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Abstract: Educational games are games that are used in the learning process,
as a form of technology adaptation in the world of education to help teachers
improve the learning process in the classroom. Researchers conducted
research with the aim of analyzing the use of educational game media during
learning; analyze the impact of using educational game media; how important
educational game media is in class V science and science learning at Japeledok
State Elementary School. This research uses descriptive qualitative research
methods. This research was carried out at SDN Japeledok, Pancur District,
Rembang Regency. SDN Japeledok has a total of 11 class V students consisting
of 7 boys and 4 girls. The data taken from this research are observations,
questionnaires, interviews and documentation using triangulation techniques.
The results obtained from this research are the use of educational game media
in Japeledok Elementary School that have been implemented by class teachers
are Wordwall and Quizizz; The impact given after implementing educational
game media is an interactive and fun learning experience, training students'
thinking skills, increasing interest and motivation to learn, and making
students more active in the learning process in class. Overall, educational
games have had a lot of positive impacts on students and teachers. Judging
from the impact this educational game has, it has an important role in
implementing learning. Educational game media not only provides an
interesting alternative in education, but also opens up new opportunities to
improve the quality of learning and learning experiences for various types of
learners.
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Introduction

Globalization brings major changes in the order of
people's lives. These changes are driven by the
increasing development of science and technology,
which has an impact on various sectors of life, including
the field of education. With advances in the fields of
science and technology, students are faced with
conditions of renewal and digitalization in the
development of learning resources which include the
use of sophisticated electronic devices (Wang, 2023). In
connection with the current development of information
technology which can have an impact on education,
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therefore the education sector needs learning media
developed from the IT sector (Rahmadani & Muryanti,
2023). Currently, learning media design not only utilizes
objects around us but also utilizes the digital world
(Haleem et al., 2022; Ratnasari & Haryanto, 2019). In
education, one of the new innovations is interactive
learning media created through technology (Anggraeny
et al., 2020).

In the current era, technological advances are
developing very rapidly. This has an influence in the
field of education. Searching for information and
digging up information is now very easy to access.
Students now only need to be directed and straightened
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out regarding searching for learning information. The
learning carried out by students is directed at
formulating problems, practicing analytical thinking.
Learning now also emphasizes cooperation or jointly
solving problems. In this case, it is in line with Minister
of Education and Culture Regulation Number 22 of 2016
concerning the primary and secondary education
process to achieve graduates.

In the world, educators must be able to follow
current trends or media developments. High quality
education is needed to create intelligent humans. In this
case, educators must be able to make innovations
regarding learning, such as creating interesting and
innovative learning media. Lack of use of media during
learning so that students have more interest and high
motivation to learn so that learning will not be in
accordance with what the teacher expects (Pratiwi et al.,
2021). The success of learning really depends on
educators who have good quality. Educators must also
be able to create a conducive learning atmosphere so that
students feel comfortable and quickly understand the
material provided by the teacher. Law Number 14 of
2005 specifically regulates teachers and lecturers. Article
10 explains the obligations of teachers, including
carrying out education and teaching in accordance with
competency standards and performance standards,
motivating and guiding students, and implementing
professional ethics. This refers to the need for educators
to be innovative in creating teaching media.

Learning media is a teaching aid that can influence
the learning atmosphere, learning conditions, and
learning environment that has been conditioned and
developed by the teacher (Trisiana, 2020). Learning
media is a tool that is really needed by teachers to help
students understand a concept when learning, especially
media that can be operated by students themselves
(Hanannika & Sukartono, 2022). Media is very
important in carrying out learning, not because it is an
educator's regulations that must be implemented but the
use of learning media will increase students' experience
for the learning being carried out. Learning media can
also be a stimulus for students to want to know what
impact it will have on students in carrying out learning.
The media expected by teachers is media that is
successful in providing understanding from abstract to
concrete by visualizing it in various forms such as
animations or images which are more easily accepted
and understood by students (Auliah et al., 2023). Sari et
al. (2023), there are several factors that cause student
performance to be affected, such as the use of media
used during learning, the presentation of material that is
not yet varied, and the presence of several students who
dominate the course of learning in class (Coman et al.,
2020; Mhlongo et al., 2023).
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The learning media used will certainly make it
easier for students to understand (Indriani & Desyandri,
2022). The use of educational game media is needed in
the current era. Remembering that today's children like
to play with gadgets in their daily lives, but gadgets are
only used for playing games. Many students are also
addicted to playing games so they forget about their
time and obligations. In this case, educational games are
needed to be a solution for students to learn while
playing. Educational games are designed to help people
understand concepts, learn knowledge, and develop
problem-solving  skills while playing games.
Educational games are a type of game that is not only for
entertainment but contains knowledge that is conveyed
to its users (Saptiawan et al., 2021).

In learning at school, the use of learning media is
important in efforts to increase learning motivation. The
use of technology in the world of education has also
become commonplace since the implementation of the
independent curriculum. Technological developments
and curriculum needs are also factors that cause learning
media to continue to develop. The implementation of the
independent curriculum also has an impact on the
selection of appropriate learning media. In observations
made at SDN Japeledok, class V teachers used
technology-based learning media such as using LCDs
and laptops. The use of this media tends to be games or
quizzes for elementary school children. Teachers use
educational games such as those available on the
Wordwall and Quizizz platforms. The fifth grade
teacher at SDN Japeledok is young so he is quite
proficient in using ICT.

Research conducted by Akhwani et al. (2022) with
the title "Using Home Learning Education Games as a
Learning Media for Elementary School Teachers in
Magetan Regency shows that home learning educational
games can be used in mathematics, science, social
studies, language, civics and general materials.
However, not all educational games can be applied at
elementary school level, because some material is at
junior high school level. Here the teacher stated that the
home learning edugame material was useful as an
alternative in overcoming student boredom. Another
research conducted by Vankas (2021), with the title
"Students' Perceptions of the Use of Digital Educational
Games in Mathematics Learning" shows that 86% of
students agree that the use of educational games makes
learning mathematics easier . In research conducted by
Patmah et al. (2021), it was stated that the majority
experienced improved learning outcomes by using
mobile learning application educational games. Thus,
researchers conducted research with the aim of
analyzing the use of educational game media during
learning; analyze the impact of using educational game

7193



Jurnal Penelitian Pendidikan IPA (JPPIPA)

media; analyze the importance of educational game
media in class V science and science learning at
Japeledok State Elementary School.

Method

The research used by researchers is qualitative
methods. Qualitative research methods emphasize
aspects of understanding in depth a problem or problem
rather than looking at problems to generalize (Rusandi
etal., 2021). Qualitative Research is an approach to study
that follows traditional ways of conducting social,
behavioral and health science research. This research
uses qualitative research methods which are descriptive
in nature. Qualitative descriptive research is a type of
research that is included in qualitative research (Koh &
Owen, 2000). Qualitative descriptive research presents
actual data without any manipulation process. This
research was conducted by diving into the field to find
valid data.

This research was carried out at SDN Japeledok,
Pancur District, Rembang Regency. SDN Japeledok has
11 class V students consisting of 7 boys and 4 girls. In
qualitative research, data collection is carried out in
natural settings with primary data sources, and data
collection methods are mostly participant observation,
in-depth interviews, and documentation (Haenssgen,
2019). The data taken from this research are
observations, questionnaires, interviews and
documentation. Researchers chose to use triangulation
techniques. Technical triangulation is checking data on
data obtained using different methods or techniques
such as comparing the four techniques of observation,
interviews, documentation and questionnaires.

Result and Discussion

The results of the research carried out through
questionnaires, observations, interviews and
documentation, researchers obtained information that
referred to the discussion, namely the digestive system
material. The results of the questionnaire were
distributed to all class V students at SD N Japeledok,
with a total of 10 students, with a total of 30 questions to
answer 3 problem formulations. Through questions
from all the questionnaire questions, the use of
educational game media is important, which is shown
through the results of the questionnaire where all
students stated that its existence had a positive impact.
Through questions 1-10 which represent indicators of
problem formulation 1, it is stated that all students think
that the presence of educational game media makes
them comfortable, helps students, makes learning easier,
and is preferable compared to other types of learning
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media. Before using educational game media, teachers
also explain how to use the media, but half of all
students do not understand educational game media.

The use of educational game media in elementary
schools can be an effective tool for improving student
learning in a fun and interactive way (Manesis, 2020).
Through educational games, students can explore
subjects in an environment that supports exploration
and experimentation so that they can be more actively
involved in the learning process. In science and science
learning, educational games can enable students to
understand concepts in a more enjoyable way.
Additionally, educational games also allow teachers to
support diverse learning styles, as they can adjust the
difficulty level to suit each learner's abilities. Thus, the
use of educational games in elementary schools not only
motivates students to learn, but also helps create an
inclusive learning environment and enriches the
learning experience.

Through the use of educational game media,
teachers realize that the application of educational game
media that has been used in learning is not only a tool
for learning. A number of positive impacts were also
provided during the use of educational game media
which was implemented in class V science and science
learning at SDN Japeledok. Before deciding to use
media, teachers must first innovate in finding media that
suits the learning objectives, apart from that, teachers
also need to adapt to the learning needs and
characteristics of students in their class.

At SDN Japeledok, class V teachers have
implemented educational games which are one
application of technology-based learning media in the
form of Wordwall and Quizizz on digestive system
material. Through the Wordwall and Quizizz games,
teachers can insert fun games into the middle of learning
which are certainly welcomed by students. In
implementation, when game media is used the teacher
uses an ice breaker in the form of using the Wordwall
game between lessons. The use of wordwall itself helps
increase students' enthusiasm for learning. Together
students can jointly evaluate their learning. By
observing students' progress and achievements in the
game, teachers can identify areas that require additional
attention and provide appropriate guidance. In the ice
breaking session using Wordwall the teacher presents
questions packaged using games. Students can
simultaneously check whether their answers are wrong
or right. The teacher at that time can also immediately
correct and discuss together.

Apart from that, games in the middle of learning
can prevent some of students' bad habits that they
shouldn't do during teaching and learning activities,
such as joking with other friends, enjoying playing
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alone, eating in class, and so on. This helps ensure that
everyone Learners get the support they need to reach
their full potential. To end the learning, the teacher does
not forget to carry out an evaluation using Quizizz. The
use of Quizizz itself can be said to be a practice question
at the end to test students' understanding of the
digestive system material that has been explained by the
teacher.

The use of educational game media has a significant
impact on students in several ways. First, educational
games provide an interactive and fun learning
experience, which can increase students' interest and
involvement in learning. With increased involvement,
students tend to become more focused and students will
be more active in the learning process, which in turn
increases their understanding of the subject matter.
Second, educational game media to encourage students
to be able to solve problems, think critically and have
collaborative skills. Students learn to face challenges and
find solutions through these educational games. This
helps develop critical and analytical thinking skills.
Third, increase students' interest and motivation in
learning. Compared to traditional learning methods,
educational games provide a more interactive, fun and
challenging learning experience, thereby increasing
students' motivation to learn. Fourth, students are more
active in discussing in class. Through students'
activeness in learning, it is possible to make the learning
process carried out by the teacher complete without any
material confusion experienced by students. However, it
is important to note that the use of educational games in
elementary schools must be accompanied by careful
monitoring and supervision by teachers. Teachers must
ensure that their use does not interfere with effective
learning.

Through questions from problem formulation 3, the
use of educational game media becomes important.
According to the results of interviews conducted with
the class V teacher, the use of educational game media is
liked and loved by students, which actually has a more
positive impact on students' learning development. The
teacher also stated that the existence of educational
game media makes learning easier and provides a new
color for learning in class. According to the teacher,
educational game media needs to be implemented for
other learning which is proven to attract more students'
attention. In the observations made (Abdulrahaman et
al., 2020; Smiderle et al., 2020), the researcher observed
learning when using educational games and obtained
the results that the learning created was more conducive
and more observable by students (Bayeck, 2020; Fiitterer
et al., 2023). Students seem more focused on learning
and seem more interested in using educational game
media.
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In the Independent Curriculum, the wuse of
technology in the form of educational games based on a
differentiated approach is very relevant (Kao et al., 2023;
Wang et al., 2022). Teachers can use this to create a more
challenging and meaningful learning experience for
students. Educational games play an important role in
education in this modern era (Fauzi et al., 2019).
Nowadays, in the era of technology that continues to
develop rapidly, educational games have become an
effective innovation in learning to facilitate the learning
process (Kamalov et al.,, 2023; Wardoyo et al., 2021).
Elementary school children still like things that smell
interesting in terms of long-term memory and success in
using effective methods (Hidayati & Budiarti, 2022).
Educational games are an effective tool for improving
the quality of learning for elementary school age
children (Cheung & Ng, 2021; Saleh & Ahmed Althagqafi,
2022). Educational games are not only used to transfer
knowledge, but can grow and develop skills that will
later be needed (Alexiou & Schippers, 2018;
Vlachopoulos & Makri, 2017; Xiong et al., 2022).
Educational games can not only facilitate cognitive
skills, but can facilitate teachers to develop other skills
such as social and emotional which are important for the
overall future development of students (Darling-
Hammond et al., 2020; Hui & Mahmud, 2023). Thus,
educational game media is not only used as a learning
innovation, but also makes a lot of contribution to the
quality of learning and encourages students to become
technology-savvy students in the future (Al-Adwan et
al., 2023; Nadeem et al., 2023).

Conclusion

Based on the results and discussion and referring to
previous research, the author reached the following
conclusions: The use of educational game media at SDN
Japeledok that was implemented by class V teachers,
namely Wordwall and Quizizz. The scale of use is not
every time I study science, but several times during one
semester; The impact given after the implementation of
educational game media is an interactive and fun
learning experience, training students' thinking skills,
increasing interest and motivation to learn, and making
students more active in the learning process in class;
Overall, educational games have had a lot of positive
impacts on students and teachers. Judging from the
impact this educational game has, it has an important
role in implementing learning. Educational game media
not only provides an interesting alternative in education,
but also opens up new opportunities to improve the
quality of learning and learning experiences for various
types of learners. Educational game media can be an
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effective tool in supporting student-centered learning
and facilitating their academic and cognitive growth.
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