Paidea :

gl °

Jurnal Pendidikan dan Pembelajaran Indonesia

2025, 5(1), 42-53

PUIUCU

doi’ https//d010rg/1056393/pa1deav5113309 L‘/JURNAL PENDIDIKAN DAN PEMBELAJARAN INDONESIA

Increasing Interest in Learning Natural and Social Sciences of
Grade III Elementary School Students Through a Problem
Based Learning Model Assisted by Interactive Media

Yulianti "%, Rani Prasetyaningtyas !, Setyo Agung Widodo >
"Universitas PGRI Kanjuruhan Malang, Indonesia
>Sekolah Dasar Negeri 5 Tanjungrejo Malang, Indonesia

* Author Correspondence

Article History
Received: 11 June 2025;
Revised :1]July 2025;
Accepted: 3 August 2025.

Keywords

Problem Based Learning;
Educaplay;

Learning Interest.

L)

Check for
updates

Abstract

Students' interest in learning Natural and Social Sciences
(IPAS) subjects in elementary schools remains relatively low,
as indicated by the limited active participation of students
during lessons, which affects the achievement of optimal
learning outcomes. This issue is mainly caused by the lack of
varied learning models and media, resulting in monotonous
and less engaging learning activities. This study aims to
improve the learning interest of Grade III students at SDN
Tanjungrejo o5 in the IPAS subject through the application of
the Problem Based Learning (PBL) model assisted by
Educaplay Froggy Jumps, a web-based educational game. The
research employed a Classroom Action Research (CAR)
approach based on the Kemmis and McTaggart model,
conducted in two cycles. Each cycle included four stages:
planning, action implementation, observation, and reflection.
Data were collected through observations of student activities
and learning interest questionnaires administered before and
after the actions. The collected data were analyzed using
descriptive qualitative and quantitative techniques. The
results indicated a significant increase in students' learning
interest from the first to the second cycle. In the first cycle,
the average learning interest reached 78%, increasing to 90%
by the end of the second cycle. The use of the PBL model
assisted by digital educational game media effectively
enhanced students' attention, engagement, interest, and
enjoyment in learning IPAS material. These findings suggest
that integrating problem-based learning with interactive
digital media can be an effective and enjoyable alternative
strategy for increasing students' learning interest in
elementary schools.
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Introduction

Basic education is a fundamental aspect that plays an important role in shaping
the character and quality of human resources in the future (UNESCO, 2023). At the global
level, basic education is one of the main pillars in the Sustainable Development Goals
(SDGs), especially the fourth goal on quality education (United Nations, 2023). In the
national context, basic education is a strategic part of preparing a generation that is
adaptive to face the challenges of the era of globalization and technological development
(Ministry of Education and Culture, 2022). Law Number 20 of 2003 concerning the
National Education System emphasizes that education is a conscious and planned effort
to create a learning atmosphere and learning process so that students actively develop
their potential (Republic of Indonesia, 2003). This shows that basic education not only
aims to produce an intelligent generation, but also builds a strong and competitive
character.

Interest in learning is an impulse in a person that is characterized by a feeling of
pleasure, great attention, and motivation to learn something (Sirait in Martinus, 2024).
Learning interests play an important role in determining the success of the learning
process, because the higher the student's interest, the more likely they are to achieve
optimal learning outcomes (Widayat in Martinus, 2023). In addition, recent research by
Smith and Jones (2020) shows that students' learning interests are greatly influenced by
learning methods, learning environments, and teachers' personal approaches. The right
learning strategy has been proven to increase students’ motivation and active
participation, which has a direct impact on learning outcomes (Batistuta & Hardinata,
2024). Thus, interest in learning is an essential aspect that needs to be considered in the
design of learning in elementary schools.

Based on the results of field observations at SDN Tanjungrejo o5, it was found that
the interest in learning of grade III students in Natural and Social Sciences (IPAS) subjects
is still relatively low. Most students are more passive, only listening to the teacher's
explanation without the initiative to ask or answer questions (Prayoga et al., 2024). This
is in line with the results of a study by Rahmayanti (2016) which states that students' low
interest in learning is characterized by disinterest, boredom quickly, and reluctance to
actively participate in learning activities. Furthermore, the results of the evaluation at the
school show that there is still a lack of variety in the learning methods used by teachers,
so that students quickly feel bored and lack enthusiasm (Batistuta & Hardinata, 2024).
This condition indicates the need for innovation in learning strategies that can reawaken
students' enthusiasm and interest in learning.

One of the relevant learning models applied to increase students' interest in
learning is Problem-Based Learning (PBL) (Ardianti et al., 2021). PBL is a learning model
that conditions students to face real problems that encourage them to think critically,
creatively, and actively in finding solutions (Trianto, 2015). This approach refers to John
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Dewey's thought that learning occurs through the interaction between stimuli and
responses in the context of the real environment (Trianto, 2015). Popper (in Marra et al.,
2014) also stated that life is a series of problem solving, so the PBL model is the right
strategy to prepare students to face the dynamics of life. The results of research by
Ardianti et al. (2021) show that the application of PBL can significantly increase student
motivation and involvement.

In addition to the learning model, technology-based media plays a big role in
increasing students' attractiveness to subject matter (Suryani, 2018). Elementary school-
age children are at the concrete operational stage, where they need real visualization to
make abstract concepts easier to understand (Piaget in Budiningsih, 2017). Arsyad (2017)
explained that learning media functions as a tool for teachers in conveying learning
messages in an interesting and interactive way. The use of digital-based educational
media has been proven to increase students' motivation, attention, and understanding of
the material taught (Sison, 2021). Therefore, the integration of interactive media in
learning is one of the effective solutions to overcome students' low interest in learning.

Based on the author's experience when carrying out Field Experience Practice
(PPL) at SDN Tanjungrejo o5, it was found that grade III students were less enthusiastic
in participating in science learning. Most students appear passive, lack focus, and are
reluctant to ask questions when the teacher explains the material (Prayoga et al., 2024).
The lack of variety in learning methods and the sparseness of technology-based media
integration cause students to quickly feel bored (Batistuta & Hardinata, 2024). In fact,
IPAS material is very relevant to students' daily lives if presented with contextual methods
and media (Ardianti et al., 2021). This condition encourages the author to look for
alternative learning strategies that are more innovative and participatory.

Social studies subjects are often considered boring by students because there is
too much material in the form of texts and long explanations (Batistuta & Hardinata,
2024). As a result, students are less interested and find it difficult to understand the
concepts being taught. IPAS should be presented through a problem-based contextual
approach to be closer to the daily lives of students (Trianto, 2015). Teachers have a role as
facilitators who are tasked with creating an active, creative, and fun learning atmosphere
(Suryani, 2018). With proper learning planning, social studies materials can be presented
more interesting and able to increase students' interest and understanding (Arsyad, 2017).

Looking at the conditions at SDN Tanjungrejo o5, the problem of low interest in
learning social studies in grade III students is a serious concern. The application of the
Problem-Based Learning model combined with the interactive game media Educaplay
Froggy Jumps is expected to increase student enthusiasm and involvement in learning
(Batistuta & Hardinata, 2024). Educaplay Froggy Jumps is a web-based educational game
that presents interactive and fun IPAS questions (Sison, 2021). Based on this description,
the author decided to raise a research entitled "Increasing Interest in Learning Natural
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and Social Sciences of Grade III Elementary School Students Through the Problem-Based
Learning Model Assisted by Interactive Media Educaplay Froggy Jumps".

Method

This research is a Classroom Action Research (PTK) that aims to systematically
improve the learning process and outcomes through a series of real actions in the
classroom. The approach used is a mix method, which combines qualitative and
quantitative approaches. The research design uses a spiral model from Kemmis and
McTaggart which consists of four stages in each cycle, namely planning, implementation
of actions, observation, and reflection. The research was carried out in two cycles in grade
III of SDN Tanjungrejo o5 with a focus on actions in the form of increasing students'
interest in learning in Natural and Social Sciences (IPAS) subjects through the application
of the Problem Based Learning (PBL) model assisted by the media Educaplay Froggy
Jumps. Qualitative data was collected through observation of student activities, field
notes, and documentation, while quantitative data was obtained from a student learning
interest questionnaire compiled using a four-choice Likert scale based on learning
interest indicators according to Widayat (2023), namely attention, interest, engagement,
and feelings of happiness. The research instrument was validated through expert
judgment by two lecturers of elementary education experts and elementary school
practitioners. The data analysis technique uses qualitative descriptive analysis for
observation data and field notes, as well as quantitative descriptive analysis for
questionnaire data by calculating students' actual scores and converting them into
percentage categories according to Widoyoko (2009). Through this method, the research
is expected to be able to provide a comprehensive picture of the increase in students'
learning interest in each action cycle.

Results and Discussion
Results

The results of observations in grade III of Tanjungrejo State Elementary School o5 in
the subject of Social Studies, it can be seen that students' interest in learning Social
Science is still low. This condition occurs because teachers have not used game media in
the learning process. The focus of this research is directed at the use of learning media
that is more innovative and able to help achieve the goals of IPAS learning, namely
developing students' potential to be more sensitive to social problems in society, have a
positive mental attitude in improving social inequality, and be skilled in dealing with
various daily problems. In addition, the application of more modern learning media is
expected to increase students' interest in learning, so that learning goals can be achieved
optimally.

Based on the data obtained, the researcher designed improvement actions to increase
students' interest in learning through the application of the Problem Based Learning
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model supported by technology-based game media, namely Educaplay Froggy Jumps, in
science learning class III CHAPTER 7 "Stories from the Hometown". Topics covered
include the History of Tradition or Culture in Indonesia and Traditional Values in
Indonesia at SDN Tanjungrejo os. The researcher carried out this action in two cycles,
with the steps of planning, implementation, observation, and reflection. The application
of the Problem Based Learning model with the help of interactive media based on
technology games such as Educaplay Froggy Jumps has proven to be effective in
increasing students' interest in learning, which can be seen from their higher enthusiasm
in participating in learning and the creation of a more interactive classroom atmosphere
with two-way communication. In addition, the increase in students' interest in learning
can be seen from the results of the learning interest questionnaire which shows positive
results after learning. More specifically, the increase can be seen in the graph of the
percentage of students' learning interest which shows significant development from cycle
1to cycle 2.
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Figure 1. Increase in Students' Interest in Learning

Based on the images of the research results, it can be concluded that there was an
increase in learning interest by 12% from cycle I to cycle II, where in cycle I the percentage
of student interest in learning reached 78%, and increased to 90% in cycle II. These
findings show that students' learning interests have developed positively during the
implementation of the Problem Based Learning learning model with the help of
technology-based game media, namely Educaplay Froggy Jumps. In detail, all indicators
used in this study show an increase. Students' interest in learning is measured based on
four indicators according to Safari in Ricardo & Melani (2017:190), namely: (1) feelings of
pleasure, (2) student interest, (3) attention, and (4) student involvement. Each of these
indicators has increased from cycle I to cycle II. In addition, an increase was also seen in
the category of each indicator of learning interest. The following graph presents details
of improvements in each of the indicators of student learning interest.
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Table 1. Categories of Sentiment Indicators

CYCLE1 CYCLE 2
No. | Category | Number of Number of
Students Presentase Students Presentase

1 Excellent | 9 47 3 8

2 Good 3 15 p -

3 Enough |5 26 > -

4 Less 2 9 o 5

5 Low o o ° 5

In the indicator of feeling happy, there was an increase from cycle I to cycle II. In
cycle I, the category "Very Good" was achieved by g students (47%), "Good" by 3 students
(15%), "Sufficient" by 5 students (26%), and "Less" by 2 students (9%). After the evaluation
and application of learning methods and the use of Educaplay Froggy Jumps media, the
results in cycle Il showed an improvement. In the indicator of feeling happy in cycle II, as
many as 13 students (68%) were in the "Very Good" category, 4 students (21%) in the
"Good" category, and 2 students (11%) in the "Sufficient" category out of all third grade
students of SDN Tanjungrejo o5. Meanwhile, in the Attention indicator, there is also an
increase from cycle I to cycle II, with details to be explained next.

Table 2. Categories of Attention Indicators

CYCLE1 CYCLE 2
No. Category Number of Presentase Number of Presentase
Students Students

1 Excellent 8 42 12 63

2 Good 5 28 4 21

3 Enough 3 15 3 15

4 Less 3 15 o o

5 Low 0 0 0 0

In the attention indicators, there was an increase from cycle I to cycle II. In the first
cycle, 8 students (42%) were in the "Very Good" category, 5 students (28%) in the "Good"
category, 3 students (15%) in the "Sufficient” category, and 3 students (15%) in the "Less"
category. After evaluation was carried out through the application of learning methods
and the use of Educaplay Froggy Jumps media, there was an increase in cycle II. In cycle
I1, as many as 12 students (63%) reached the "Very Good" category, 4 students (22%) were
in the "Good" category, and 3 students (15%) were in the "Sufficient" category out of all
third grade students of SDN Tanjungrejo o5. In addition, an increase also occurred in the
indicators of interest, both from cycle I and cycle II, with details that will be explained in
the following sections.
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Table 3. Categories of Indicators of Interest

CYCLE1 CYCLE 2
No. Category Number of Presentase Number of Presentase
Students Students

1 Excellent 10 53 13 68

2 Good 3 15 5 26

3 Enough 4 22 1 6

4 Less 2 10 o o

5 Low 0 o 0 0

In the interest indicator, there was an increase from cycle I to cycle II. In the first
cycle, as many as 10 students (53%) were in the "Very Good" category, 3 students (15%) in
the "Good" category, 4 students (22%) in the "Sufficient" category, and 2 students (10%)
in the "Less" category. After evaluation was carried out through the application of learning
methods and the use of Educaplay Froggy Jumps media, the results in cycle Il showed an
increase. In cycle I, the interest indicator showed that 13 students (68%) were in the "Very
Good" category, 5 students (26%) in the "Good" category, 3 students (9%) in the
"Sufficient" category, with the note that there was one student (6%) who remained in the
"Less" category, the same as in cycle I. All of this data came from grade III students of
SDN Tanjungrejo os5. Improvements are also seen in the engagement indicators, with
details of the comparison between cycle I and cycle II to be explained below.

Table 4. Categories of Engagement Indicators

CYCLE1 CYCLE 2
No. Category Number of Presentase Number of Presentase
Students Students

1 Excellent 10 53 14 74

2 Good 4 21 4 21

3 Enough 3 15 1 5

4 Less 2 1 0 0

5 Low 0 0 0 0

In the involvement indicators, there was an increase in achievement from cycle I to
cycle II. In the first cycle, as many as 10 students (53%) were in the "Very Good" category,
4 students (21%) in the "Good" category, and 3 students (15%) in the "Sufficient” category.
After the evaluation and application of the Educaplay Froggy Jumps media, the results in
the second cycle showed that as many as 14 students (74%) reached the "Very Good"
category, 4 students (21%) were in the "Good" category, and 1 student (5%) was in the
"Sufficient" category out of all third grade students of SDN Tanjungrejo os.

Discussion

48


https://doi.org/10.56393/paidea.v5i1.3309

Paidea : Jurnal Pendidikan dan Pembelajaran Indonesia

. 2025, 5(1), 42-53
doi https://doi.org/10.56393/paidea.vsi1.3309

The implementation of this class action research consists of two cycles, each of
which begins with a planning stage based on pre-cycle data. Initial observations showed
that the interest in learning of third grade students of SDN Tanjungrejo o5 was still low,
characterized by a lack of enthusiasm, low discussion participation, and dominance of
conventional lecture methods. This finding is in line with the theory of learning
motivation put forward by Deci & Ryan (2000) in Self-Determination Theory, that
students' active involvement will increase if learning provides space for autonomy,
competence, and social connectedness, which have not been fulfilled in pre-cycle
conditions.

The Problem Based Learning (PBL) model was chosen because it conforms to the
principles of constructivism according to Vygotsky (1978), which emphasizes that
students build understanding through social interaction and real experiences. Educaplay
Froggy Jumps interactive media is integrated into learning to increase student
engagement through digital game-based activities. In cycle I, the observation results
showed an increase in student enthusiasm, especially when using game media, with the
highest group score reaching 8o and the lowest 65. However, obstacles were still found in
the form of students' lack of focus during group discussions and difficulty understanding
oral information. This strengthens the finding of Sari (2016) that elementary school
children prefer direct activity-based learning rather than just listening to explanations.

In response to these conditions, in cycle Il improvements were made by adding a
variety of questions in the media and compiling the level of difficulty gradually. As a
result, there was a significant increase in students' interest in learning, with the highest
score reaching 95 and the lowest score of 70. Students also seem to be more active in
asking questions (Fahmi, 2013), expressing opinions, and being more enthusiastic in
solving problems according to their learning style (Auliana et al., 2021). These findings
are in line with the opinion of Pangestu et al. (2020) that interactive media can
accommodate the diversity of students' learning needs.

When compared to the results of Abidin & Purnamasari's (2023) research, which
stated that game-based media is able to increase student participation by up to 85%, the
achievement of 90% in this study shows higher effectiveness. However, these results need
to be critically examined as they are influenced by classroom contexts, teacher
involvement, and student characteristics that may not be uniform. In addition, Sandria
et al. (2022) and Senol & Akdag (2018) also affirm that students' active involvement in
problem-based learning and digital media is able to improve critical thinking skills and
creativity. However, the study by Ma et al. (2023) states that the effectiveness of digital
educational media can decrease if internet access is limited or devices are inadequate —
a condition that escapes the discussion in this study. In fact, Educaplay Froggy Jumps
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requires a stable internet connection, which can be an obstacle in schools with limited
facilities.

Another limitation of this study is that the scope of the sample covers only one
class in one school, so generalization of results to the wider population still needs to be
proven through further research. In addition, the possibility of student participation bias
due to enthusiasm for new media has not been fully controlled. For this reason, the next
study needs to compare similar media in several schools with different infrastructure
conditions, as well as test its durability over a longer period of time.

Overall, this study proves that the integration of the PBL model with Educaplay
Froggy Jumps media is effective in increasing students' interest in learning science. This
success is determined by the accuracy of the selection of media that suits the
characteristics of the students, contextual problem-based learning, and group activities
that encourage interaction between students. These results strengthen the theory of
constructivism and learning motivation, while emphasizing the importance of teachers
innovating technology-based media in active learning. As an implication, elementary
school teachers are expected to use interactive digital media more regularly and integrate
the PBL model to improve the quality of thematic learning. School policies should also
start paying attention to the procurement of educational digital media that is adaptive to
the needs of students and the condition of school infrastructure.

Conclusion

Based on the results of the research, it can be concluded that the application of the
Problem Based Learning (PBL) model is effective in increasing the learning interest of
elementary school students. Through active involvement in the process of seeking
information and solving real problems, students gain first-hand knowledge and become
accustomed to high-level thinking. The support of Educaplay Froggy Jumps technology-
based game media also creates a fun and interactive learning atmosphere, thereby
increasing students' interest and curiosity in learning materials. The increase in average
learning interest from 78% in the first cycle to 9o% in the second cycle shows the success
of the implementation of this strategy. Therefore, it is recommended that elementary
school teachers apply the PBL model regularly with the support of interactive digital
media to increase interest in learning, and for further research can expand the study of
the influence of PBL assisted by Educaplay on aspects of critical thinking skills, creativity,
and learning outcomes, as well as develop similar media in various other subjects in
elementary schools.
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