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In the current situation, students consider a less exciting subject and less 
motivated to learn social studies. So that students tend to be less enthusiastic 
when participating in learning, especially in distance learning. This study aims 
to describe social studies learning innovations for students based on fun 
educational games for students. This research method is a qualitative method 
using case study techniques directly on students and literature students. The 
results of this study are; (1) social studies learning strategies based on fun 
educational games related to simple social studies materials, but packaged in 
interesting patterns for students so that they can increase students motivation 
and interest in learning, especially in social studies learning; (2) Increasing the 
optimization of students in understanding social studies materials with the 
concept of strengthening reflection in social studies learning, especially in the 
introduction of regions and cultures in Indonesia.  

Abstrak 

Pada situasi saat ini, pembelajaran IPS yang dianggap oleh peserta didik 
sebagai mata pelajaran yang kurang begitu diminati. Sehingga peserta didik 
cenderung kurang begitu bersemangat ketika mengikuti pembelajaran 
terutama dalam pola pembelajaran jarak jauh. Tujuan dari penelitian ini 
adalah mendeskripsikan inovasi pembelajaran IPS pada peseta didik dengan 
berbasis game edukasi yang menyenangkan bagi peserta didik. Metode 
penelitian ini adalah metode kualitatif dengan menggunakan teknik studi 
kasus secara langsung pada peserta didik dan studi pustaka. Hasil dari 
penelitian ini adalah (1) Strategi pembelajaran IPS dengan berbasis game 
edukasi yang menyenangkan terkait materi-materi IPS yang sederhana, 
namun dikemas dengan pola yang menarik bagi peserta didik, sehingga dapat 
meningkatkan motivasi dan minat belajar peserta didik khususnya dalam 
pembelajaran IPS; (2) Meningkatkan optimalisasi Peserta didik dalam 
memahami materi-materi IPS dengan konsep refleksi penguatan dalam 
pembelajaran IPS terutama dalam pengenalan wilayah dan kebudayaan yang 
ada di Indonesia. 
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INTRODUCTION 
Everyone has the same opportunity to acquire knowledge through moral and social education, 

where a person has the right to an education. However, it is undeniable that there are problems and 

challenges in the distance learning process. Of course, the challenge is learning from the situation 

and conditions before the Covid-19 pandemic. Where the problems and challenges include the 

difficulties of students in learning, among others, less effective learning time so that the teaching and 

learning process does not run properly, which causes students to find it difficult to understand the 

lesson, then the limitations of students in understanding technology used as learning media. During 

the Covid-19 pandemic, the tendency of students to play more than participating in distance learning 

and the lack of interest and motivation of students to learn amid current conditions. 

In general, the dominant factor in building human resources is following the times, which 

requires students to understand and follow the development of information technology as a 

supporting medium in distance learning activities (In'am, 2015). Meanwhile, according to Suprapti 

(2015), education is an investment in preparing quality human resources and preserving the value 

system that develops in life through the transfer of knowledge. So that in the situation of the Covid-

19 pandemic, the role of learning media in the learning and teaching process is significant for 

educators to carry out at this time because the role of learning media can be used to channel the 

sender's message to the recipient and through learning media can also help students to explain 

something. They were delivered by the educator. With these tools, teachers and students can 

communicate more steadily and lively, and the interactions are multi-directional. Media contains 

messages as learning stimulants and can foster learning motivation not to become bored in achieving 

learning goals. The use of digital media in learning today is indeed a demand, thus demanding the 

ability of teachers to have insight into today's digital media literacy. Hobbs (1999) explains that 

media literacy is the ability to access, analyze, evaluate and communicate messages in various forms. 

Media literacy-based research is indeed familiar and has been widely carried out both at home and 

abroad (Potter, 2004; Arke, 2004; Livingstone, 2004; Devito, 2008; Tormero, 2009; European 

Commission, 2009; Chen, 2011; Lin, 2013; Miocic, 2014, Tetep & Suparman, A. 2019, Adiputra, 

2008; Syukri, 2012; Arifianto, 2012; Adiarsi, 2015; Muttaqin, 2016; Yuniarin, 2017; Sholihudin, 

2017). Digital media contains a person's ability to convey information that is beneficial and beneficial 

to the public, so digital media literacy does not only talk about the lives of individuals but how they 

as individuals live to uphold humanity (Fromm (1955, in Funk 1998:221) as quoted by Tetep (2015).  

The primary purpose of learning Social Sciences is to create people's lives within the social 

sphere and in a state order with good social capital. Based on the results of research from the World 

Bank (1999, in Smith, 2009), social capital refers to the norms, institutions, and social relationships 

that shape the quality of social interaction in society, allowing people to work together. The ability to 

cooperate is also related to how a person can build socialization and participation both with the 

media directly or indirectly, in writing and orally (Tetep, 2014, 2019). Social studies education is 

directed at how students can live in society and solve problems in their lives by being equipped with 

knowledge, attitudes, and skills in social studies education materials, as a simplification of the social 

sciences used for educational purposes (Wesley, 1937; NCSS, 1993; Somantri, 2001). Social studies 

education is rich in human values, so it is more about value-based education on how to prepare to 

be a good citizen, by the social studies education tradition, namely 1) Social Studies as Transmission, 

2) Social Studies as Social Sciences, 3) Social Studies as Reflective Inquiry. 

According to Mulyana (2014), Social Sciences is science that studies humans in all aspects of 

their lives, their characteristics, their behavior, both individually and collectively, in small and large 

scopes, and interactions in their environment. Social Science Education is a subject that studies a lot 

about actions, behavior, and everyday human habits (Tetep et al., 2020) that cannot be separated 

from the context of interactions between individuals and other individuals. At the same time, Social 
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Science is one of the contents of integrative thematic learning, which is linked to other subjects and 

integrated into learning themes. Fadlillah (2014) stated that what is meant by an integrated thematic 

approach is that learning is made per theme by referring to the characteristics of students and carried 

out by students in an integrated manner between one theme and another as well as between one 

subject and another. 

Based on the opinion of Somantri (2001: 92), social science education is a simplification or 

adaptation of the social sciences and humanities disciplines, as well as basic human activities that 

are organized and presented scientifically and pedagogically/psychologically for educational 

purposes. Of course, learning social sciences is the basic foundation that becomes an important 

element in people's lives. Through social science, learning can be the basis for realizing the 

community's social life. 

The development of online learning is in line with the phenomenon of the Covid-19 pandemic, 

which has been a challenge in the education sector. So that in the learning process in the scope of the 

educator unit switch to utilizing information technology online. Based on a statement from Dewi 

(2020), the concept of face-to-face learning is switching to distance or online learning as learning 

which in the process utilizes the internet network. Online education is still being implemented to 

continue educational activities during this COVID-19 pandemic and provide meaningful learning 

experiences for students. 

Conception in the learning process during the Covid-19 pandemic, which emphasizes 

technological progress, is very influential as a learning medium in the current situation. Based on 

the opinion of Astuti & Febrian (2019) which states that with technological advances, the problem of 

distance and time in learning can be overcome with distance learning (online), especially in social 

studies learning, where students in the learning process need to be given reinforcement as a 

reflection in understanding learning materials. 

Based on the opinion of Tafonao (2018), states that the role of the media is the role of learning 

media in the learning and teaching process is very important to be carried out by educators today 

because the role of learning media can be used to channel the sender's message to the recipient and 

through learning media can also help participants students to explain something conveyed by the 

teacher. With these tools, teachers and students can communicate more steadily and lively, and their 

interactions are multi-directional. Media contains messages as a learning stimulant and can foster 

learning motivation not to become bored in achieving learning goals. 

The concept of a fun learning model through educational games is an effort to maximize 

continuous learning activities through interaction between students and presenting subject matter 

in games (Darmawan, 2012). In this regard, in the learning process. Then according to Warsita 

(2008) said that the principles of behaviorism such as the activeness of students in the learning 

process, logical sequence of material, learning programs using the concept of stimulation, response, 

reinforcement factors (reinforcement), and feedback (feedback) until now there are still many 

applied in developing programs and computer-based learning media. According to this learning 

theory, learning is a process of behavior change that occurs due to a response to a particular situation 

or stimulus. A person is said to have learned if he shows a change in his behavior. 

The need for creative learning methods to encourage students' motivation and enthusiasm for 

learning, then the application of game-based learning is a game made to stimulate thinking power, 

including increasing concentration and solving problems, especially in the current COVID-19 

pandemic conditions. An effective interactive learning technique for early childhood students is to 

use educational games. This is because most students at an early age have a high curiosity about all 

those in the surrounding environment (R. A. Rahman & Tresnawati, 2016). Through a learning-
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based game application model, of course, it can provide education through learning innovations that 

can increase students' learning motivation, especially in social studies learning, where game-based 

education will prioritize to support the learning process with the concept of playing while learning. 

For some students, the word learning will feel very scary, so it is hoped that with this interesting 

educational game, students will not realize that what they are doing includes learning, and students 

will be happy and willing to learn (Pesertadiknto & Putra, 2013 ). 

Thus the contextual problems that occur in distance learning conditions, especially in Social 

Sciences. Of course, it is a challenge for students to take part in learning. Technological limitations 

become an important element in supporting learning activities, the level of interest, and students' 

learning motivation in Social Sciences subjects which are still less attractive to students and 

considered boring. 

METHODS  

The research method used in this research is qualitative research by looking for data in case 

studies on students and direct observation on students. According to Sugiyono (2010), qualitative 

research has a function to determine the focus of research, select informants as data sources, collect 

data, assess data quality, interpret data and draw conclusions from the findings. This research was 

conducted by collecting descriptive data by conducting case studies on students, with a population of 

all students at the SMP/MTs level in the surrounding environment, and taking a sample of 10 students 

in Kampung Teureup, Tangerang, Banten representing. Sources of data used in this study include 

primary data and secondary data. Data collection techniques were carried out using interview 

techniques, documentation techniques, and case studies. The instruments in this study were a list of 

questions, interview guidelines, a camera to record images, and other tools. Qualitative data analysis 

was carried out by a case study approach so that data analysis was carried out by examining the 

answers collected from the research subjects. In this research, the researcher acts as a research 

instrument. 

FINDINGS  AND DISCUSSION 

Strategy for Realizing Fun Pattern Based Learning in the Covid-19 Pandemic 

 Implementation of the concept of based learning fun in social studies learning is as a pattern 

that is used as a guide in reflecting on distance learning or online learning and to determine learning 

tools, including books, films, curriculum, and others (Joyce and Weil in Rusman, 2013: 133). Of 

course, each learning pattern directs the teacher to design learning to help students achieve the 

learning objectives. In practical and meaningful learning, students are actively involved because 

students are the center of learning activities and the formation of competence and character. 

Through learning activities, implementing and innovating fun-based learning models can provide a 

strategy to re-awaken students to continue learning in current conditions. Of course, this can 

improve the ability and understanding of students regarding learning materials. 

The concept of game-based learning fun in social studies learning can be used in the distance 

learning process, which is carried out for elementary and junior high school students. All participants 

took part in the program of activities realized by students with the progress of actively asking 

questions during the activity and responsive to the realization of game-based learning fun in the 

learning process. This activity is carried out by students directly by showing a map image, the 

traditional culture of each region, and the names of the heroes of the Indonesian independence 

struggle. 

Based on the application of a fun game-based social studies learning pattern with a strategy 

of showing pictures to students and video footage to students related to social studies materials such 

as the introduction of regions in Indonesia, culture, and the solar system. So that students must be 

able to answer quizzes on the pictures of the areas that have been shown and on the videos that have 
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been shown. Thus, students can participate in these learning activities by getting excited and 

increasing their motivation to keep learning, especially in social studies learning. So that students' 

learning patterns can be helped and can understand the learning materials that have been studied 

and can be understood in more depth. This learning pattern can form students understand the 

primary social studies material. 

Optimization of Social Studies Learning Reinforcement with Fun Pattern Based 
Learning  
 Realization of optimization in providing reinforcement and reflection to students in learning, 

especially Social Science Subjects from the material or tasks owned by students, which is 

collaborated with the concept of game-based learning fun through providing simple social studies 

learning reflections starting from area introduction, culture, and a brief history of Indonesian 

independence.  The game is in the form of a quiz given to students—using science and technology 

that is understood and helps students understand the material. However, not only in social studies 

learning material. So from the results of research and service, namely: 

a. Improving the competence of students in understanding social studies learning through fun 
pattern-based learning  

Reflection on strengthening social studies learning with a game-based learning fun pattern 

as a strategy for implementing effective learning methods. Through training, the application of fun 

game-based learning can increase students' competence to deliver learning materials with fun 

innovations and models and collaborate with technological developments. So that students, in 

particular, have competence in understanding and implementing social studies learning, which can 

increase students' interest and motivation in learning and in understanding and mastering 

technology. 

 

Graph 1. Percentage of before and after implementing game based learning fun 

 Based on the graph above, the role of game-based learning fun education, which is reflected 

in each student, has a significant change. The strength of the educational game-based learning model 

can have a good influence on the condition of students. Through the aspect of cooperation and 

adherence to the established learning models and media, the realization in the surrounding 

environment that based on the graph above, participants students in responding to government 

policies related to the conditions of the spread of the Covid-19 pandemic, where students follow 

learning with a gem pattern that significantly increases their learning motivation. However, it cannot 

be denied that student learning activities are different because of students' different activities or 

needs. Thus, students continue to reflect their interests and motivation as a form of student interest 

in the learning process that is packaged in a fun way. 

4.5 

 

3.5 
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The results of this study are supported by various previous studies, including Taquero et al. 

(2021), which stated that it turned out that Bandicam made online learning more effective. Kalleny 

(2020) also revealed in his research that graph theory material is more effective when taught using 

the Bandicam application. According to Sutton & Jorge (2020), video technology provides 

convenience in learning. Video technology provides opportunities for teachers and students to learn 

through audio and visual simultaneously. 

This media can be used to deliver learning material realistically and concretely, which is 

impossible to convey through print media. One of the efforts to improve learning outcomes during 

the pandemic is the development of online application-based learning media, for example, by 

presenting video media in the presentation of learning materials. Video media such as Bandicam and 

so on have better capabilities. 

Besides Bandicam, it turns out that other applications such as Sparkol Videoscribe are also 

effective, such as expressed by Vanlue (2021);  Nunes & Cruz (2021) that learning media uses 

applications such as  video scribe can be an alternative media that can increase interest in learning 

student. Online application media such as learning videos based on zenius.net also can increase 

motivation and understanding of learning for students (O’Fareel et al., 2021). In addition to graph 

theory material, student learning outcomes in Social Science Cognitive learning also increase 

Dimitra et al. (2020). 

From offline to online, the latest learning requires all educators to create a variety of media 

and learning applications that make it easier for students to learn (Zainuddin & Keumala (2021). The 

use of technology in Indonesia today is entering the study of the various possibilities for developing 

and applying technology in education. The whole school system should be moderate and familiar 

with the technology that enables students to learn faster, better, and wiser. Technology is the key to 

a better future school model. Therefore that all educators in Indonesia, in terms of conveying the 

educational process with required to use the latest technology (Ang et al., 2020) 

b.  Increasing students' interest in the social studies learning process 
 Basically, through reflection on strengthening social studies learning by realizing learning 

with a fun educational game model (game-based learning fun), of course, it can provide increased 

student learning outcomes. It can provide a good response in increasing students' knowledge of 

Indonesia's region, culture, and history of independence. So that through the educational game 

learning model, it can provide fun learning patterns so that it can generate interest and enthusiasm 

for learning in students, especially amid the Covid-19 pandemic. 

 To create and fun learning, various skills are needed, including teaching skills. Teaching skills 

are quite complex professional competencies, as an integration of various teacher competencies as a 

whole and comprehensively, likewise, in creating fun social science education learning. One of the 

means that teachers can use is to utilize Computer Information Technology (ICT) as a learning 

medium. The use of learning media can lead to the use of time effectively and efficiently. Learning 

media can also be a unique attraction to motivate students in learning. From an economic point of 

view, IT-based learning media are more affordable to be empowered. 

In recent years, many studies have revealed that game-based learning is very effective if 

applied in learning. Game-based learning has a vital role in influencing students' motivation and can 

make students feel happy, more enthusiastic, challenged, and establish cooperation between friends 

(Killi et al., 2021). Other research also mentions that game-based learning, especially card games, 

can increase attention, motivation, and curiosity (Umbara et al., 2021). 

 To find out the extent to which students have carried out their learning process well, it is 

necessary to measure the learning abilities of these students. The results of these measurements are 

what is called learning achievement. Learning achievement is defined as the level of humanity 

possessed by students in accepting, rejecting, and assessing the information obtained in learning 
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(Dewantara et al., 2020). In line with this definition, other researchers also argue that learning 

achievement is an achievement obtained by students in learning activities (doing assignments, tests, 

or exams) in the form of values or numbers obtained from evaluations (Umbara et al., 2021). 

Learning shows the extent to which concepts or competencies that become learning objectives 

(instructional objectives) or behavioral objectives (behavioral objectives) can be mastered by 

students at the end of the teaching period (Rochmah, 2021). 

c.  Implementing the concept of game-based learning fun in social studies learning during the 
Covid-19 pandemic 

Implementing game-based learning fun in social studies subjects applied to students has a 

good influence on students. This can be seen through the response of students who are very good 

when realizing the learning process. So that students can actively participate in learning and 

participate in learning activities. 

Learning with the game-based learning model can change the learning paradigm initially a 

teacher center to a student center. Based on constructivist learning theory, it is stated that learning 

will be more meaningful when students are involved in constructing their knowledge. This theory 

emphasizes providing opportunities for students to make judgments and interpretations of 

situations that they experience themselves (Hussain, 2012). One of the innovative learning models 

that involve students in problem-solving activities and provide opportunities to work autonomously 

to construct their way of learning is game-based learning. This learning model helps students build 

meaningful learning and stimulates their development by providing a fun learning experience. This 

fun learning experience, of course, will impact the interests and motivation of students. Students' 

increased interest and motivation students increased interest and motivation will trigger curiosity 

and lead to a further and deeper exploration of what they have done (Duggal et al., 2021). Similar 

research also found the same thing, that game-based learning can improve student achievement and 

learning attitudes (Syaharuddin et al., 2021). Therefore, the integration of games in the learning 

process showed favorable results where students showed positive changes in motivation and learning 

achievement. Students will learn how to work together, take turns, share material, and correct each 

other's mistakes during the play process. Lecturers should play an important role as facilitators and 

always guide at the right time and situation because games in the learning process do not mean 

students are allowed to play without direction and supervision. Play is quite important in education 

because they will learn a lot through playing activities. Therefore, it is hoped that the results of this 

study can serve as a guide for teachers in integrating play activities as part of the learning process. 

In practice, there are several problems experienced by teachers in learning social sciences, 

including (a) the high level of abstraction of the material, resulting in low student learning 

motivation and is often an unsatisfactory reason in achieving student learning achievement; (b) lack 

of learning resources related to interpersonal skills; and (c) curriculum demands require teachers to 

be more creative in developing learning models. However, in learning, the classroom atmosphere 

tends to be boring because most teachers only present what is in the book conventionally and only 

focus on the completeness of the curriculum without paying attention to the expected learning 

outcomes. 

CONCLUSION  
Based on the research results, the strategy is carried out to minimize the problems that occur, 

namely by reflecting on strengthening student learning in social studies subjects, which is carried 

out with fun learning patterns and educational games. Of course, these learning models and 

innovations can increase students' participation, interest, and motivation to learn amid the Covid-

19 pandemic condition. So that through a fun learning pattern, it can certainly provide new 
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knowledge and enthusiasm and motivate students to participate in the learning process actively. 

Thus, strengthening social studies learning with a fun educational game pattern can significantly 

improve students' learning. So social studies learning can be carried out in a fun way and can improve 

students' social interaction with educators and friends and be able to cooperate. 
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