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Abstract—The current fact shows that entrepreneurship education is only a 
textbook without providing experimental learning to students. The current solu-
tions have not been able to accommodate the needs of students, especially in 
the era of disruptive education which is developing massively. This study aims 
to develop gamification-based educational learning media that will be imple-
mented in high school students to develop students’ entrepreneurial spirit. This 
type of research is development research using the ADDIE (Analysis, Design, 
Development, Implementation, Evaluation) method by using a questionnaire to 
collect research data. After being implemented, gamification-based educational 
learning media succeeded in increasing student interest in entrepreneurship edu-
cation as a provision for the growth of the entrepreneurial spirit in students. This 
learning media has also succeeded in increasing the activeness of teachers and 
students in the learning process that provides experimental learning to students. 
The collaboration between the gamification model and educational learning 
media is by the competency needs of students in the current era of disruptive 
education. Follow-up research is deemed necessary that focuses on digitizing 
gamification-based educational media that was developed without eliminating 
the activeness of teachers and students in learning.

Keywords—disruptive education, edukit, entrepreneurship learning, 
experimental learning, gamification

1 Introduction

Entering the industrial revolution 4.0 phase, the use of technology is increasingly 
massive, including in the world of education. There is a shift in competencies that must 
be possessed by students in this era. Students who will later compete with artificial 
intelligence must certainly improve their qualifications [1]. This condition occurs in 
all fields of education, especially high school education which is the last level among 
schools. One of the subjects at the high school level is Entrepreneurship Education, 
where this subject is important to create new young entrepreneurs later. The economic 
development of a country can be helped by the many entrepreneurs that are created. 
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The number of entrepreneurs is expected not only as job seekers but also as job creators 
[2]. The emergence of young entrepreneurs is certainly based on the development of 
an entrepreneurial spirit from an early age. The formation of this entrepreneurial spirit 
must also be in line with current conditions. In this phase of the industrial revolution, 
there are five competencies, namely educational competence, competence for tech-
nology commercialization, the competence of globalization, competence in the future 
strategy, and counselor competence [3]. For this reason, the success of entrepreneurship 
education in high school is a provision to become an entrepreneur in the current era.

However, it is unfortunate that entrepreneurship education in high school is currently 
still in the form of a textbook. The provision of materials and assignments by teachers is 
no longer relevant to the current situation and developments in the business world [4]. 
This makes students less interested in learning entrepreneurship more deeply. Students’ 
disinterest in entrepreneurship education is what makes it difficult to grow an entrepre-
neurial spirit in students. Several studies try to overcome this problem, such as research 
from [5]–[9] which developed simulator-based entrepreneurship education. start-up 
business by changing a more acceptable business idea. However, in practice, students 
study too much independently without any assistance from the teacher, this makes stu-
dents often misconceptually that they do not understand the material in entrepreneur-
ship education. This is of course inversely proportional to the reality in today’s business 
world, where even professional businessmen still need a mentor to accompany them.

Departing from these conditions, [10] tries to improve it by developing a module 
using a product-based learning approach for entrepreneurship learning. In this study, 
an increase in teacher activity in learning has been carried out, but the module has not 
been implemented perfectly. The learning media developed are less attractive and irrel-
evant to the current conditions of the entrepreneurship field. This makes students bored 
because it only contains entrepreneurship material and is not interactive with students. 
Therefore, the use of appropriate learning media is considered very useful for teachers 
in assisting the delivery of material in the teaching and learning process [11].

In line with the results of the researchers above, other researchers [12] revealed that 
one of the best methods of implementing entrepreneurship education is through expe-
rience (learning by doing). This provides real experience to students about the material 
and problems taught by the teacher. Based on the results of the research above, the ques-
tion arises of how interactive learning media and learning models can provide mean-
ingful learning experiences so that entrepreneurial values   can be instilled and formed 
by aspiring young entrepreneurs who are great and with integrity. The media needed 
is educational media which can be a vehicle for simulating starting and running a real 
business and can be done within the right time limit. Thus, at the end of the learning 
process conclusions can be drawn and the values   contained in the material provided. 
The involvement of the companion who acts as a business mentor can also be felt by 
students, so that understanding of entrepreneurship material can be achieved optimally.

This article discusses strategies for increasing the entrepreneurial spirit through 
the development of gamification-based entrepreneurship education media. In the sec-
ond part of this article, we discuss the educational media development method using 
the ADDIE (Analysis, Design, Development, Implementation, evaluation) method. 
The next section discusses the results of the development of learning media that have 
been tested for validity with experts and implemented at the high school level in the 
Malang area.
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2 Methods

2.1 Research design

This research is a type of development research that uses the ADDIE (Analysis, 
Design, Development, Implementation, evaluation) method. This method was chosen 
because it is following the objectives of the research to develop and test the effective-
ness of the developed learning media. The stages in the ADDIE method used to refer 
to [13] are as follows;

Analysis

Design

DevelopmentImplementation

Evaluation

Fig. 1. Research design

Regarding to the Figure 1 above, it can be seen that the first stage is Analysis where 
the researcher determines the problem to be solved in the research. The problem found 
is the ineffectiveness of entrepreneurship education in fostering the entrepreneurial 
spirit of students. This is because there are no relevant learning media to accommo-
date students’ needs following current conditions. The second stage is Design which 
produces the design of the educational media that will be developed. In this stage, an 
educational media design is created in the form of an economic monopoly consisting of 
several components including opportunity cards, spending cards, play money, financial 
forms, buying and selling forms, and business-type banners. The results of this design 
will be realized in the next stage.

The next stage is Development where in this stage all the designs that have been pre-
pared previously are realized in the form of real products to be ready for implementa-
tion. In this development stage, media validity tests were also carried out with material 
experts and media experts aimed at preparing the developed media to be feasible to be 
implemented in the field. After experiencing the revision of the expert validation, the 
implementation stages were carried out which were applied to high school students in 
the Malang area. In this implementation stage, the researcher becomes a facilitator who 
helps students to play economic monopoly in a business simulation. The researcher as 
a facilitator provides instructions at the beginning about the rules and how to play the 
developed educational media. The last stage is the evaluation obtained from the results 
of filling out the questionnaire given to students. This evaluation stage aims to deter-
mine student acceptance of the developed media and the success of this media to foster 
the entrepreneurial spirit of students.
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2.2 Samples and data collection techniques

In this study, a sample of high school students in the Malang area was used to be the 
subject of the implementation of the developed media. The high schools are Al-Rifaie 
Modern High School and Cendika Bangsa High School, each of which consists of 
20 students. Data collection techniques were carried out using questionnaires distrib-
uted to media and material experts and students as research respondents. There are two 
different questionnaires, where the first questionnaire aims to determine the validity of 
the learning media validated by material and media experts. While the second question-
naire aims to determine the acceptance of media for students and the level of success in 
growing students’ entrepreneurial spirit.

3 Result and discussion

This section describes the findings and discussion of the research conducted follow-
ing the objectives of the previous research. This section describes the description of the 
learning media developed and the results of the validation to the implementation of the 
learning media as well as the researcher’s study of the findings.

3.1 Description of gamification-based educational learning media

The educational learning media developed is an economic monopoly that consists 
of several components including 1) business banners, 2) opportunity cards, 3) spend-
ing cards, 4) play money, 5) financial forms, 6) buying and selling forms. The money 
replica and business banner as a important components of this learning media can be 
seen in the Figure 2. These components are assembled into a monopoly unit which 
is carried out using the gamification method. This gamification method is applied to 
provide contextual learning and experimental learning to high school students in entre-
preneurship education. With these two learning experiences, it is hoped that later high 
school students will grow an entrepreneurial spirit and want to explore entrepreneur-
ship education at the next level. In this edukit learning media, students are the main 
actors and entrepreneurship teachers who will later act as facilitators during the learn-
ing process. These facilitators replace mentors in the real business world.
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Fig. 2. (a) Money replica, (b) Business banner

In line with the large contribution of Micro, Small, and Medium Enterprises 
(MSMEs) in Indonesia, entrepreneurship learning needs to be carried out effectively 
and efficiently to foster the entrepreneurial spirit of students who will later become 
young entrepreneurs in the industrial world. Entrepreneurship learning is not only 
about being a seller or marketing but also includes being a creator and innovator [8]. 
This paradigm is often wrong among people until now. Many people experience misun-
derstandings about the meaning of entrepreneurship learning itself. This has resulted in 
the wrong implementation of entrepreneurship learning that has been carried out so far. 
Entrepreneurship learning in schools often focuses on how to sell or market products 
without a strategy to determine potential product choices in the market. This need is 
accommodated in this gamification-based educational media. In the business simula-
tion process using an economic monopoly, students are not only taught to sell goods but 
are also taught to set up business establishment strategies to manage business money. 
Creativity and innovation possessed by high school students can collaborate with an 
entrepreneurial spirit which will later produce innovative products and increase the 
income of the surrounding community [6], [14]–[17]. The success of entrepreneurship 
learning is expected by various groups, especially practitioners of entrepreneurship 
education.

Implementation of entrepreneurship education can be done flexibly. This is in line 
with the industrial revolution 4.0 that has occurred in Indonesia where technology has 
become the basis of everyday human life [18]. In line with this development, of course, 
entrepreneurship education needs to be carried out more effectively and efficiently. The 
use of technology and conformity to student characteristics is important for teachers to 
do in this learning. There are various kinds of media that teachers can use in the learning 
process [19]. This allows teachers to use a variety of existing learning media to support 
the learning carried out. If we look further, the implementation of this learning media 
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must also be supported by the right method. One model that provides direct learning 
experiences to students is the gamification model [20]. The collaboration between the 
gamification method and the edukit learning media is an appropriate learning unit in 
fostering the entrepreneurial spirit of students.

The advantages of this edukit learning media are (1) user-friendliness, which makes 
it easier for students to simulate the process of running a real business and is assisted 
by a facilitator as a business mentor; (2) responsive, which can easily adapt to the 
real conditions that exist in the real business world. This situation is accommodated 
from the existence of opportunity cards, and spending cards that are following current 
conditions; (3) accountable, who can find out the results of the evaluation that has 
been carried out after completing the learning. In addition, users will also easily find 
out the feedback given by each other user through the applied gamification method. 
(4) transparent, which allows every businessman (student group) to know the progress 
of other businesses to increase their business capacity or establish cooperation with 
each other; (5) trusted, namely providing a trusted phenomenon that exists in today’s 
business world. This media has also been validated by material and media experts to 
test its validity. The existence of these advantages will later be developed as educa-
tional media that is expected to provide real learning experiences and successfully fos-
ter an entrepreneurial spirit in students. This is following what is stated by [21], [22] 
that learning media are everything that is conditioned to increase knowledge, change 
attitudes, or increase the skills of anyone who uses it.

The collaboration between the gamification model and educational learning media 
in entrepreneurship education cannot be separated from the learning objectives which 
are also in line with the current industrial revolution 4.0. In the era of the Industrial 
Revolution 4.0, not only teachers must improve their teaching competencies, but also 
shift student competencies to 4C, namely: (1) Communication, (2) Critical Thinking 
and Problem Solving, (3) Collaboration, (4) Creativity and imagination. These com-
petencies are needed by students in the 21st century which have also witnessed the 
industrial revolution 4.0 [23]–[26]. This competency is very relevant to the needs in 
the entrepreneurial world where the teacher becomes a facilitator during media-based 
learning [27]. This is following the values   in entrepreneurship including creativity and 
innovation [28]–[30]. The achievement of 4C competencies in entrepreneurship educa-
tion at the high school level is the beginning of the birth of young entrepreneurs with 
the various innovative products they create.

3.2 Implementation result of edukit learning media

The developed media has been implemented in two high schools in Malang, namely 
Al-Rifaie Modern High School and Cendika Bangsa High School with 20 students 
each. Before and after the process of implementing the media, students were given a 
questionnaire aimed at knowing the results of the implementation of this media. Two 
indicators are measured in this implementation, namely student interest in entrepre-
neurship education and the level of activeness of teachers and students in learning. 
The following are the results of the implementation of learning media in indicators 
of student interest in entrepreneurship education. This increase in student interest in 
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entrepreneurship education can be seen from the results of filling out the questionnaire 
where at the time of the pre-trial, only 65.40% were interested in entrepreneurship edu-
cation. After the application of this media, student interest increased to 89.90%. The 
results of the increase are shown in the table below:

Table 1. Increment of student interest in entrepreneurship education

Action Percentage Increment

Pre-Implementation
Media Implementation

65.40%
89.90% 24.50%

Source: Processed by researchers, 2021.

Regarding to Table 1 show that the application of gamification-based educational 
media has been able to increase student interest in entrepreneurship education which 
is quite significant, namely by 24.50%. With a very good category. The percentage 
increase in student interest can be seen in the following graph;

0.00%

20.00%

40.00%

60.00%

80.00%

100.00%

Pre-Implementation Media Implementation

Fig. 3. Increment of student interest
Source: Processed by researchers, 2021.

The implementation of gamification-based educational learning media carried out 
in the era of the industrial revolution 4.0 is not only focused on achieving student 
competence in the current era but also refers to their competence in their role in the 
community. In addition to the 4C competencies that must be possessed, students must 
also have Social Skills which are one of the main demands in this 4.0 industrial revo-
lution [31]–[33]. Several competencies must be possessed in Social Skills, including 
coordinating with others and service orientation.

Based on these competencies, social skills are one of the cross-functional skills that 
must be possessed in the 4.0 industrial revolution that is happening today. If it is associ-
ated with entrepreneurship, there is a branch of entrepreneurship that also leads to this 
competence, namely social entrepreneurship. Social Entrepreneurship is entrepreneur-
ship that carries out business activities not only based on profit but also considering 
the social impacts it causes [34]. When viewed further, this also makes a significant 
contribution to supporting the welfare of the community, especially in the periphery 
[35]–[37]. The achievement of social skills in entrepreneurship learning absolutely 
must be fulfilled by every student. In addition to providing benefits for the students 
themselves, this learning will also provide considerable benefits for the surrounding 
community. The collaboration of social entrepreneurship models carried out in learning 
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will form young entrepreneurs who are not only based on business profits, but also on 
the benefits of the business being run. This is the reason the collaboration of gamifica-
tion models and educational media is important to be implemented since high school 
education level.

The results of increasing student interest are also inseparable from the activities of 
teachers and students. Before the implementation of this gamification-based educa-
tional media, teacher activity was not too high, namely 64.17%, while student learning 
activity was relatively low, namely 49.93%. The activities of teachers and students also 
increased after being explained by the researcher and carrying out learning following 
the previously planned Learning Device Design (RPP). student and teacher learning 
activities starting at the pre-test and media trials are presented in the table as follows 
the table.

Table 2. Increment of teacher and student activities

Action Teacher Activiry Student Activity

Pre-Implementation
Media Implementation

64.17%
89.28%

49.93%
92.23%

Source: Processed by researchers, 2021.

Regarding to Table 2 show that the application of gamification-based educational 
learning media can increase teacher activities and also student learning activities during 
the entrepreneurial learning process. Teacher activity increased by 25.11% from pre-
trial to media trial with the criteria of “very good”. As for the increase in student activity 
by 42.30% from pre-trial to media trials with the criteria of “very good”. The increase 
in teacher and student activity is presented in the following graph:

0.00%

20.00%

40.00%

60.00%

80.00%

100.00%

Pre Implementation Media Implementation

Teacher Activity Student Activity

Fig. 4. Increment of teacher and student activities
Source: Processed by researchers, 2021.

Various kinds of learning models can be applied in entrepreneurship education. One 
suitable learning model is the gamification model [4], [20]. The application of this 
learning model will provide a contextual experience for students to carry out busi-
ness simulation activities directly. Students will carry out direct activities in conducting 
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business activities, which will also hone students’ critical thinking during entrepreneur-
ship learning. Learning through the gamification model is one of the efforts that can be 
made to prepare quality human resources in the face of the industrial revolution 4.0 [6], 
[20], [38]. The achievement of this competency will also support the success of entre-
preneurship learning which is carried out to foster the entrepreneurial spirit of students.

Game-based learning implemented in entrepreneurship learning was not new in the 
world of education. Many researchers have also discussed the implementation of this 
learning model [6], [20], [39], [40]. In this study, the success of the application of the 
gamification model in entrepreneurial learning has been tested. If viewed further, this 
learning will not only improve students’ critical thinking but will also provide several 
different experiences to students including 1) learning by doing, 2) reflective learning, 
3) situated learning, and 4) learning from crises [40].

Some of these learning experiences become one of the supports that will provide 
a fairly large contribution to the success of entrepreneurship education in fostering 
the entrepreneurial spirit of students which is implemented through the gamification 
model. The important thing that must also be considered in this entrepreneurship edu-
cation is the game scenario used. Teachers can easily arrange game scenarios that will 
be applied during learning but must be following the final goal to be achieved.

Based on the explanation above, it can be concluded that the educational learning 
media implemented with the gamification method succeeded in increasing student 
interest in entrepreneurship education which was the initial provision to grow the entre-
preneurial spirit in students. In addition, this educational media has also succeeded in 
increasing the activities of teachers and students during the entrepreneurship learning 
process which is useful in supporting the success of entrepreneurship learning.

4 Conclusion

Based on the explanation above, it can be concluded that the educational learning 
media that has been developed has succeeded in increasing student interest in entrepre-
neurship education which is the initial provision for the growth of the entrepreneurial 
spirit in students. This media is also successful in increasing the activeness of teachers 
and students during the learning process which provides contextual learning experi-
ences to students. The implementation of edukit learning media is important consider-
ing the large contribution of MSMEs to Indonesia’s economic growth. The existence 
of learning media that can improve the entrepreneurial spirit of students will later form 
innovative and creative young entrepreneurs. The developed learning media collab-
orates with a gamification model that is following the current conditions of the 4.0 
industrial revolution which requires students not only to have 4C competencies but 
also several other competencies that are in line with the 4.0 industrial revolution. Based 
on the results and discussion in this study, it is deemed necessary to conduct follow-up 
research as an optimization of the results obtained in this study. This follow-up research 
is expected to focus on digitizing the educational media that was developed without 
eliminating the elements of activity and participation for teachers and students in the 
learning process.
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