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Abstract

This study aims to improve student learning activity by implementing a game-based
learning model using snakes and ladders media. The background of this study is based on
the low learning activity of students such as being passive during discussions, less
enthusiastic about answering teacher questions, and being reluctant to participate in
learning activities as well as learning activities that have not been able to encourage active
involvement both individually and in groups. This study was conducted in class III of SD
N 066055 Medan using the Classroom Action Research (CAR) method which was
implemented in two cycles. The increase in learning activity can be seen from the results of
the questionnaire in the pre-cycle to cycle II. In the pre-cycle, the number of students in the
Active and Very Active categories was only 6 people (31.6%). In cycle I it increased to 10
people (52.6%), and in cycle II it increased again to 15 people (78.9%). This shows that the
implementation of Game Based Learning through snakes and ladders media has proven to
have a positive effect and helps improve student learning activity.
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INTRODUCTION

Education is a crucial process in shaping students' character, skills, and knowledge. At
the elementary school level, Pancasila Education plays a crucial role in instilling the nation's
noble values, including patriotism, tolerance, and pride in Indonesia's cultural diversity.
One crucial aspect to consider in learning is student engagement. This engagement reflects
students' physical, mental, and emotional involvement in the learning process. (Al-Amien
et al.,, 2021).

Student learning activity is an important indicator of the success of the learning
process in elementary schools. Active students will more easily understand the material,
dare to express their opinions, and demonstrate interest and involvement during the
learning process. However, in reality, many students still show low learning activity, such
as being passive during discussions, less enthusiastic about answering teacher questions,
and reluctant to participate in learning activities. Learning activities are not able to
encourage active involvement either individually or in groups (Purnomo, 2023) . This
certainly impacts low student understanding and learning outcomes. One of the causes of
low student learning activity is the use of learning methods that are not varied enough and
do not involve students directly (Pratama et al., 2021). One-way and monotonous learning
tends to make students quickly bored and uninterested in participating in learning activities
with enthusiasm (Yuniawatika et al., 2023).

To address these issues, it is necessary to implement a learning model that can create
a fun, interactive learning environment and motivate students to be more active. One such
model is Game-Based Learning (GBL), which integrates game elements into the learning
process. GBL provides an engaging and challengig learning experience, enabling students
to learn while playing (Tangkui & Keong, 2021).

The learning media used in GBL also plays a crucial role. One engaging and child-
friendly medium is the snakes and ladders game. This game can be modified by
incorporating questions and learning challenges relevant to the material being studied.
Through the snakes and ladders game, students are encouraged to learn actively,
collaborate, and think critically in a fun atmosphere (Mar'atussolichah et al., 2024).

Based on this background, the researcher is interested in conducting Classroom Action
Research (CAR) with the title "Implementation of Game Based Learning Model through
Snakes and Ladders Media to Increase Student Learning Activity at SD N 066055 Medan".
This study aims to determine whether the application of the GBL model with snakes and
ladders media can increase student learning activity in the classroom

RESEARCH METHODS

The type of research that will be applied in this study is Classroom Action Research
(CAR), which is research conducted by teachers by implementing certain actions to improve
the learning process and outcomes of students (Insani Nurchintyawati, S.Pd., 2022). The
type of CAR used in this study is experimental CAR, which is a type of research conducted
by trying to apply various techniques or strategies effectively and efficiently in the teaching
and learning process (Sukmawati & Hardhinata, 2023). In the context of learning, the
application of more than one strategy or technique is possible to achieve the expected
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instructional objectives (Acquah & Katz, 2020). The model used in this study is the Kemmis
and Mc-Taggart model, which consists of four stages: planning, action, observation, and
reflection. These four stages form a single cycle. simultaneously..

The action model used in this study refers to the Kemmis and McTaggart model , which
consists of four iterative stages, namely:

1. Planning - designing the actions to be taken,

2. Implementation of action (acting) - carrying out the learning process according to
plan,

3. Observation - observing and recording the process and results of actions,
4. Reflection - analyzing the results of actions and planning corrective actions.

These four stages form an interconnected cycle that can be continued to the next cycle if the
desired results are not achieved. This model is flexible and encourages teachers to reflect on
their own actions to improve the quality of learning.

PERENCANAAN

REFLEKSI

Figure 1. Kemmis and Mc-Tagart's PTK Model

The research was conducted in the even semester of the 2024 /2025 academic year at SDN
066055 Medan. The implementation period was from April to May 2025, according to a
schedule agreed upon with the school (Partovi & Razavi, 2019) .
The subjects in this study were grade III students of SDN 066055 Medan in the 2024 /2025
academic year, totaling 19 students consisting of 10 male students and 9 female students.
The object of this research is the application of Snakes and Ladders media to increase
student learning activity.
The research was conducted through two cycles, each consisting of four stages, namely:
Planning, Implementation of Action (Acting) , Observation (Observing) , Reflection
(Reflecting).
The main instrument used in this study was a questionnaire on student learning activity .
The statements in the questionnaire were structured based on aspects of activity, namely:
1. Interest in learning through games
2. Ease of understanding the material

Jurnal PSSA: Pendidikan, Sains Sosial, dan Agama, Volume 10 No 2 339



Implementation Of Game Based Learning Model Using Snakes And Ladders Media To Improve
Student Learning Activeness At Sd N 066055 Medan — Ronauli Anastasya, Putri Maisyarah Ammy,
Hotnida Simarmata

The courage to ask
Love to learn while playing
Ability to remember material
Interaction with friends
Confident in answering questions
Eager to learn
. Collaboration with friends
10. Pleasant impression while studying

Data were collected using a learning activity questionnaire compiled based on activity
indicators according to Yuliani et al. (Gunawan et al., 2022), which describes activity as
various forms of involvement in learning activities, such as asking questions, discussing,
and collaborating

RESULTS AND DISCUSSION

XN W

Description of Research Results

This research was conducted in grade III of SDN 066055 Medan in the even semester
of the 2024/2025 academic year. The number of students in this class was 19 people. The
research was conducted in two cycles with the application of the Game-Based Learning
model using snakes and ladders media in the Pancasila Education subject, the topic "My
Nation's Wealth."

Pre-Cycle Overview

The pre-cycle was held on Saturday, April 14, 2025, with a time allocation of 2 x 35
minutes for the Pancasila Education subject. In this activity, the teacher administered a pre-
test to determine the level of student learning engagement before implementing the snakes
and ladders learning media using the Game-Based Learning model (Aulia & Kurniawan,
2021) .

Based on a descriptive analysis of the scores obtained by students during the pre-cycle,
it was found that student learning engagement was still relatively low. Most students did
not demonstrate active involvement in the learning process and tended to be passive when
the teacher explained the material or posed questions. The results of the analysis of student
learning engagement during the pre-cycle stage are presented in the following table:

Table 1. Results of Pre-Cycle Student Learning Activity

No Activity Category Score Range 233::;: of gzlicentage
1  Very Active 615- 760 2 students 10.5%
2 Active 464- 615 4 students 21.1%
3  Less Active 312 - 463 7 students 36.8%
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4 Not active 0-311 6 students 31.6%
Total number 19 students 100%

Based on the analysis, the majority of students were in the Less Active (36.8%) and
Inactive (31.6%) categories. Only 6 students (31.6%) were in the Active and Very Active
categories . This indicates that before the implementation of the snakes and ladders media,
student learning activity was still relatively low. Therefore, the implementation of more
engaging learning media is needed to increase their active participation in the learning
process (Mulyasari et al., 2021) .

Cycle 1 Overview

1) Planning
In the planning stage, the teacher prepares a teaching module using the Game Based
Learning model using snakes and ladders media . The teacher also prepares:

1. A modified snakes and ladders game board with question boxes according to the
Pancasila Education material "My Nation's Wealth"

2. Question cards containing questions about the lesson material.

3. Student learning activity questionnaire based on predetermined indicators.

4. Teacher and student observation instruments.

2) Implementation of Actions
Cycle I was conducted on Monday, April 21, 2025, with a time allocation of 2 x 35
minutes . The learning steps include:

1. Introduction : The teacher conveys the learning objectives and explains how to play
snakes and ladders.

2. Core activity : Students play snakes and ladders in groups. Each time they stop at a
question box, they answer the question listed. The teacher awards points and records
student activity.

3. Closing : Teachers and students reflect together and conclude the material that has
been studied.

3) Observation
During the learning process, teachers and observers record student involvement based
on learning activity indicators, such as:

1. Interest in learning,

2. Courage to ask and answer,

3. Ability to work together in groups,

4. Excitement and enthusiasm while playing snakes and ladders.

4) Reflection
The results of the observations and questionnaires were analyzed to determine the
extent to which student learning engagement improved after the implementation of the
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snakes and ladders model. If any deficiencies persist, improvements will be made in the
next cycle.

Table 2. Results of Student Learning Activity in Cycle I

No Activity Category Score Range gltl:l?:::s()f ::)Zlicentage

1  Very Active 615- 760 6 Students 31.6%

2 Active 464- 615 7 Students 36.8%

3 Less Active 312 - 463 4 Students 21.1%

4 Not active 0-311 2 Students 10.5%
Total number 19 Students 100%

During Cycle I, there was an increase in student engagement compared to the pre-
cycle. The number of students in the Active and Very Active categories increased to 13
(68.4%), compared to only 6 (31.6%) in the pre-cycle. This indicates that the use of the snakes
and ladders model has begun to have a positive impact on student engagement (Ardilla et
al., 2021) . However, there are still 6 students (31.6%) who fall into the Less Active and
Inactive categories, so improvements need to be made in Cycle II to achieve the established
success indicators, namely a minimum of 75% of students are in the Active and Very Active
categories.

Overview of Cycle II
1) Planning

Based on the results of the reflection in Cycle I, the teacher made improvements to

increase the effectiveness of learning. Planning for Cycle II includes:
1. Improve the design of the snakes and ladders media , such as adding more
interesting variations of questions and challenges.
2. Increase guidance to students on how to play and teamwork.
3. Developing revised teaching modules by strengthening more interactive Game
Based Learning strategies.
4. Prepare learning activity questionnaires and follow-up observation sheets.
2) Implementation of Actions

Cycle II was conducted on Monday, May 5, 2025 with a time allocation of 2 x 35

minutes . The learning activity steps were carried out as follows:
1. Introduction : The teacher greets students, conveys the learning objectives, and
reminds them how to play snakes and ladders.
2. Core activity : Students play in groups using a refined snakes and ladders game . The
teacher provides additional challenges in the form of time to answer questions.
3. Closing : The teacher and students reflect on the learning and conclude the material.
3) Observation

Observations were conducted throughout the activity to record student activity.
Indicators observed included:

1. Student participation in answering questions,
2. Initiative to ask and discuss,

Jurnal PSSA: Pendidikan, Sains Sosial, dan Agama, Volume 10 No 2 342



Implementation Of Game Based Learning Model Using Snakes And Ladders Media To Improve
Student Learning Activeness At Sd N 066055 Medan — Ronauli Anastasya, Putri Maisyarah Ammy,
Hotnida Simarmata

3. The spirit of playing and learning,
4. Cooperation and communication with teammates.
4) Reflection
Based on the results of observations and analysis of questionnaire data, it was found
that student learning activity increased significantly compared to Cycle 1. Most students
showed high enthusiasm and involvement during the learning process.

Table 3. Results of Student Learning Activity in Cycle II

No Activity Category Score Range é\l tzglel:;g of (I;/i; centage
1 Very Active 615- 760 10 Students 52.6%
2 Active 464- 615 6 Students 31.6%
3 Less Active 312 - 463 2 Students 10.5%
4 Not active 0-311 1 Student 5.3%
Total number 19 Students 100%

In the implementation of Cycle II, there was a significant increase in student activity
compared to Cycle I. The number of students in the Active and Very Active categories
increased to 16 students (84.2%), exceeding the established success indicator of at least 75%
active students. This shows that the use of snakes and ladders media effectively increases
student learning activity in the classroom.

Only 3 students (15.8%) were in the Less Active and Inactive categories, indicating that
most students were actively involved in the learning process. Thus, the application of the
snakes and ladders media through the game-based learning model successfully had a
positive impact in increasing student learning activity. This increase indicates that the
application of the Game Based Learning learning model using the snakes and ladders media
was effectively able to increase student learning activity in the Pancasila Education subject,
the material "My Nation's Wealth" (Saputra et al., 2024) .

Comparison of Results of Cycle I and Cycle II
Based on data obtained from the student learning activity questionnaire, a significant
increase was seen from Cycle I to Cycle II. In Cycle I, the percentage of students in the Active

and Very Active categories reached 68.4%, while in Cycle II, this increased to 84.2%.

Table 4. Results of Comparison of Results of Cycle I and Cycle II

. . Number of Number of Percentage
Activity . . Percentage of 1 P 1
Category Participants Cycle I (%) Cycle II of Cycle II

in Cycle I Participants (%)
Very Active 6 students 31.6 10 students 52.6
Active 7 students 36.8 6 students 31.6
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Less Active 4 students 21.1 2 students 10.5
Not active 2 students 10.5 1 student 53
Total 19 students 100% 19 students 100%

This improvement indicates that the implementation of the game-based learning
model using the snakes and ladders model had a positive impact on student learning
engagement. Furthermore, the number of students categorized as Less Active and Inactive
decreased from 31.6% in Cycle I to just 15.8% in Cycle II.

This indicates that the learning strategies used in Cycle II were more effective in
actively engaging students in the learning process. Therefore, the research objective of
increasing student learning engagement through the snakes and ladders model was
successful (Wadud & Lailiyah, 2024) .

Discussion of Research Results

The increase in student learning activity indicates that the Game-Based Learning
model using the Snakes and Ladders model is effective in encouraging active student
engagement in the learning process. Students are not only recipients of information but also
directly involved in fun and challenging learning activities (Syafitri et al., 2019) . This is
reflected in the increase in the number of students in the Active and Very Active categories
from pre-cycle to cycle IL

These results align with the theory of Yuliani et al. (2025), which states that active
learning encompasses various forms of student involvement, such as asking questions,
discussing, answering questions, and collaborating. Furthermore, according to Silvia
Ningsih et al. (2024), active learning also encompasses physical aspects, attitudes, actions,
and words in the learning process (Shofiyani et al., 2024) .

The Game-Based Learning model encourages students' intrinsic motivation through
meaningful learning experiences. The Snakes and Ladders game, as part of this approach,
creates a fun learning environment, stimulates collaboration, increases the courage to ask
questions, and strengthens students' understanding of the material because they learn while
playing (Sukmawardani et al., 2021) .

Thus, it can be concluded that the application of the Game Based Learning learning
model using snakes and ladders media has been proven to be able to significantly increase
the learning activity of class III students at SDN 066055 Medan and can be an alternative
innovative active learning strategy in elementary schools (Novyani et al., 2023)

CONCLUSION

Based on the results of classroom action research that has been carried out for two
cycles, it can be concluded that the application of the Game Based Learning learning model

using snakes and ladders media can increase the learning activity of class III students at
SDN 066055 Medan.
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The increase in activeness was evident from the questionnaire results from the pre-
cycle to the second cycle. In the pre-cycle, the number of students in the Active and Very
Active categories was only 6 (31.6%). In the first cycle, this increased to 10 (52.6%), and in
the second cycle, it increased again to 15 (78.9%). This indicates that the implementation of
Game-Based Learning through the snakes and ladders method has a positive effect on
learning activeness.

Suggestion

Based on the results of the research that has been conducted, the researcher provides
several suggestions as follows:

1. For Teachers : Teachers can use the Game-Based Learning model with snakes and
ladders as an alternative active learning method, particularly in Pancasila Education,
to increase student engagement and enthusiasm for learning.

2. For Schools : Schools are expected to provide teachers with a variety of creative and
innovative learning media to support a fun and effective learning process.

3. For Further Researchers . Other researchers can develop similar learning media with
game variations or integrate them into other subjects, as well as explore other aspects
such as learning outcomes, creativity, or student motivation
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