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This study aims to create a product in Indonesian language teaching materials by 
containing crossword puzzles of Jember’s local wisdom that are valid, interesting, 
and effective when used by students during the learning process. The stages of the 
product development process adopt the 6-stage Design-Based Research (DBR) 
approach by Peffer et al. in Gems et al. (2016). The results of product validation 
and testing obtained the following data (a) the results of validation by validators 
and educators reached a percentage value of 86.6 with very feasible criteria, (b) the 
results of large-scale trials on products, the value of completeness of student 
learning outcomes reached a percentage of 92% with 93% of the total 
respondents giving a positive response to the teaching materials, and (c) the 
teaching materials developed were very valid, effective and interesting to use in the 
learning process based on the results of validation, student learning outcomes, and 
student responses toward the teaching materials. 
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INTRODUCTION 

The education system in Indonesia has undergone several changes over time. The Indonesian 
school system is currently using the 2013 curriculum. As a reference for assessment, the 2013 
curriculum incorporates three educational domains (Wijaya & Sholeh, 2021). The 2013 curriculum 
promotes learning through a scientific method focused on the environment, allowing students to 
participate actively in the learning process. Changes in the educational system influence not only the 
curriculum's applicability but also the role of each topic, particularly the Indonesian language course 
(Aji & Budiyono, 2018). According to Musaddat, Indonesian language instruction in the 2013 
curriculum is text-based language learning (Musaddat et al., 2020). Indonesian plays an essential part in 
the curriculum as an introduction to other learning resources. In the text-based learning method of the 
Indonesian language for pupils, a scientific approach is employed that comprises watching, asking, 
attempting, reasoning, analyzing, and conveying the results. This is because, under the 2013 
curriculum, learning takes place not just between teachers and students (as in the traditional model), 
but also in the surrounding environment, which may be exploited as a source of instructional materials 
(Setiawan, 2020). The facts obtained by researchers in the field at SDN Kepatihan 03 Jember, stated 
that the renewal of teaching materials based on the environment around students was very important. 
This is also reinforced by the conclusions of interviews with students and educators as follows (1) the 
lack of teaching materials that carry the theme of the surrounding environment, especially Jember local 
wisdom in learning, (2) many students are not familiar with various kinds of local wisdom in the 
surrounding environment (3 According to one educator, students prefer to read teaching materials 
combined with games so that the learning process is more fun and not boring. Teaching materials are 
one of the important factors in the learning process because of their important role as a learning 
resource.  
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Lawrence et al. states that teaching materials are a set of subject matter that refers to the 
curriculum used in order to achieve predetermined competency standards and basic competencies 
(Lawrence & Tar, 2018). Teaching materials can also stimulate students to study harder. For this 
reason, the development of teaching materials by carrying Jember's local wisdom material is considered 
to be able to assist teachers in conveying material about the environment and help students be more 
enthusiastic in learning and preserving important values in the local wisdom around them. The notion 
of learning in the 2013 curriculum, which makes the surrounding environment a source of learning, 
cannot be separated from the selection of local wisdom in teaching materials. According to Jumriani, 
local wisdom is cultural ideals concerning notions that dwell in most people's brains about things that 
they must consider valuable/valuable in life and serve as the highest rules (Jumriani et al., 2021). The 
development of local wisdom materials in teaching materials is also expected to help students, the 
nation's next-generation, to always preserve and love the local wisdom around them. During learning, 
students tend to feel bored. Therefore, the local wisdom material will be packaged with a combination 
of crossword puzzle brain teasers and fun reading texts. This is also in line with previous research on 
the effectiveness of using crossword puzzles in the learning process studied by Yudiati et al. (Yudiati & 
Rizqi, 2021), Ritonga et al. (Ritonga et al., 2021), and Zamani et al. (Zamani et al., 2021). The 
crossword game was chosen as an alternative to renewing teaching materials because it was felt that it 
could help students practice solving problems with a scientific approach (Fachrozi et al., 2021). The 
crossword game was also chosen because, according to Setiawan and Zuhdi (2019), it can motivate 
students' enthusiasm in learning and help students expand their knowledge through the vocabulary 
learned during playing (Anwar, 2018). So that later learning Indonesian by combining crossword 
puzzle games is more meaningful and very effective in its application in helping the learning process. 
What has to be known, based on the preceding explanation, is how the process and outcomes of the 
product generated in the form of Indonesian language teaching materials based on Jember's local 
knowledge crossword puzzles for elementary school (SD) top level students. 

RESEARCH METHODS 

The study is a type of development research that uses a Design-Based Research (DBR) approach 
(Fahd et al., 2021). The end result is a product of Indonesian language teaching materials based on 
Jember local wisdom crossword puzzles for SD top level students. Development research, according to 
Ulandari, is a research process that produces, validates, and tests the effectiveness of an educational 
product in the form of models, approaches, modules, teaching materials, or learning media that can be 
used to support the effectiveness of learning processes and products while also increasing the power of 
learning (Ulandari et al., 2019). There are six research phases in the DBR approach, namely; (1) 
identifying problems; (2) formulating product development; (3) product design and development; (4) 
product testing; (5) evaluating product trial results; (6) communicating the results. The first phase of 
identifying the problem consisted of two activities carried out (a) field observations at SDN Kepatihan 
03 Jember and (b) interviews with educators and ten top level students. The second phase is to 
formulate a development product containing details of the analysis of the problems found during the 
first phase, which will then be used as a determinant of Basic Competence (KD), developed local 
wisdom, and evaluation of student learning outcomes. Basic Competencies that are the basis for 
developing teaching materials are Indonesian Language Basic 3.7 to explore new knowledge contained 
in texts and 4.7 KD to convey new knowledge from non-fiction texts into writing in their own 
language. There are five kinds of Jember local wisdom that were chosen as the source material, namely 
(1) Tanjung Papuma Tourism Area (2) tobacco natural resources (3) Duplang site (4) Lahbako dance 
and (5) Puger sea picking with the evaluation of student learning outcomes in teaching materials in the 
form of crossword puzzles. The third phase of product design and development consists of three 
activities that must be carried out (a) preparation of teaching materials (b) product validation to 
experts and (c) product trials on a small scale. The validation results are then analyzed to see the level 
of product validity before being used in large-scale trials. In the fourth phase of product testing, in this 
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case, the researcher tested the product on two elementary schools, namely SDN Kepatihan 01 Jember 
and SDN Gebang 04 Jember, with class IV B SDN Kepatihan 01 Jember as the control class and class 
IV A and IV B SDN Gebang 04 Jember as the control class, or experimental class. The fifth phase 
evaluates the results of product trials by analyzing student learning outcomes data and questionnaires 
on student responses to teaching material products obtained in the fourth phase. The final phase of this 
approach is to communicate the results of the developed product and explain the validity and 
effectiveness of the product.  

RESULTS AND DISCUSSION 

The product of Indonesian language teaching materials based on Jember's local wisdom crossword 
puzzles for high school elementary school students was developed according to the design. The display 
of products that have been developed can be seen in Figure 1. 

Figure 1. Display of Teaching Materials 

Furthermore, the product was validated by five experts with the aim of knowing the level of 
product development validity. The average results of product validation I and II can be seen in Table 1. 

Table 1. Average Product Validation Results 

No 
Jumlah Skor 

Rerata 
Validator 1 Validator 2 Validator 3 Validator 4 Validator 5 

1. 81 71 84 82 72 78 

 

Based on the results of product validation in Table 1, researchers conducted an analysis based on 
the Valpro formula, and it was found that the product had a validity of 86.6 with very feasible criteria. 
In addition to quantitative data, qualitative data is also obtained in the form of suggestions, criticisms, 
and inputs as the basis for product improvement in revision. The following are suggestions, criticisms, 
and inputs submitted by the validator (1) improving writing procedures during product preparation (2) 
improving the mapping of basic competencies, indicators, and learning objectives in the product (3) 
increasing colour combinations (4) increasing the size of the product and the picture in it (5) uses the 
correct Indonesian language and is in accordance with the education level of the research subject. The 
criticism and suggestions are given then become a reference in product improvement so that the 
product can be tested. The trials were carried out in two stages, namely, small group trials and large 
group trials. Small group trials were conducted after the product was declared valid. The product was 
tested on ten fifth grade students at SDN Jember Lor 04 with the Minimum Completeness Criteria 
(KKM) of 75. Based on the test results, it was found that the percentage of completeness of student 
learning outcomes was 86%, with 97% of students in the small group trial giving a positive response to 
the development product. Large group trials are carried out after the product is declared valid and has 
been tested in small groups. The large group trial was conducted in 3 classes in 2 elementary schools. 
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Thirty-two students of class IV B SDN Kepatihan 01 Jember became the control class, 32 students of 
class IV A and 32 students of class IV B SDN Gebang 04 Jember as the experimental class.  

During the research, the results of student learning evaluations and student response 
questionnaires to the product became a reference for the level of effectiveness of product development. 
In the implementation of the trial, the experimental class students carried out learning using the 
developed product, while the students in the control class carried out learning without the development 
product. After learning is complete, students in the control class and experimental class are directed to 
fill in 25 objective questions as an evaluation of learning outcomes. Furthermore, students are also 
directed to fill out a student response questionnaire to the product development. The criteria for the 
effectiveness of teaching materials based on the percentage of completeness of student learning 
outcomes and student responses to the product can be seen in Table 2.  

Table 2. Student Learning Outcomes 

No Kelas Eksperimen Jumlah Siswa Ketuntasan 

1. IV A SDN Gebang 04 Jember 32 30 
2. IV B SDN Gebang 04 Jember 32 29 

Completeness Percentage 92% 

Table 3 shows the percentage of completeness of student learning outcomes on the product 
effectiveness level of 92% with very effective criteria. The student responses obtained also stated that 
the product developed was very interesting and had an effect on the effectiveness of the product, with a 
percentage of positive student responses of 93%. 

Table 3. Student Response Results 

No. Hasil Belajar Siswa Jumlah 
Kriteria Respon 

Jumlah Siswa Persentase 

1. IV B SDN Kepatihan 01 Jember 32 92 % Positif 
2. IV A SDN Gebang 04 Jember 32 93% Positif 
3. IV B SDN Gebang 04 Jember 32 94% Positif 

Percentage 93% Positif 

Based on the data obtained during the development research, it was found that the Indonesian 
language teaching materials based on the Jember local wisdom crossword puzzle for elementary school 
high-grade students met the criteria for being very suitable for students to use in the learning process. 
This is based on the product assessment obtained based on the results of validation by five validators 
and 86.6 teaching staff, with a note that the teaching material product needs to be improved according 
to the suggestions, comments, and input of the validator so that the product developed is better and 
attractive to students. The effectiveness of teaching materials and students' interest in teaching materials 
were assessed based on the results of the evaluation tests of student learning outcomes and student 
response questionnaires. These data were obtained in large-scale trials. Indonesian language teaching 
materials based on Jember's local wisdom crossword puzzles for elementary school high-grade students 
get very effective criteria in large-scale trials with a percentage value of student learning outcomes 
completeness of 92% in the experimental class. Teaching material products are also considered very 
attractive to students based on students' positive responses to the product. As many as 93% of students 
in the experimental class and control class think that the teaching materials developed are very 
interesting and motivate students to learn and preserve local wisdom, especially the local wisdom of 
Jember. 

CONCLUSION 

Indonesian language teaching materials are based on Jember's local wisdom crossword puzzles for 
top-level elementary school (SD) top-level students. The first phase starts from observing directly in 
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the environment to product design. The validator then assesses the product, and then the product is 
tested. According to the results in the discussion above, the development product was declared to meet 
the valid criteria, very effective and interesting for students to use in the learning process. 
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