, another thing that has recently become a focus in education is teaching and learning methods
that focus on students (Pasaribu & Saparini, 2017; Suastika & Rahmawati, 2019). The role of students in learning
has changed from just passively listening to the teacher's explanation to being an active participant with the teacher.
So, future learning will be more student-centred (student-centred learning), providing students more opportunities
to construct knowledge independently. Contextual learning is one method that supports student-centred learning
(Ariyanto et al., 2020; Rizki & Linuhung, 2016). CTL focuses on activities that help students connect what they
have learned to everyday life. So that the knowledge they gain will be helpful and practical. Contextual learning
helps increase students' interest in learning activities to gain flexible knowledge (Ariyanto et al., 2020; Rizki &
Linuhung, 2016; Santoso, 2017).
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Previous research findings stated that E-modules can increase students' enthusiasm for learning. Other
research also states that E-modules can improve student learning outcomes (Darmaji et al., 2019; Lestari & Parmiti,
2020; Pratiwi et al., 2021). Other research also states that the majority of students stated that they find gamification
for reading in ESL fun, enjoyable, engaging, and sometimes challenging (Fahad Alzuhair & Mohammed
Alkhuzaim, 2022; John et al., 2021; Li et al., 2018; Li & Chu, 2021; Mak et al., 20219; Manzano-Leon et al., 2022;
Sofiana & Mubarok, 2020). Students also stated that gamification allows them to act anonymously, which helps
encourage students because they do not feel embarrassed when making mistakes, as is common in conventional
classes (Chen & Kent, 2019; Kaban. & Karadeniz, 2021). Anonymity also helps reduce peer pressure for low-
achieving students (Bai et al., 2021). Based on this, gamification-based E-modules can increase students'
enthusiasm for reading. However, there has yet to be a study regarding gamification-based E-modules to improve
students' reading skills. This research is vital because there is a lack of teaching materials to facilitate students'
independent learning. Apart from that, the gamification-based E-module that will be developed is tailored to
student characteristics to help increase student knowledge. Thus, this research aims to develop an E-module based
on gamification and contextual teaching and learning.

2. METHOD

This study is Design-Based Research. Design-Based Research (DBR) is a systemic approach to
innovation planning and implementation that stresses an iterative approach to design and produce a product with
ongoing collaboration with the practitioners and the expert. Thus, the focus of DBR is to discern design choices
and changes in an effort to produce technology-based learning (Huang et al., 2019). This is in line with the purpose
of this study which is to develop an electronic English reading module for high school students. Design-Based
Research Model showed in Figure 1.

Implementation and spread
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Figure 1. Design-Based Research Model
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There are three phases in the DBR, namely analysis and exploration, design and construction, and
evaluation and reflection phase. The first phase is analysis and exploration. Its purpose was to analyse the problem
and explore the possible solutions for the problem. The second phase is design and construction. Its purpose is to
design and develop a possible solution based on the result of the first phase. The third phase is evaluation and
reflection. In this phase, the designed product will be evaluated to check its feasibility and effectiveness. The result
of the third phase will be used as a guide to accept, revise, or reject the designed product (Huang et al., 2019).
However, this study only focuses on the design and development part of the DBR. The design and development
part consisted of the validation of the product by the experts and the students’ trial. The method used to collect the
data was the questionnaire method. The participants of this study consisted of two instructional design experts,
two subject content experts, two English subject practitioners, and 35 students. The instructional design experts
are the lecturers of the Educational Technology Program. The subject content experts are the lecturers of English
Education Program. The practitioners are two English teachers of MAN 1 Karanganyar.

The questionnaire for the instructional design expert was derived from the theory of module by Russell
and Johanningsmeier, gamification by Kapp (Kapp, 2012), and CTL by Johnson (Johnson, 2010). The
questionnaire for the subject content experts and the practitioners was derived from Cunningsworth’s criteria for
choosing English learning materials that consisted of seven aspects: aims and approaches, design and organization,
language content, skills, topic, methodology, and practical consideration (Cunningsworth, 1995). The grid for the
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instrument validity sheet of the electronic module based on gamification and CTL for each expert is presented in
Table 1, Table 2, and Table 3.

Table 1. Instructional Design Expert Validation Instrument

No Aspect Indicators

1 Module Use of self-contained, self-instruction package

Concern for individual differences

Statement of objectives

Utilization of a variety of media

Active participation by the learner

Immediate reinforcement of responses

Application of game thinking to solve problems using game elements.

Application of game thinking to encourage learning using game elements.

Connecting academic subjects with the context of students’ personal

circumstances.

Connecting academic subjects with the context of students’ social circumstances.

c. Connecting academic subjects with the context of students’ cultural
circumstances.

2 Gamification

poprooo o

3 CTL

I

Table 2. Subject Content Expert Validation Instrument

No Aspect Indicators

1 Aims and The aim of the module corresponds with the teaching program and the
approaches curriculum.

The module is appropriate for the learning process.

The module encompasses all the materials needed for the learning.

The module is flexible in that it can be used for various learning styles.

The module was arranged based on the topic in the curriculum.

The materials were arranged based on the difficulty.

There are exercises and feedback.

There are references for the grammar being used.

The materials are suitable for learning independently.

The layout of the module is clear.

The grammar used is suitable for the students’ level.

The vocabulary used is suitable for the students’ level.

The module contains materials to increase reading comprehension: finding

the main idea, etc.

td

2 Design and
organization

3 Language Content

PopP OO0 TPOODT

d. The language style is in accordance with the students’ social circumstances.
4 Skills a. The texts and reading activities are in accordance with the students’ skills
and interests.
5 Topic a. The content materials are interesting for students.
b. There are a variety of topics.
c. The topic supports the students’ awareness and experience.
d. The topic given is up to date, but suitable for the students’ language level.
e. The social and cultural contexts in the e-module are related to the students’
real life.
f. Women and men are presented equally.
g. There is no racism.
6 Methodology a. The learning approach used (CTL) is suitable for the current learning
process.
b. The gamification technique is suitable for the students’ learning styles.
c. There was feedback to support students’ in developing their skills and
learning strategies.
d. Students can adjust their learning speed and style.
7 Practical a. The features of the module are interesting.
consideration b. The e-module is easy to install and use.
c. The e-module can be used without other apps or media.
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Table 3. Practitioner Validation Instrument

No

Aspect

Indicators

1

Aims and approaches

Design and
organization

Language Content

Skills

Topic

Methodology

Practical
consideration

a.

cpoproooTER0DT

e

- ®ooooTe W

o

popo

The aim of the module corresponds with the teaching program and the
curriculum.

The module is appropriate for the learning process.

The module encompasses all the materials needed for the learning.

The module is flexible in that it can be used for various learning styles.
The module was arranged based on the topic in the curriculum.

The materials were arranged based on the difficulty.

There are exercises and feedback.

There are references for the grammar being used.

The materials are suitable for learning independently.

The layout of the module is clear.

The grammar used is suitable for the students’ level.

The vocabulary used is suitable for the students’ level.

The module contains materials to increase reading comprehension: finding
the main idea, etc.

The language style is in accordance with the students’ social
circumstances.

The texts and reading activities are in accordance with the students’ skills
and interests.

The content materials are interesting for students.

There are a variety of topics.

The topic supports the students’ awareness and experience.

The topic given is up to date, but suitable for the students’ language level.
The social and cultural contexts in the e-module are related to the
students’ real life.

Women and men are presented equally.

There is no racism.

The learning approach used (CTL) is suitable for the current learning
process.

The gamification technique is suitable for the students’ learning styles.
There was feedback to support students’ in developing their skills and
learning strategies.

Students can adjust their learning speed and style.

The features of the module are interesting.

The e-module is easy to install and use.

The e-module can be used without other apps or media.

This research uses quantitative descriptive analysis techniques and inferential statistics. The quantitative

descriptive analysis technique was used to obtain the score from each expert and student using the assessment
sheets. The instrument validity technique uses expert judgment that requires a selected expert from each type of
instrument to be consulted about the quality and validity of the learning media using the selection questionnaire
from various points of view (Sugiyono, 2018). The data obtained from the questionnaire results will then be
analyzed. In this study, the data analysis used descriptive percentage and category techniques to describe the
feasibility of the electronic module. Table 4 is a conversion table for the eligibility criteria for the electronic module
referring to the research (Bustanil S et al., 2019).

Table 4. The Eligibility Criteria for the Module

No. Eligibility Level Interpretation Decision
82% - 100% Very Good Very Feasible
63% - 81% Good Feasible
44% - 62% Enough Not Worth It
25% - 43% Not Good Not Feasible

In testing the effectiveness of e-modules based on gamification and contextual learning, experimental
research methods were used using Posttest-Only Control Design. Participants in this effectiveness testing stage
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were class X students at MAN 1 Karanganyar. The research samples, namely the control and experimental groups,
were chosen randomly. The control group is class XAb, totalling 37 students, and the experimental class is class
XS3, totalling 38 students. The data normality test used Kolmogorov-Smirnow with a significance value of 0.05.
Homogeneity test using SPSS version 23 software with Lavene statistics. To test the effectiveness of e-module
products based on gamification and contextual learning, an independent sample t-test is needed with the help of
SPSS version 23 software to compare the average score of the experimental group with the control group and the
conditions after treatment.

3. RESULT AND DISCUSSION

Result

The product produced in this research is an English reading electronic module for the eleventh-grade
students for the 2022/2023 school year. The development was carried out using the Design-Based Research Model.
While this study focused more on the evaluation part of the third phase of the DBR model, the first phase and the
second phase findings could be summarised as follows. First, Analysis and Exploration. From the class
observations, artefacts analysis, and focused group discussion with the students and teachers, there are already
various types of learning media and resources used to facilitate the students’ learning process such as YouTube
channels, English Education textbooks, companion books, WhatsApp groups, learning apps such as Kahoot, and
so on. However, most of the students’ learning results were not up to the standard of the minimum learning
requirement. From the analysis and exploration, the teachers and the students agreed that they need learning
materials that can be used independently with minimum assistance from the teachers, related to the student’s daily
lives, and contain fun games.

Second, Design and Construction. The second phase is design and construction which is a follow-up
process after identifying the problems and the possible solution in the first phase. In this phase, the researchers
designed and constructed an electronic module based on the theoretical frames that fit the students’ language level,
daily lives, and situations. The materials chosen for the e-module are about recount text since it is easier to relate
to the students’ real-life situations. This selection is also based on the new Merdeka curriculum. The content layout
and design mostly used the Canva application, then it was made into a mobile application using the Smart App
Creator application. After the electronic module was ready, it was evaluated by the experts to see the validity and
liability of the electronic module. The electronic module designed and assessed by expert judgment at the
evaluation and reflection stage is presented in Figure 2.
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Figure 2. E-module Based on Gamification and Contextual Learning

Next, the electronic module that was designed and constructed (draft 1) was evaluated by the experts
before being tested by the students. There are two kinds of experts involved in this evaluation phase. The first is
the experts in English education subject matter and the second is the experts in the instructional design. The
validation for the English education subject matter was carried out based on the criteria of choosing English
learning materials by Cunningsworth (Cunningsworth, 1995). The results of the validation by the English
education subject matter experts are presented in Table 5.
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Table 5. E-module Assessment Results by the Subject Matter Expert 1 and Expert 2

No Aspects Expert 1 Expert 2
Percentage (%) Interpretation  Percentage Interpretation
1  Aims and Approaches 93.75 Very good 93.75 Very good
2 Design and Organization 100 Very good 95.83 Very good
3 Language Content 100 Very good 87.5 Very good
4 Skills 100 Very good 100 Very good
5 Topic 96.43 Very good 85.71 Very good
6  Methodology 87.5 Very good 75 Good
7  Practical Consideration 100 Very good 75 Good
Total Result for all aspects 96.56 Very good 87.01 Very good

Based on Table 5, the validation score for the English subject matter obtained 93.75% and 93.75% for
the aims and approaches, 100% and 95.83% for the design and organization, 100% and 87.5% for the language
content, 100% and 100% for the skills, 96.43% and 85.71% for the topic, 87.5% and 75% for the methodology,
100% and 75% for the practical consideration aspect. The total score for all aspects from expert 1 is 96.56%, and
from expert 2 is 87.01%. Both are included in the very good category which means that the electronic module
based on gamification and CTL is very feasible to use in the classroom. Next, draft 1 was assessed by the
instructional design experts. The questionnaire consisted of 82 questions. It obtained a percentage of 95.56% by
expert 1 and 94.34% by expert 2. Based on the results, it can be concluded that the E-module is very feasible to
use in the classroom.

Lastly, the electronic module was tried on by the English teachers as the practitioners. From the two
teachers, it obtained 75% and 93.75% for the aims and approaches, 79.07% and 79.17% for the design and
organization, 75% and 87.5% for the language content, 100% and 100% for the skills, 82.14% and 100% for the
topic. 81.25% and 93.75% for the methodology, 100% and 83.33% for the practical consideration aspect. The total
percentages from the teachers are 81.9% and 90.6%. From those validation results, it can be seen that the electronic
module based on gamification and CTL has good assessment results and is ready to be tested by the students. E-
module Assessment Results by the Subject Matter Practitioner 1 and Practitioner 2 showed in Table 6.

Table 6. E-module Assessment Results by the Subject Matter Practitioner 1 and Practitioner 2

No. Aspects Practitioner 1 . Practitioner 2 _
Percentage (%) Interpretation Percentage (%) Interpretation

1 Aims and Approaches 75 Good 93.75 Very feasible
2 Design and Organization 79.07 Good 79.17 Feasible
3 Language Content 75 Good 87.5 Very feasible
4 Skills 100 Very good 100 Very feasible
5  Topic 82.14 Very good 100 Very feasible
6 Methodology 81.25 Good 93.75 Very feasible
7 Practical Consideration 100 Very good 83.33 Very feasible

Total Result for all aspects 81.89 Good 90.52 Very feasible

The results from the English subject matter and the instructional design experts are very good which
means that the E-module is feasible to use in the classroom. Nonetheless, there are some notes from the experts to
revise the E-module before it can be tested by the students in a trial. The instructional design expert gave comments
to put background design that reflected the cultural background of the students, namely batik, puppets, etc. The
learning objectives were based on the 2013 curriculum. However, the instructional design expert reminded that
the school was going to implement the new curriculum of Merdeka Belajar then the electronic module should be
made to facilitate the future needs of the students. Therefore, the objectives of the study were changed into the
learning objectives achievement criteria from the Merdeka Belajar curriculum.

Lastly, the instructional design experts commented that the gamification should be presented in levels
which were missing from the first draft. Thus, the games are put into 3 levels based on the topic covered in each
learning material. After the 2" draft was ready, it was then tested in the students’ trial. There are two phases in the
students’ trial. The first is the small group trial which consisted of 8 students and the big group trial which consisted
of 27 students. The students consisted of high, medium, and low-achieving students in the 10" grade. The results
of the students’ trial are presented in Table 7. In accordance with the results, it can be concluded that the electronic
module based on gamification and CTL is feasible to use in class as a learning resource for the students.

English Reading E-Module Based on Gamification and Contextual Teaching and Learning to Promote Reading Comprehension Skills 69



Isnaini Apri Utami?, Sunardi? , Nur Arifah Drajati® (2024). Journal of Education Technology. Vol. 8(1) PP. 63-76

Table 7. Small Group Students’ Trial Result dan Big Group Students’ Trial Result

Small Group Big Group
No. Aspects Students’ Trial Interpretation Students’ Trial Interpretation
Percentage (%) (Percentage (%)
1 Interest 80.47 Good 78.70 Good
2 Content 71.35 Good 77.01 Good
3 Usability 88.28 Very good 84.72 Very good
Total Result for all aspects 80.03 Good 80.14

Next, a gamification-based e-module was tested for effectiveness. The normality test results show that
the normality test results of the control class pre-test data have a significance value of 0.115, and the experimental
class has a significance value of 0.105. The two normality test results of the pre-test data for the two classes are
greater than 0.05 (normal = sig. > 0.05), so it can be concluded that the pre-test data for the control and
experimental classes are normally distributed. The results of the post-test data normality test for the control class
had a significance value of 0.156, and the experimental class had a value of 0.066. The two normality test results
of the post-test data for the two classes are more significant than 0.05 (hormal = sig. > 0.05), so it can be concluded
that the post-test data for the control class and experimental class are normally distributed. The results of the data
analysis are presented in Table 8.

Table 8. Normality Test Results of Pre-Test and Post-Test Data for Control and Experimental Classes

Kolmogorov-Smirnov

Value Class Statistic of Sig,
Pre-test Control 0.134 35 0.113
Experiment 0.139 33 0.105
Post-test Control 0.128 35 0.156
Experiment 0.147 33 0.066

Next, a homogeneity test was carried out. The homogeneity test results of the pre-test scores for the
control and experimental classes are at the sig levels. = 0.807. This significance value is more significant than 0.05
(sig. = 0.807 > 0.05), so it can be concluded that the distribution of variance in the pre-test results of the control
class and experimental class is homogeneous. The results of the homogeneity test of the post-test scores for the
control and experimental classes show that the significance level is 0.853. This result is more significant than 0.05
(sig. = 0.853 > 0.05), so it can be concluded that the distribution of variance in the post-test results for the control
class and experimental class is homogeneous. A balance test is carried out after the data is said to be normal and
homogeneous. The data analysis results show that the data's significance value is 0.068, which means more than
0.05 (sig. = 0.068 > 0.05). Based on the test results, the pre-test scores for the control class and experimental class
were in balance. The next step is to conduct a different test on the post-test results of the control and experimental
classes to determine whether reading comprehension learning using gamification-based reading e-modules and
contextual learning positively impacts students' reading achievement. The results of the different tests are
presented in Table 9.

Table 9. Post-test VValue Difference Test Results

t-test for Equality of Means

Post-test 95% Confidence terval
results t d Sig (2-tailed) Mean dif.  Std. error dif. of the Difference

Lower Upper

Variances are  3.030 66 0.003 10.930 3.607 18.132 3.728

assumed to

be balanced

Variances are  3.027 65.442 0.004 10.930 3.611 18.140 3.720

not assumed

to be

balanced

The results of the analysis of the difference test with the t-test shown in Table 9 show that the significance
value is 0.003 (sig. = 0.003 < 0.05), and the calculated t is 3.030 (tcaiculated = 3.030 > tiapie = 0.2352). Based on these
results, there is a significant difference in the post-test results of the control and experimental classes. Therefore,
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learning to read using e-module based on gamification and contextual teaching and learning positively impacts the
students' English reading achievement.

Discussion

Based on the analysis of the results of the research evaluation stage, gamification and CTL-based e-
modules have achieved valid and practical criteria as learning resources for students. This can be seen from the
validation results of learning design experts, subject content experts, and English practitioners regarding the
feasibility of gamification-based electronic modules and CTL meeting the very feasible criteria. Gamification and
CTL-based e-modules can be used in learning. This is caused by several factors, namely as follows. First,
gamification-based e-modules can improve students' reading comprehension skills. With a contextual learning
approach, e-modules can attract students' interest in learning and understanding the material better (Kimianti &
Prasetyo, 2019; Rohmah et al., 2021). Gamification is a learning approach that facilitates learning and encourages
student engagement, motivates action, promotes learning, and solves problems using game-based mechanics,
aesthetics, and game thinking (Ariessanti et al., 2020; Lutfi, A. et al., 2021; Marisa et al., 2020). The contextual
learning approach is also reflected in text examples related to students' daily lives so that students can reflect on
the knowledge they have learned in real life (Antara, 2019; E. Ramdani, 2018; Suastika & Rahmawati, 2019). This
is to the understanding that contextual learning aims to help students see the meaning of academic material in the
context of their' lives (Arsyad et al., 2020; Santoso, 2017; Sulastri, 2016).

Second, gamification-based e-modules can increase students' enthusiasm for reading. Gamification-based
e-modules are electronic teaching materials that are effective and efficient and prioritize student independence.
Applying application-assisted learning gamification can increase learning motivation (Ramdani & Simamora,
2022; Syahrial et al., 2019). E-modules can use various ICT devices, such as smartphones, so they are flexible
(Kurniawati, 2020; Zaharah & Susilowati, 2020). Students can study anywhere (Mutmainnah et al., 2021; Sidiq &
Najuah, 2020). E-modules can attract students' interest with an appearance like an actual book (Istuningsih et al.,
2018; Oksa & Soenarto, 2020; Wulandari et al., 2021). The student practicality questionnaire assessment results
show that the e-module using a contextual learning approach for students is very effective. E-modules can be a
solution for implementing practical and effective learning because e-modules can prioritize student independence
(Herawati & Muhtadi, 2018; Rahmatunisa et al., 2022). In research, gamification-based e-modules have been
tested for attractiveness with an exciting category, which shows the effectiveness of learning using e-modules.
Besides that, e-modules with a contextual learning approach can increase students' motivation and interest.

Third, gamification-based e-modules can create a fun learning atmosphere. Applying gamification in
learning can increase students' motivation through several mechanisms (Ariessanti et al., 2020; Lutfi, A. et al.,
2021; Marisa et al., 2020). Based on research, gamification can provide additional motivation to ensure students
participate in learning activities (Permata & Kristanto, 2020; Sudana et al., 2021). Apart from that, gamification
can also increase students' learning motivation, engagement, cognitive, affective and psychomotor skills
(Ariessanti et al., 2020; Lutfi, A. et al., 2021; Marisa et al., 2020). Gamification can increase student motivation
through rewards, healthy competition, and an interactive and engaging learning environment. In the learning
context, gamification aims to increase student motivation, involvement and participation in learning (Hendriyati
Haryani et al., 2023; Sudana et al., 2021). By utilizing game elements, rewards, healthy competition, and an
interactive learning environment, gamification can create a more enjoyable and exciting learning experience for
students (Ariessanti et al., 2020; Hendriyati Haryani et al., 2023; Lutfi, A. et al., 2021; Marisa et al., 2020). This
can trigger the brain's reward system and make learning more enjoyable, making students feel happy and
motivated. Thus, gamification can be a powerful tool for increasing student motivation in the classroom.

Previous findings stated that reading comprehension modules significantly encouraged English language
learning, primarily through activities focused on developing reading competence (Hikmah & Wibowo, 2020).
Applying gamification in English language learning to improve reading comprehension skills is what has been
introduced previously. However, inevitably, the use of gamification for reading comprehension skills in English
as a foreign language in the last 10 years (2012-2022) is still limited (Fahad Alzuhair & Mohammed Alkhuzaim,
2022; Kaban. & Karadeniz, 2021; Manzano-Leon et al., 2022). This research implies that the gamification-based
e-module developed can be used in English language learning to improve students' reading comprehension.
Limitations in this development research include: first, this learning teaching material only contains material by
SK KD English class X SMA/MA Semester 2, namely the recount text. Second, the learning teaching materials
developed are in the form of e-modules based on gamification and CTL. Third, the research results of the
gamification and CTL-based e-module reading teaching materials that were prepared were only tested on some
students of Madrasah Aliyah Karanganyar's class using an internet connection; the network speed will affect its
use. Based on those limitations, further studies are needed to design and develop an e-module based on
gamification and CTL that covers other topics besides recount text. Also, the e-module might be created without
the need to use the internet connection and tested by more participants to ensure its effectiveness on various
students.
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4. CONCLUSION

The research showed that the electronic English reading module based on gamification and Contextual
Teaching and Learning met the criteria and received excellent qualifications based on the validation from the
experts and the English subject practitioners. It also received good response from the students during the trial.
Furthermore, during the effectiveness test, the e-module has proven to have significant impact on the students’
reading comprehension skills. Thus, it was concluded that the electronic English reading module based on
gamification and Contextual Teaching and Learning is suitable for learning and improving students' reading
comprehension skills. It is recommended to students to help them learn independently with the minimum assistance
from the teacher.
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