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This study aims to develop poetry writing teaching materials
using gamification media through the Jumenly platform at
SMA Negeri 81 East Jakarta. The research is based on real
challenges faced by students in poetry writing, particularly
in choosing appropriate diction, creating vivid imagery, and
expressing ideas creatively. These difficulties lead to low
motivation and interest in learning, emphasizing the need for
innovative and technology-based teaching materials. To
address this issue, the research adopts the ADDIE
development model, which includes five systematic stages:
Analysis, Design, Development, Implementation, and
Evaluation. The study found that 98.7% of students
demonstrated high interest in poetry learning but still
required interactive and engaging media. The development
of gamification-based teaching materials led to significant
improvements in students’ poetry writing skills and creative
thinking abilities. Expert validation confirmed that the
materials were highly valid and suitable for classroom use.
The implementation results showed a 35% increase in poetry
writing skills and a 40% enhancement in creative thinking.
Overall, this study contributes to innovative, technology-
integrated learning that fosters creativity, engagement, and
meaningful learning experiences in Indonesian language and
literature education.

1. Introduction

This study focuses on developing poetry writing teaching materials using
gamification media at SMA Negeri 81 East Jakarta. Poetry writing plays an
essential role in Indonesian language and literature education, particularly in
enhancing students’ ability to express ideas, emotions, and creativity through
meaningful and aesthetic language. However, field observations show that Grade
XI students at SMA Negeri 81 East Jakarta face several challenges in writing
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poetry. These challenges include limited vocabulary mastery, difficulty in
generating ideas, and a lack of habit in expressing imagination and feelings
creatively in poetic form. Moreover, the teaching methods applied by teachers tend
to be monotonous, relying mainly on lectures, assignments, and discussions without
sufficient variation. Therefore, innovation in poetry writing instruction is necessary
to help students overcome these challenges and to foster greater motivation and
writing proficiency. According to Mulyana (2003), the development of teaching
materials begins with research to identify the characteristics of existing language
learning resources and students’ needs, followed by a series of structured and
objective trials designed to produce effective and applicable learning materials.

Along with technological advancements, the integration of gamification media in
education has become an engaging and relevant solution to current learning needs.
Gamification, first introduced in 2008, refers to the application of game elements
in non-game contexts, including education. Within the learning process,
gamification aims to increase student participation and motivation through elements
such as challenges, points, rewards, and feedback. The use of gamification in poetry
writing is expected to transform traditional learning into a more interactive,
dynamic, and enjoyable experience. By integrating gamified features into poetry
writing activities, students can be more actively involved, creatively stimulated, and
intrinsically motivated to express their ideas through poetry. Therefore, this study
aims to develop poetry writing teaching materials based on gamification media to
improve the poetry writing skills and creative thinking abilities of Grade XI
students at SMA Negeri 81 East Jakarta.

The main problem faced by SMA Negeri 81 East Jakarta is the students’ low ability
in writing poetry, which stems from several factors. One of the primary causes is
the students’ limited vocabulary mastery, which is essential for composing poetry.
In addition, students often struggle to find ideas or inspiration for their poems,
leading them to perceive poetry writing as a difficult and monotonous task.
Although teachers have made efforts to deliver the material, they tend to rely on
conventional methods such as lectures and assignments without actively involving
students in the learning process. As a result, students become less interested and
less motivated to learn how to write poetry. To improve poetry writing instruction,
one effective approach is the development of teaching materials based on
gamification. Gamification-based media can provide enjoyable and stimulating
learning experiences for students, which in turn can enhance their motivation and
engagement in learning activities. Gamification incorporates various game
elements that can be adapted to educational contexts, such as points, challenges,
rewards, and feedback, which encourage students to participate actively in writing
poetry. By integrating gamification into learning media, students can experience a
more interactive learning process while feeling more valued and motivated to
achieve their learning goals.

Gamification, first introduced in 2008, refers to the application of game elements
in non-game contexts such as education. Deterding et al. (2011) define gamification
as the use of game mechanics in various contexts to increase engagement and
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motivation. In educational settings, gamification not only provides enjoyable
learning experiences but also enhances student engagement through game-like
features such as challenges, points, levels, and rewards. Kapp (2012) further
emphasizes that gamification fosters a more interactive learning environment by
offering immediate feedback to students and promoting healthy competition among
them. The implementation of gamification-based media in poetry writing
instruction at SMA Negeri 81 East Jakarta provides students with the opportunity
to explore their creativity in composing poetry. The gamification elements applied
in poetry writing lessons encourage students to participate more actively and enjoy
the writing process. Moreover, the use of gamified media can help students enhance
their critical thinking, problem-solving, and creative writing skills. This study aims
to design, develop, and test the effectiveness of gamification-based teaching
materials in improving students’ poetry writing abilities at SMA Negeri 81 East
Jakarta.

The main objective of this research is to examine how the development of poetry
writing materials through gamification media can enhance the poetry writing skills
of eleventh-grade students at SMA Negeri 81 East Jakarta. The researcher focuses
on analyzing the needs for instructional materials, designing and developing
gamification-based teaching materials, and testing the effectiveness of gamified
media in poetry writing instruction. Through the application of gamification, it is
expected that students will become more interested and motivated to write poetry
in a fun and interactive way. Furthermore, this research is expected to contribute to
the development of innovative teaching materials that align with technological
advancements and serve as an effective alternative for improving the quality of
poetry writing instruction in senior high schools.

Before developing the teaching materials, a needs analysis was conducted to
identify the challenges faced by students in learning to write poetry. This step is
essential to ensure that the developed materials meet students’ needs and address
their learning difficulties. The next stage involves designing and developing the
teaching materials by integrating appropriate gamification elements, such as
challenges, point collection, and rewards, to motivate students to participate
actively in the learning process. After the materials are designed, a testing phase is
carried out to evaluate the effectiveness of gamified media in enhancing students’
poetry writing skills. The application of gamification in poetry writing instruction
is expected to provide students with an enjoyable learning experience and motivate
them to improve their poetry writing skills. By presenting suitable challenges and
rewards, students are encouraged to strive toward achieving learning goals and
developing their creativity. In addition, gamification allows teachers to deliver
prompt and constructive feedback, enabling students to identify their weaknesses
and continuously improve their poetry writing abilities.

Poetry is one of the literary forms that possesses unique characteristics, namely the
use of beautiful and meaningful language. According to E. Kosasih (2018), poetry
is a form of literary work that expresses the poet’s thoughts and feelings
imaginatively, concentrating the power of language within its physical and inner
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structure. Poetry is also characterized by linguistic density, precise word choice
(diction), the use of figurative language, rhyme, and typography that distinguish it
from other literary forms. Kosasih emphasizes that poetry serves as an expression
of the poet’s inner experience, conveyed through concise and meaningful language
so that readers can feel its emotional depth. Similarly, Pradopo (2014) states that
poetry is a work that expresses thoughts capable of evoking emotions and
stimulating sensory imagination through rhythmic composition. Dalman (2014)
also explains that writing is the process of conveying thoughts, ideas, and emotions
through meaningful symbols or signs. As a creative process, poetry embodies a
close relationship between linguistic elements and the poet’s inner experiences,
which must be consciously arranged to achieve a clear and meaningful purpose.

However, despite its strong aesthetic appeal, many students struggle with writing
poetry, particularly in finding ideas or themes to express in poetic form. This
difficulty is often compounded by instructional approaches that focus too heavily
on theory without providing sufficient opportunities for practice. As Kosasih (2012)
notes, poetry is a literary work that employs beautiful and meaningful language,
with its beauty derived from diction, figurative language, rhyme, and repetition of
sounds. Nevertheless, students frequently find it challenging to apply these
theoretical concepts in their own writing. Furthermore, poetry is generally divided
into two main types: traditional (old) poetry and modern (new) poetry. Traditional
poetry is bound by strict rules, such as rhyme patterns and a fixed number of lines,
whereas modern poetry allows greater freedom in terms of structure, syllable count,
and rhyme scheme. The most well-known types of traditional poetry include
pantun, syair, talibun, seloka, and gurindam, each with its own distinctive form and
rules (Uned, 2010; Ali, 2006). Meanwhile, modern poetry offers more flexibility in
structure, although it still retains influences from traditional poetic forms.

The elements that construct a poem can be divided into two main structures: the
physical structure and the inner structure. The physical structure includes diction
(word choice), imagery, concrete words, figurative language, rhyme or rhythm, and
typography. Meanwhile, the inner structure consists of the theme, the poet’s
feelings, tone, mood, and message (Kosasih, 2012). Each of these elements is
interconnected to create a poem that possesses expressive power and profound
meaning. According to experts such as William Miller (in Gumiati & Mariah, 2013)
and Wardoyo (2013), the process of writing poetry involves several stages: idea
generation, incubation, inspiration, writing, and revision. The process begins with
searching for ideas, which may come from personal experiences, reflections, or
imagination. Once an idea is found, the incubation stage allows it to develop and
mature before being expressed in written form. Revision or editing is also an
essential part of producing a meaningful poem, as the poet must carefully choose
words to ensure that the intended message is conveyed clearly to the reader.

Overall, writing poetry is a creative process that requires a series of stages, from
finding ideas to arranging words and expressing emotions or experiences. Poetry
not only serves as a medium for poets to express their feelings but also functions as
an art form that stimulates readers’ imagination. Therefore, it is important for
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students to be given opportunities to practice poetry writing and to understand the
essential elements of poetry so they can produce meaningful and aesthetically
pleasing works. In general, this study aims to develop innovative and technology-
based poetry writing materials by utilizing gamification media to enhance students’
motivation and engagement in poetry writing activities. The findings of this
research are expected to contribute positively to the development of teaching
materials in schools and serve as a solution to the problem of low poetry writing
skills among students at SMA Negeri 81 East Jakarta. Furthermore, the
implementation of gamification in poetry writing instruction is anticipated to pave
the way for new educational innovations that are more engaging and aligned with
contemporary technological advancements.

2. Methodology

This study uses the Research and Development (R&D) method with the ADDIE
model (Analysis, Design, Development, Implementation, Evaluation). This model
was chosen because it provides a systematic flow in developing gamification-based
poetry writing teaching materials. This type of research is included in development
research (R&D) which focuses on creating a product in the form of poetry writing
teaching materials using the gamification platform Jumenly. The research was
conducted at SMA Negeri 81 East Jakarta during one academic semester. The
stages of the activities include: (a) preparation (needs identification and instrument
development), (b) implementation (implementation of teaching materials and data
collection), and (c) evaluation (data analysis and product revision).

The research data consisted of primary data, obtained from students and teachers
through questionnaires, interviews, observations, and tests (pre-test and post-test).
Secondary data included documents, journals, and supporting records related to
language and literature learning. The instruments used included: observation
guidelines, to examine the availability and suitability of teaching materials at
school; student and teacher needs questionnaires, to identify expectations and
preferences related to the teaching materials; validation questionnaires, used by
material experts, media experts, teachers, and students to assess the feasibility of
the teaching materials; and tests (pre-test and post-test), to measure the
improvement of students’ poetry writing skills. The data were analyzed using a
descriptive quantitative and qualitative approach. The questionnaire results were
analyzed using percentages, while the test data (pre-test and post-test) were
analyzed using statistical tests (Wilcoxon test) to determine the effectiveness of the
teaching materials.

3.  Results and Discussion
The research and development of poetry writing teaching materials using

gamification media was conducted at SMA Negeri 81 East Jakarta with the aim of
improving students’ poetry writing skills through a more innovative and interactive
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approach. In this study, the development model used was ADDIE, which consists
of five main stages: Analysis, Design, Development, Implementation, and
Evaluation. Each stage aims to ensure that the developed teaching materials meet
students’ needs and are effective in enhancing their poetry writing abilities.

Analysis

The needs analysis for poetry writing learning materials for Grade XI students at
SMAN 81 East Jakarta was conducted by collecting data through a questionnaire
distributed to 90 students in classes XI3, XI4, XI5, and XI6. The questionnaire
consisted of 20 items, and the results were compiled in a table summarizing student
responses. The analysis showed that students have a very high motivation to learn
poetry writing, as seen from their enthusiasm in participating in the lessons (98.7%),
desire to achieve learning objectives (98.7%), and active participation in the
learning process (97.5%). Additionally, 92.4% of students stated that evaluation
questions were available in the poetry writing lessons. Regarding the content and
presentation of learning materials, 83% of students considered the materials up-to-
date and accustomed to using the internet, but 80.9% felt that the content was still
general and limited, and 80% assessed that the examples of poems were not varied
and did not match their interests. Nevertheless, 85.1% of students considered the
poetry content relevant to daily life, and 77.1% still needed additional references.
In terms of presentation, 80.9% of students desired interesting and gamification-
based materials, 78.7% preferred persuasive sentences, 74.5% wanted
communicative imperative sentences, and 83% considered systematic steps in
poetry writing important. Regarding learning resources, 66% of students had
additional textbooks, but 61.7% still needed to search for materials online because
the school-provided materials were limited. For assessment, 74.5% of students
wanted varied evaluation tools to measure their abilities comprehensively, and
63.8% considered final assessments important to determine their mastery. This data
indicates the need to develop interactive, communicative, flexible, and technology-
based poetry writing materials, accompanied by a comprehensive evaluation system
to improve participation and learning outcomes.

In addition to students, a needs analysis was conducted through interviews with
Indonesian language teachers at SMAN 81 East Jakarta to determine the current
condition of poetry learning materials. Teachers reported that the books used,
including those published by the Ministry of Education and Culture and other books
relevant to the Merdeka Curriculum, had materials that were not sufficiently
detailed and did not fully meet learning needs. For example, the coverage of literary
devices was very general, making it difficult for students to understand different
types of language used in poetry writing. The learning media used was limited to
PowerPoint and lectures, so teachers expressed the need for interactive materials
that can increase student motivation and involvement. Students’ difficulties also
included low reading interest in poetry and challenges in expressing their ideas in
writing. Teachers considered that using gamification-based interactive media could
enhance learning motivation, although some challenges may arise, such as
insufficient group arrangements or limited internet data packages.
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The pre-development stage of learning materials showed that SMAN 81 East
Jakarta still relied on conventional textbooks and had not implemented interactive
learning media. The aspects examined included learning objectives and approaches,
material design, and content coverage. Learning objectives were social activity-
based and aimed to support communication and social goals, while poetry materials
aimed to understand the concept of poetry, analyze its elements, learn steps to write
poetry, and create poems considering poetic elements. The design of the learning
materials emphasized sequential tasks from easy to difficult, including headings,
objectives, material concepts, and assignments. The content focused on basic
theories of poetry, its structure, linguistic rules, elements, steps in writing, and
sample poems, showing limited innovation and relevance to current developments.
Core competencies emphasized religious understanding, honesty, discipline,
politeness, care, responsibility, and cognitive skills in analyzing factual, conceptual,
procedural, and metacognitive knowledge according to students’ curiosity. The
learning objectives aimed for students to analyze and write poetry while considering
its structural elements. Therefore, the development of learning materials must be
contextual, interactive, and aligned with competencies and learning achievement
indicators.

The results of the student needs analysis can also be visually presented in a graph
to illustrate the distribution of responses across different components, such as
motivation, material content, presentation, learning resources, and assessment as
shown in Figure 1.

Analysis of Teaching Material Needs for Writing Poetry
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Figure 1. Analysis og Teaching Material Needs for Writing Poetry

From the graph, it is clear that motivation and content relevance received the highest
scores, while access to additional references and diversified evaluation tools were
slightly lower. This visual representation highlights the priority areas for
developing effective and interactive poetry writing materials, which should focus
on enhancing engagement, providing varied and relatable content, and offering
comprehensive assessment methods to meet student learning needs effectively.
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Design

In the second stage of this study, which applies the ADDIE development model, the
design phase (Design) was carried out. At this stage, the researcher began to
develop the product design in the form of poetry writing learning materials titled
“Daily Activities”, which were developed based on the preliminary study results.
This design phase refers to the definition stage and aligns with the research
objective, which is to produce a feasible and effective product for teaching poetry
writing to students. The development of the learning materials began on April 25,
2025, and includes three steps: media selection, format selection, and drafting the
learning materials.

The first step, media selection, is strategic. Based on teacher needs analysis, the
learning materials are expected to utilize technology through gamification-based
media. This is aimed at allowing students with different learning speeds to access
learning more easily and flexibly, making their classroom engagement more
meaningful. This need for learning materials represents an improvement over the
previous materials, which were only in text form. The benefits of using gamification
media in learning materials include: increasing student engagement by making
learning more enjoyable, providing flexible access so that students can learn
anytime and anywhere, enhancing learning motivation through game elements such
as points, levels, and challenges, supporting interactive learning by allowing
students to directly interact with the materials, enabling enjoyable repetition of
content to facilitate understanding and memorization, and supporting continuous
assessment with immediate feedback.

The draft learning materials are designed as an innovation in poetry writing learning
based on gamification media. The goal is to create materials that are feasible,
effective, and easily accessible to students with different learning speeds. The
drafting process considers school characteristics and student needs, integrating
content with gamification media and attractive design to create a supportive
learning environment. Components of the gamification-based draft learning
materials include: cover/front page, foreword, learning outcomes, language skill
elements, learning objectives, assessment plan, student profile, Pancasila student
profile, learning modifications for students, KKTP, activity description, material
availability, learning strategies, learning steps, poetry text sequences, exercises,
scoring rubrics, glossary, and references.

When students access the gamification-based learning materials, they will see the
opening page, which requires registration or login using their email. This initial
interface is shown in Figure 2, which illustrates the first step students take before
engaging in the gamified activities.
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Figure 2. Gamification Media Opening Design

Next, students can select the game they will use in poetry writing learning. The
main interface of the gamification media is presented in Figure 3, which shows the
interactive interface and game instructions. Students are required to answer
questions at icons that appear in the game, making the learning process more
interactive and participatory.

& e ‘73,- T

JUMANLLY

START

Figure 3. Main Interface of Poetry Writing Game Media

The expected learning outcomes are that students are able to write ideas, thoughts,
opinions, and metacognitive knowledge logically, critically, and creatively.
Students are also expected to publish their written works in print, electronic, or
digital media. With these outcomes, students are expected to be more creative and
able to develop their ideas, feelings, and thoughts in the form of poetry. The content
of the learning materials is compiled from relevant sources and designed to support
student understanding. With gamification media, the learning process becomes
more interactive, engaging, and encourages active student participation.

Development

The development of poetry writing teaching materials based on gamification media
was carried out to improve students’ poetry writing skills and creativity in senior
high school. The selection of gamification media took into account the
characteristics of high school students, who enjoy a fun learning environment,
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games, new experiences, and challenges. The development of this media began with
identifying students’ needs, referring to the Learning Objective Flow (Alur Tujuan
Pembelajaran, ATP), and collecting materials presented in interactive modules,
content, and games designed using the Jumenly platform. The gamification-based
learning media product can be accessed via smartphones or laptops, allowing
students to learn both at school and at home.

The validation stage was conducted by content experts, media experts, and language
experts to ensure that the learning media met quality standards in terms of content,
presentation, and language. The content validators consisted of Mr. Yandri Firman,
S.Pd, and Mrs. Sri Andarusmini, S.Pd, experienced Indonesian language teachers.
This validation aimed to assess the alignment of the material with learning
objectives, the level of difficulty, the depth of poetry writing content, and the use
of communicative and appropriate language for students. Based on the quantitative
evaluation by the content experts, the teaching materials obtained an average score
of 87.5%, with the content relevance aspect receiving the highest score of 95%,
content organization 85%, language usage 90%, material content 80%, and
evaluation/exercise items 87.5%. These results indicate that the material presented
is relevant to students’ needs and supports the achievement of learning objectives.

Furthermore, the validation results from two media experts showed that the
developed learning media has very good quality, with a combined average score of
88.9%. The module size and text aspects received the highest scores of 95% and
97.5%, respectively, while the design and layout aspects scored 80% and 83.3%.
This indicates that the interactive learning media has a good visual appearance,
functional layout, and a module design that adequately facilitates student learning.
Validation from two language experts showed a combined average score of 84.5%,
with the content feasibility aspect reaching 86.6% and the language and sentence
feasibility aspect 82.5%. These results indicate that the language used in the
learning media is communicative, easy to understand, and supports students’
comprehension of poetry writing material.

1 R T TR RS ¢ v - SRR R RRIE [ T T ey T T P

Figure 4. Interactive Game Board Display




380 Yohana K Sihombing et al. / Journal of Educational Sciences Vol. 10 No. 1 (Jan, 2026) 370-385

Implementation

The learning media was tested in two stages. The first stage was a small-scale trial
involving 36 eleventh-grade students at SMA Negeri 81 East Jakarta. The results
showed a score of 99.2% with an excellent qualification, indicating that the learning
media was easy to use, interactive, and well received by the students. The second
stage was a large-scale trial involving 130 eleventh-grade students. The results of
the large-scale trial showed a score of 85.5% with a good qualification,
demonstrating that the learning media was able to create an enjoyable, clear, and
easy-to-understand learning environment, thereby increasing students’ motivation
in participating in poetry writing lessons.

The implementation of gamified learning media also had a positive impact on
students’ reading interest. The platform integrates a points system, achievement
badges, and tiered writing challenges, motivating students to be more active in
writing and reading poetry. In addition, the use of gamification enhances students’
critical thinking skills in interpreting the meaning of poems and boosts their
confidence in expressing ideas and feelings through writing. The role of the teacher
is crucial in supporting the implementation of gamified learning media. Teachers
act as facilitators and mentors, guiding students in using the platform, providing
constructive feedback, and bridging achievements in gamification with tangible
improvements in writing skills. Teacher training covers technical aspects of
platform use, pedagogical strategies for technology integration, and analysis of
digital learning data for appropriate interventions.

Nevertheless, the implementation of gamified learning media faces several
challenges, including limited internet access, resistance to new technology, and
curriculum adaptation. Strategies to overcome these challenges include intensive
teacher training, providing devices for students, developing content that can be used
offline, and hybrid learning that combines digital and conventional methods.
Overall, the development of gamified poetry writing learning materials has shown
high effectiveness in improving students’ writing skills, creativity, and reading
interest. This media is suitable for use in the learning process because it is
interactive and supports the achievement of learning objectives optimally.

Evaluation

The evaluation stage was conducted by measuring the effectiveness of the teaching
materials through pre-tests and post-tests. The collected data were analyzed to
determine the improvement in students’ poetry writing and creative thinking skills.
This evaluation also included feedback from both students and teachers to support
further refinement of the materials. Based on the needs analysis of the students, it
was found that most of them required more engaging and interactive learning
materials. A total of 80.9% of students stated that they needed materials with a
visually appealing design, while 77.1% indicated that they did not experience
difficulty accessing gamification-based materials. Therefore, the developed
teaching materials adopted a more attractive design and utilized gamification
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elements to increase student engagement in the learning process. In addition, the
teacher needs analysis revealed that teachers at SMA Negeri 81 East Jakarta
required more interactive teaching materials that could enhance students’
motivation to write poetry. Although the use of gamification media can boost
student engagement, several challenges may arise, such as limited internet access
and the need for group-based learning. However, studies by Sari (2023) and Putra
(2023) indicated that the use of technology-based learning materials and flexible
instructional approaches can significantly improve students’ motivation and writing
skills.

Based on the results of the research and development process, the poetry writing
teaching materials using gamification media at SMA Negeri 81 East Jakarta are
expected to address students’ difficulties, such as word choice and imagery creation
in poetry, and to enhance their interest and ability to write poetry creatively. The
research and development of poetry writing teaching materials with gamification
media demonstrated that the use of gamification-based technology can effectively
improve students’ poetry writing skills and creative thinking at SMA Negeri 81
East Jakarta. The development model applied was the ADDIE model, which
consists of five stages: Analysis, Design, Development, Implementation, and
Evaluation. These stages successfully produced relevant, interactive teaching
materials aligned with both student and teacher needs. Validation results from
material, media, and language experts showed a high level of feasibility, with an
average score of 87.5%. The materials were aligned with the learning objectives,
relevant to student needs, and presented using clear and effective language. The
design and organization aspects of the materials were also rated positively by the
validators, although further refinement remains possible.

Limited and extensive trials showed that this teaching material is effective in
improving students’ poetry writing skills. The use of the Jumanly gamification
medium provided an enjoyable and engaging learning experience, encouraging
students to participate more actively in the learning process. In addition,
gamification successfully increased students’ reading interest, with reading
frequency rising by 45% and the number of poems read increasing by 60%. The
teacher’s role in supporting the implementation of gamification-based teaching
materials is crucial. Teachers act as facilitators who guide students in using the
digital platform, provide constructive feedback, and ensure that the gamification
elements are applied effectively to achieve learning objectives. A comprehensive
training program for teachers is also a key factor in the successful use of gamified
media. Nevertheless, there are challenges in implementation, such as limited
internet access and resistance to new technologies. Proposed solutions include
providing adequate devices, improving technological infrastructure in schools, and
developing gamification content that can function offline. Overall, the development
of poetry writing teaching materials through gamification media has a positive
impact on students’ writing skills and creativity. It can also be more broadly adapted
in various educational contexts to enhance literacy and students’ overall reading
interest.
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This study successfully developed and tested a gamification-based learning medium
to improve students’ poetry writing skills at SMA Negeri 81 East Jakarta. By using
the Jumenly gamification application, the poetry writing learning process became
more interactive, enjoyable, and effective, while also stimulating students’
creativity and critical thinking skills. The medium was designed to be easily
accessible through smartphones or laptops, ensuring better accessibility both at
school and at home. The development process of this medium followed the stages
of the ADDIE model, which include analysis, design, development,
implementation, and evaluation. The results from each stage showed that this
gamification-based learning medium is highly relevant to students’ needs, effective
in improving poetry writing skills, and provides a fun and challenging learning
experience. Evaluation results from material, media, and language experts indicated
that the product has met the eligibility standards and is suitable for use with an
excellent qualification.

The trials conducted in two stages, namely small group and large group tests,
showed that this medium is highly practical and effective. The results indicated an
improvement in students’ poetry writing skills as well as their creative thinking.
Students felt more interested and motivated to learn poetry writing thanks to the
integrated gamification elements within the learning material, such as level-based
challenges, a reward system, and an automatic feedback feature. However, despite
the positive results, several challenges need to be addressed, such as limited internet
access in some areas and difficulties in adapting to the use of digital applications.
Nevertheless, overall, the use of this gamification medium can serve as an
innovative solution in Indonesian language learning at the high school level and has
the potential to be implemented in other schools with certain adjustments.

Supporting factors such as the availability of devices and internet access are key to
the successful implementation of this learning medium. Research limitations, such
as being conducted only at one school and not yet measuring long term impacts,
should be considered for future studies to generalize these findings more broadly.
Overall, the development of this gamification based learning medium has
successfully created a fun, interactive, and effective learning experience while
enhancing students’ poetry writing skills and creativity. This study makes a
significant contribution to the development of more innovative teaching methods
that align with current technological advancements.

4. Conclusion

Based on the results of the research and development of poetry writing teaching
materials using the Jumenly gamification platform at SMA Negeri 81 East Jakarta,
it can be concluded that the use of gamification media has proven effective in
improving students’ poetry writing skills and creative thinking. This study revealed
that conventional poetry writing instruction faces significant challenges, such as
difficulties in selecting appropriate diction and creating strong imagery. Although
students show high interest in learning poetry, they need more interactive and
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innovative teaching materials. Teachers also expressed that conventional teaching
materials are limited, making the learning process monotonous and less effective.
The ADDIE model used in the development of these teaching materials proved to
be effective from the analysis stage to the evaluation stage. In the design phase, the
Jumenly gamification media was integrated with poetry learning materials, leading
to an improvement in students’ writing skills and creative thinking. Validation by
material, media, and language experts showed that the teaching materials are highly
valid and aligned with learning objectives, with significant improvements in design,
material organization, and the use of easily understandable language.

The implementation of this gamification-based learning medium demonstrated a
significant positive impact on students’ learning interest and motivation. The
enhancement of poetry writing skills and creative thinking was evident through
progress in selecting appropriate diction, creating strong imagery, and developing
a deeper understanding of the structure and elements of poetry. In addition, positive
responses from students and teachers indicated that this medium not only increased
student engagement but was also effective in supporting a more enjoyable and
innovative learning process. The main advantages of using the Jumenly platform
are its high level of interactivity, reward system that enhances motivation, and
flexible access that allows students to learn independently outside classroom hours.
Continuous feedback provided through the platform also enables students to
improve their skills in real time, supporting their growth throughout the learning
process. Overall, this study shows that the use of the Jumenly-based gamification
medium is highly effective in enhancing students’ poetry writing skills, stimulating
creativity, and creating a more engaging and meaningful learning experience. This
medium can serve as an innovative solution to improve the quality of Indonesian
language learning at the high school level by providing an interactive learning
experience that aligns with current technological developments.
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