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BAB VI

KESIMPULAN DAN SARAN

6.1 Kesimpulan

Desain aplikasi Mobile pembelajaran bahasa daerah untuk anak-anak
berdasarkan prinsip pedagogi ini dirancang untuk memenuhi tujuan penelitian
menggunakan metode Gamification. Pembelajaran bahasa daerah ini disesuaikan
dengan tingkat kemampuan anak-anak usia 9-10 tahun. Metode Gamification
digunakan sebagai daya tarik agar anak-anak semakin termotivasi untuk belajar.
Kelebihan dari penelitian ini yaitu:

1. Tampilan user friendly
2. Tampilan desain secara visual dan video menarik dan mudah dipahami
3. Gamification dapat memotivasi dalam pembelajaran
Kekurangan dari penelitian ini yaitu:
1. Tool yang digunakan yaitu Adobe XD masih belum bisa menampilkan gambar
bergerak.
2. Interface masih perlu dikembangkan

3. Sasaran pengguna hanya untuk usia 9-10 tahun



60

6.2 Saran

Penelitian desain aplikasi Mobile pembelajaran bahasa daerah untuk
anak-anak menggunakan Gamification ini masih bisa dikembangkan dengan
sangat luas pada penelitian yang akan datang. Saran yang bisa penulis berikan yaitu
penambahan fitur-fitur, interface design, dan model game sehingga bisa membuat
user lebih termotivasi. Penggabungan model Gamification dan beberapa elemen-

elemen juga dapat digunakan sebagai pengembangan berikutnya.



61

DAFTAR PUSTAKA

Bennett, E. L., Nyaoi, A. J., & Sompud, J. (1997). Hornbills Buceros spp. And culture in
northern Borneo: Can they continue to co-exist? Biological Conservation, 82(1), 41—
46. https://doi.org/10.1016/S0006-3207(97)00012-8

Bicen, H., & Kocakoyun, S. (2018). Perceptions of students for Gamification approach:
Kahoot as a case study. International Journal of Emerging Technologies in Learning,
13(2), 72-93. https://doi.org/10.3991/ijet.v13i02.7467

Briz-Ponce, L., Pereira, A., Carvalho, L., Juanes-Méndez, J. A., & Garcia-Penalvo, F. J.
(2017). Learning with mobile technologies — Students’ behavior. Computers in
Human Behavior, 72, 612—620. https://doi.org/10.1016/j.chb.2016.05.027

Carlotto, T., & Jaques, P. A. (2016). The effects of animated pedagogical agents in an
English-as-a-foreign-language learning environment. International Journal of Human
Computer Studies, 95, 15-26. https://doi.org/10.1016/].ijhcs.2016.06.001

Colliver, Y., & Veraksa, N. (2019). The aim of the game: A pedagogical tool to support
young children’s learning through play. Learning, Culture and Social Interaction,
21(April), 296-310. https://doi.org/10.1016/5.1¢s1.2019.03.001

DALAM, K. P. B. D.,, & INDONESIA, P. K. (2019). DALAM, KEBIJAKAN
PELINDUNGAN BAHASA  DAERAH  INDONESIA, @ PERUBAHAN
KEBUDAYAAN. In Kementerian Pendidikan dan Kebudayaan. Retrieved from
http://badanbahasa.kemdikbud.go.id/lamanbahasa/artikel/2542/kebijakan-
pelindungan-bahasa-daerah-dalam-perubahan-kebudayaan-indonesia

Drigas, A., & Karyotaki, M. (2014). Learning Tools and Applications for Cognitive
Improvement. International Journal of Engineering Pedagogy (IJEP), 4(3), 71.
https://doi.org/10.3991/ijep.v4i3.3665

Game, T., Juul, J., Proceedings, C., & Raessens, J. (2010). The Game, the Player, the
World: Looking for a Heart of Gameness. PLURAIS - Revista Multidisciplinar, 1(2),
1-13. https://doi.org/10.29378/plurais.2447-9373.2010.v1.n2.

Howard-Jones, P. A., & Jay, T. (2016). Reward, learning and games. Current Opinion in
Behavioral Sciences, 10, 65—72. https://doi.org/10.1016/j.cobeha.2016.04.015

Huang, R., Yang, W., & Li, H. (2019). On the road to participatory pedagogy: A mixed-
methods study of pedagogical interaction in Chinese kindergartens. Teaching and
Teacher Education, 85, 81-91. https://doi.org/10.1016/j.tate.2019.06.009

Huotari, K., & Hamari, J. (2012). Defining Gamification - A service marketing perspective.



62

Proceedings of the 16th International Academic MindTrek Conference 2012:
“Envisioning  Future Media  Environments”, MindTrek 2012, 17-22.
https://doi.org/10.1145/2393132.2393137

Kadry, S., & Ghazal, B. (2019). Design and Assessment of Using Smartphone Application
in the Classroom to Improve Students’ Learning. International Journal of Engineering
Pedagogy (IJEP), 9(2), 17. https://doi.org/10.3991/ijep.v912.9764

Kidi, N., Kanigoro, B., Salman, A. G., Prasetio, Y. L., Lokaadinugroho, 1., &
Sukmandhani, A. A. (2017). Android Based Indonesian Information Culture
Education Game. Procedia Computer Science, 116, 99-106.
https://doi.org/10.1016/j.procs.2017.10.015

Knijnik, J., Spaaij, R., & Jeanes, R. (2019). Reading and writing the game: Creative and
dialogic pedagogies in sports education. Thinking Skills and Creativity, 32, 42-50.
https://doi.org/10.1016/j.tsc.2019.03.005

Kristianti, N., Purnawati, N., & Suyoto, S. (2018). Virtual Education with Puzzle Games
for Early Childhood — A Study of Indonesia. International Journal of Engineering
Pedagogy (IJEP), 8(2), 14. https://doi.org/10.3991/ijep.v8i2.7943

Luo, Y., & Baillargeon, R. (2007). Do 12.5-month-old infants consider what objects others
can see when interpreting their actions? Cognition, 105(3), 489-512.
https://doi.org/10.1016/j.cognition.2006.10.007

Nacke, L. E., & Deterding, S. (2017). The maturing of Gamification research. Computers
in Human Behavior, 71, 450—454. https://doi.org/10.1016/j.chb.2016.11.062

Nousiainen, T., Kangas, M., Rikala, J., & Vesisenaho, M. (2018). Teacher competencies in
game-based pedagogy. Teaching and Teacher Education, 74, 85-97.
https://doi.org/10.1016/j.tate.2018.04.012

Pritchard, A. (1945). Ways of Learning. In Ways of Learning (Second Edi, Vol. 246).
https://doi.org/10.1016/S0140-6736(45)91319-5

Subsuku, P., & Dayak, K. (2019). Peta Sub Suku dan Bahasa Dayak. Institut Dayakologi,
pp. 1-3.

Syahidi, A. A., Supianto, A. A., & Tolle, H. (2019). Design and implementation of
Bekantan Educational Game (BEG) as a Banjar language learning media.
International Journal of Interactive Mobile Technologies, 13(3), 108-124.
https://doi.org/10.3991/ijim.v13103.9257

Xi, N., & Hamari, J. (2019). Does Gamification satistfy needs? A study on the relationship
between Gamification features and intrinsic need satisfaction. International Journal

of Information Management, 46(November 2018), 210-221.



63

https://doi.org/10.1016/].1jinfomgt.2018.12.002

Yahaya, N. S., & Salam, S. N. A. (2014). Mobile Learning Application for Children:
Belajar Bersama Dino. Procedia - Social and Behavioral Sciences, 155(October),
398—-404. https://doi.org/10.1016/j.sbspro.2014.10.312

Zhang, P., & Sui, X. (2017). Application of digital music technology in music pedagogy.
International Journal of Emerging Technologies in Learning, 12(12), 1-13.
https://doi.org/10.3991/ijet.v12.112.7966

Zichermann, G., & Cunningham, C. (2011). ZICHERMANN, G.; CUNNINGHAM,
C.Gamification by design: Implementing game mecha-nics in web and mobile apps.
[S.l]:  &quot;O’Reilly  Media, Inc.&quot;, 2011. Retrieved from
http://storage.libre.life/Gamification by Design.pdf



