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1. INTRODUCTION
Efforts made by humans to develop all the potential and goodness within themselves in order to maintain their existence in social life are carried out by taking the path of education. Education is defined as a process that occurs in life related to self-development in order to continue to exist and be useful for citizens and the nation (Fau et al., 2023). Primary education, as part of the formal education system, is the foundation for students to continue to secondary and higher education. One form of basic education includes the Junior High School (SMP) level. The implementation of education is related to the curriculum, the curriculum is used as a guide in the process of educational development in an effort to achieve goals (Pane & Aly, 2023). This curriculum includes a series of subject matter taught in educational units, including at the primary and secondary education levels where one of the subjects is Social Studies.
Social studies learning in junior high school is organized integratively by combining various studies in social studies. Social Studies is generally defined as a study that integrates various social sciences and humanities to promote citizenship competencies (National Council for the Social Studies, 2023, p. 8). Social studies learning has a vision and mission in preparing students to become competent citizens. Learners' participation in realizing the existence of democracy will be strengthened by cognitive, emotional, and psychomotor competencies obtained through social studies education.
21st century learning expects the role of teachers in providing various innovations in the learning process. The innovations provided in learning include the use and utilization of appropriate components of teaching and learning activities to increase the motivation and desire of students to be competent. Social studies learning is directed to transform so that its implementation is in accordance with the demands of the times, one aspect of the expected changes is the improvement of teacher performance and professionalism, especially in becoming a facilitator in learning (Safitri, 2021).
Teachers in 21st Century learning are responsible for realizing interactive and active classroom conditions. An active classroom atmosphere is influenced by the teacher's ability to manage the classroom, one of which is that the teacher is able to create meaningful learning activities. The challenge faced by the world of education today is that teachers as the front guard must have good attitudes and personalities, skillfully use various teaching media and methods (Rusijono et al., 2020). Skills in learning process activities that are no less important are the teacher's skills in utilizing learning media when teaching and learning (Mukarromah & Andriana, 2022). Everything that can be used to support the process of delivering knowledge to students is considered learning media. Learning media helps teachers in the process of transferring knowledge efficiently (Rohman & Susilo, 2019).
Based on the results of pre-observation conducted at SMP Negeri 1 Talang Ubi in May 2023, researchers found several problems in social studies learning. The first problem found is related to indicators of social studies cognitive learning outcomes that are still low, seen from the results of the midterm assessment (PTS) of students, more than 75% of students are declared incomplete or get a score below the minimum criteria completeness (KKM). 
Another problem that occurs in the social studies learning process is that the teacher is still the main source of information in the classroom, all learning information comes from the teacher and has not utilized other learning resources such as the internet to support sources of information related to learning materials. Researchers also observed and found problems related to learning implementation management indicators, the teaching methods used by teachers still felt boring and less diverse. The cause can be seen from the lack of variety in the use of learning components, such as methods that are still conventional with lectures as the main approach, as well as limitations in utilizing learning media other than textbooks.
Learning media is one of the important elements that support the success of learning. As emphasized by (Yusuf, 2018) Achievement or results from learning are influenced by internal and external factors. Internal factors include aspects such as talent, intelligence, and individual readiness. While external factors include educators, the environment, infrastructure, teaching materials, and learning conditions. The achievement of social studies learning outcomes that are still low in students of SMP Negeri 1 Talang Ubi is one of them caused by external factors, namely learning conditioning including the use of social studies learning media that is not optimal. 
Referring to Sugiantoro et al. (2020) which explains that teaching media can improve the quality of social studies learning. Improving the quality of social studies learning is an effort to improve the quality of education in Indonesia, learning media becomes an essential component in learning activities including social studies learning. Nahdiroh & Dwi Arisona (2020) suggested that learning media was found to have a positive impact on improving the achievement of social studies learning outcomes. Thus, this study will focus on how to improve the achievement of social studies cognitive learning outcomes through the use of various learning media.
One type of media that can improve student learning outcomes is the monopoly game media. This media acts as a tool to achieve optimal academic achievement and generate strong learning motivation and help students achieve a deep understanding of subjects including social studies. According to Bukhari Masruri & Joko Raharjo (2022) the use of media related to the Monopoly game can increase the effectiveness of learning. 
Agreeing with Masruri, Relita & Karnia's (2021) research on Monopoly game media found that the use of Monopoly games can improve learning achievement in Integrated Social Studies subjects. In addition, the fact that students can learn while playing the Monopoly game is more interesting and fun and can attract student attention (Khoiron and Rezania, 2020). Even according to (Riskiani & Wulandari, 2022), the role of Monopoly game media in social studies learning can also make social studies learning material easier to understand because it becomes more concrete. 
Besides Monopoly, Pop-up Book is another alternative of educational media that can be chosen to increase the effectiveness of social studies teaching. The three-dimensional visual display that attracts attention to this media can make students more involved in participating in learning activities. Illustrated creation books that can move and have a dimensional shape when the page is opened are known as Pop-Up Book. According to Setiyanigrum (2020)), this book offers a more attractive appearance and visualization to achieve a deep understanding for students of the material being taught.
Improvements in cognitive, emotional, and psychomotor abilities can be achieved by utilizing Pop-up Book in teaching. Furthermore, Rachmad & Fauzi (2018) stated that Pop-up Book was able to increase learning motivation from each research action cycle. Research by Maula & Suprayitno (2019); Winda et al. (2022) concluded that the use of Pop-up Book media for social studies lessons can increase students' learning desire. Pop-up Book encourages learners' curiosity to see the shaped images, and read the information listed in the form. Agree with Sunarti et al. (2023) who stated that Pop-up Book is a useful learning resource to improve learners' knowledge and skills. 
Previous studies have evaluated the use of monopoly game media and Pop-up Book in learning activities. However, previous studies only compared the use of monopoly game media or Pop-up Book with image media only. This study will examine the differences in students' cognitive learning outcomes by using Monopoly and Pop-up Book game media and will see the differences in learning outcomes between the two media. In addition, the previous research used literature study research methods and classroom action research with only one media, while this research will use quasi-experimental methods with 2 different treatments. 
This research is focused on studying whether the independent variable is able to make a difference to the dependent variable before and after the intervention. Monopoly and Pop-up Book game media are independent variables in the study, while the variables affected in this study are indicators of cognitive learning outcomes in ASEAN material. Based on the background that has been conveyed and the exposure of related previous research. Researchers want to find evidence of differences in cognitive learning outcomes of students before and after using Monopoly and Pop-up Book game media.
2. METHODS
This research approach uses a quantitative approach with experimental research type. This study chose a quasi-experimental research design. This research was conducted to ascertain how well ASEAN topics were taught through the use of Pop-up Book and Monopoly game media on cognitive learning outcomes. Researchers used a non-equivalent control group design, where one experimental group and one control group were selected based on certain considerations. Both groups were initially given a pretest, then the experimental group will receive treatment with Monopoly game media while the control group with Pop-up Book. At the end of learning, a post-test will be conducted for each group.
The study population consisted of all VIII grade students at SMP Negeri 1 Talang Ubi which amounted to 301 people. In this study, the sample was taken using Non-probability Sampling with Purposive Sampling technique. In this study, the sample selection was based on the results of the initial test (pretest) of the two research groups by looking at the condition of the academic ability of students in each group before receiving treatment. Two classes were determined as research samples based on sampling techniques: class VIII.7 as the experimental group, and class VIII.2 as the control class.
In this context, the data collection technique chosen was a test. Indicators of cognitive learning outcomes of social studies learning is the variable under study, and the data test is conducted to find out more about the variable. For this study, a cognitive understanding test of ASEAN material will be conducted to obtain data. ASEAN material cognitive understanding test is a test used to measure the level of cognitive understanding of students in social studies learning ASEAN material. There are two types of tests carried out, namely pretest and posttest. Pretest and post-test are tests conducted in measuring the level of understanding of students. The understanding of students in the experimental class and control group on ASEAN material is assessed using this instrument. The test used is in the form of multiple choice with a total of 20 items. 
The validity test of the student cognitive understanding instrument was carried out in this study by looking at the product moment correlation value or r count then compared to the r table with the number of respondents (N) of 30 people with an error rate of 5% of 0.361, after the validity test it was found that all items had an r count value greater than r table. The Cronbach Alpha technique was used in assessing the reliability of this study. The SPSS 26 program was used for the reliability testing procedure. The Cronbach's Alpha result is 0.850> 0.6, thus it can be stated that all variables are declared reliable and suitable for use in further testing. To determine the effect between the variables studied, the data obtained were then analyzed using quantitative data processing techniques. The data analysis method used is the independent and paired t test.

3. RESULTS AND DISCUSSION
Results
The pretest for class VIII.7 was attended by all 31 students.
Table 1. Results of Prestest and Post Test of the Experimental Group
	Aspect
	Result

	Total Value
	1285

	Highest Score
	70

	Lowest Score
	20

	Average
	41,45

	Number of Students
	31



	Based on this table, out of 31 students, the pretest total score was 1,285. The mean or average of 41.45 shows that learners have a poor initial understanding. The highest score obtained by students in this group was 70 while the lowest score obtained by students was 20. The pretest for class VIII.2 was attended by all 32 students.
Table 2. Class VIII.2 Pretest Statistics (Control)
	Aspect
	Result

	Total Value
	1305

	Highest Score
	65

	Lowest Score
	20

	Average
	40,78

	Number of Students
	32



	Based on this table, the total pretest score of 1.305 was obtained from 32 students. The mean or average is 40.78, this shows that students in this group also have an initial understanding that is not as good as the experimental group. The highest score obtained by students in this group was 65, while the lowest score obtained by students was 20. From the results of descriptive statistical tests, data information was obtained for class VIII.7 with an average value of 41.45, while class VIII.2 had an average value of 40.78. A comparison of the average pretest scores for the two groups is shown in the following table.
Table 3. Comparison of Pretest Average Scores
	Class
	Experiment
	Control

	Mean
	41,45
	40,78

	Difference
	0,67



The information in table 3 displays the average difference for the research group of 0.67. The table illustrates that the initial condition of cognitive understanding of students from each group is relatively the same. By looking at the results, the average pretest score for the experimental group was 41.45, and the control group was 40.79. So the difference between the average pretest scores of the two groups is not too far and is relatively the same with a difference value of 0.67.
Post-test class VIII.7 (experimental group) of all 31 students after receiving treatment with the monopoly game media. 
Table 4. Post-test statistics for Class VIII.7 (Experiment)
	Aspect
	Result

	Total Value
	2615

	Highest Score
	100

	Lowest Score
	60

	Average
	84,35

	Number of Students
	31



From table 4, the total post-test score obtained from 31 students was 2,615. The average score (mean) of 84.35 was higher during the initial test (prestest). The highest score obtained by class VIII.7 students is 100 and the lowest score is 60. 
Post-test class VIII.2 (control group) was attended by all 32 students. 
Table 5. Post-test statistics for Class VIII.2 (Control)
	Aspect
	Result

	Total Value
	2390

	Highest Score
	95

	Lowest Score
	55

	Average
	74,69

	Number of Students
	32



From table 5, it is known that the total post-test score was 2,390, the average score (mean) was 74.69 which was higher during the initial test (pretest), the median for the control group pretest data was 75.00, the standard deviation was 9.327 and a variance of 86.996. The highest score in class VIII.2 is 95 and the lowest score is 55. From descriptive statistical analysis the average post-test value was 84.35 for the experimental group, and 74.69 for the control group. Comparison of the mean values ​​of the two groups is shown in table 6.
Table 6. Comparison of Post-test Average Values
	Class
	Experiment
	Control

	Mean
	84,35
	74,69

	Difference
	9,66



The data in the table displays the average post-test score in the two groups with a large difference of 9.66. The table above illustrates the condition of the two research groups after different treatments were applied. This condition can be seen from the post-test results for the experimental group which was 84.35 while the control group was 74.69. The post-test mean of the experimental group was better when compared to the control group, as seen from the difference in value of 9.66. Cognitive learning outcomes with monopoly game media are higher than with Pop-up Book media. A hypothesis test or t-test needs to be carried out to conclude whether the difference in cognitive learning outcomes between the two groups is statistically significant.
Paired sample tests (paired t-test) and unpaired sample tests (independent t-test) were carried out in testing research hypotheses with an error tolerance of 5%. Based on the results of the hypothesis test carried out, the t test results were obtained which are displayed in table 7.
Table 7. T Test Results for Class VIII.7 (Experiment)
	Test
	Average
	t count
	t table
	Sig.
	Percentage

	Pretest
	41,45
	20,096
	2,04227
	0,000
	103%

	Post-test
	84,35
	
	
	
	



The results of the t-test of this study found that there was a significant difference in the cognitive learning outcomes of class VIII students of SMP Negeri 1 Talang Ubi before and after using monopoly game media in social studies subjects on ASEAN material. Evidenced by the t-count> t-table value and p value <0.05. The data in table 15, explains that the t-count value of 20.096 for the first hypothesis exceeds the t-table value of 2.04227 with a p value of 0.000. Thus, hypothesis 1 which reads “There is a difference in cognitive learning outcomes of students in class VIII SMP Negeri 1 Talang Ubi before and after using monopoly game media in social studies subjects on ASEAN material”, is accepted. The magnitude of the difference in average scores by using monopoly game media is 42.9.
Furthermore, based on the results of the hypothesis test carried out, the t test results are shown in table 8.
Table 8. t test results Class VIII.2 (Control)
	Test
	Average
	t count
	t table
	Sig.
	Percentage

	Pretest
	40,78
	16,913
	2,03951
	0,000
	83%

	Post-test
	74,69
	
	
	
	



The results of the t-test of this study found that there was a significant difference in the cognitive learning outcomes of VIII grade students of SMP Negeri 1 Talang Ubi before and after using Pop-up Book media in social studies subjects on ASEAN material, as evidenced by the t-count> t-table value and p value <0.05. The data in table 16 above, explains that the t-count value of 16.913 for the second hypothesis exceeds the t-table value of 2.03951 and the p value is 0.000. Therefore, hypothesis 2 which reads “There is a difference in cognitive learning outcomes of students in class VIII SMP Negeri 1 Talang Ubi before and after using Pop-up Book media in social studies subjects on ASEAN material”, is accepted. The difference in average scores before and after using Pop-up Book media is 33.91. In the third hypothesis test obtained t test data displayed in table 9.
Table 9. Post-test t test of Experimental Group and Control Group
	Group
	Average
	T count
	T table
	P Value
	Difference

	Monopoli
	84,35
	4,223
	1,99962
	0,000
	9,667

	Pop-up Book
	74,69
	
	
	
	



The results of hypothesis testing explain that there is a significant difference in the cognitive learning outcomes of students in class VIII SMP Negeri 1 Talang Ubi by using Monopoly and Pop-up Book game media in social studies subjects on ASEAN material, this fact is supported by the results of the t-count> t-table value and the P value <0.05. The data in table 17 above, explains that the t-count with a value of 4,223 for the third hypothesis is greater than the t-table of 1,99962 and the p value is 0,000. Thus, hypothesis 3 which reads “There is a difference in cognitive learning outcomes of students in class VIII SMP Negeri 1 Talang Ubi by using Monopoly and Pop-up Book game media in social studies subjects ASEAN material”, is accepted. The magnitude of the difference in the average value of social studies cognitive learning outcomes of ASEAN material with Monopoly Game media and Pop-up Book is 9.667.

Discussion
Cognitive Learning Results of Class VIII Students of SMP Negeri 1 Talang Ubi Before and After Using Monopoly Game Media in Social Sciences Subjects ASEAN Material
The findings of this study support the hypothesis that there are differences in cognitive learning outcomes of students in class VIII SMP Negeri 1 Talang Ubi before and after using monopoly game media in social studies subjects of ASEAN material, with a p value for the difference in test scores before (pretest) and test after (post-test) is 0.000 which is smaller than the significance value of 0.05. The average value of the pretest and post-test in Class VIII.7 as an experimental group that received monopoly game media treatment showed an increase. This indicates that the monopoly game media is feasible to use in social studies learning, especially to improve students' cognitive learning outcomes.
These results are consistent with the research of Rakhmayanti & Subagio (2019); Relita & Karnia (2021) which aims to see how the effect of monopoly game media on the learning outcomes of grade IV elementary school students, which concludes that the use of monopoly media has a significant effect on activity and cognitive learning outcomes. Previous research that is also compatible with this study was carried out by Wahyudi (2020) entitled “The Effectiveness of Monopoly Game as Media to Enhance 10th Graders Speaking in Descriptive Text”. The results of Wahyudi's research revealed that the monopoly game had a positive and significant effect on the effectiveness of learning seen from the aspect of speaking skills of tenth grade students. 
This research positions itself in the context of literature regarding the use of effective teaching media in junior high school education. The findings of this study support the theory of learning media as one of the learning components that can improve the quality of social studies learning. Different from previous studies conducted on elementary and high school students who tested speaking ability as the dependent variable and compared the effectiveness of monopoly game media with picture media alone, this study was conducted specifically by comparing the use of monopoly game media and Pop-up Book on cognitive learning outcomes of grade VIII students at the junior high school level in social studies subject matter ASEAN. Monopoly game media reduces boredom in learning, makes students' concentration increase in receiving learning materials, increases independence and enthusiasm in learning activities (Suciati et al., 2016).

Cognitive Learning Results of Class VIII Students of SMP Negeri 1 Talang Ubi Before and After Using Pop-up Book Media in Social Sciences Subjects with ASEAN Material
The findings of this study support the hypothesis that there is a difference in cognitive learning outcomes of students in class VIII SMP Negeri 1 Talang Ubi before and after using Pop-up Book media in social studies subjects of ASEAN material, with a p value for the difference in test scores before (pretest) and test after (post-test) is 0.000 which is smaller than the significance value of 0.05. This indicates that Pop-up Book media is recommended to be used in social studies learning, especially to improve students' cognitive learning outcomes. This shows that Pop-up Book media is recommended to be used in social studies learning, especially to improve students' cognitive learning outcomes. 
This study found an increase in social studies cognitive learning outcomes of ASEAN material after the application of Pop-up Book media. This research supports the theory that Pop-up Book media can make learning more active and effective, supporting the theory put forward by Anies Solichah & Mariana (2018) about Pop-up Book media that can attract attention and create a feeling of pleasure for students during learning activities.
The findings of this study are in line with the research of Rizkiyah & Mulyani (2019) on the use of Pop-up Book in improving and increasing social studies learning outcomes in grade IV students at the elementary school level. Pop-up Book media triggers curiosity and encourages students to learn while creating an interesting and fun learning environment so that it can be a recommendation for learning media in social studies lessons. Furthermore, this research is also supported by literature study research conducted by Setiyanigrum (2020) which concluded that Pop-up Book media is effective and feasible to use in learning activities. Pop-up Book provides an interesting experience for students when opening each page of a book that contains three-dimensional elements. 
This research positions itself in the context of literature regarding the use of effective teaching media in junior high school education. The findings of this study support the theory of learning media as one of the learning components that can improve the quality of social studies learning. Different from previous studies conducted on elementary and high school students who tested speaking ability as the dependent variable and compared the effectiveness of monopoly game media with picture media only, this study was conducted specifically by comparing the use of monopoly game media and Pop-up Book on cognitive learning outcomes of grade VIII students at the junior high school level in the social studies subject of ASEAN material.

Differences in Cognitive Learning Outcomes of Class VIII Students at SMP Negeri 1 Talang Ubi Using Monopoly Game Media and Pop-up Books in Social Sciences Subjects with ASEAN Material
The results of the data analysis of this study reveal that there are differences in cognitive learning outcomes by using monopoly game media and Pop-up Book. This fact is supported by the results of the t-test with a t-count value of 4.223 greater than the t-table 1.99962 with a significance value of 0.000 from the post-test value of the two research groups showing significant results. The magnitude of the difference in the average value of social studies cognitive learning outcomes of ASEAN material with Monopoly Game media and Pop-up Book is 9.667. Learning outcomes using monopoly game media are better than with Pop-up Book media. This research explains that social studies learning is more effective and fun through the media monopoly game, students are more enthusiastic and become easy to understand the material ASEAN. 
The findings of this study support the research of Nurhayati et al. (2022) which concluded that social studies learning achievement of elementary school students can be raised effectively with monopoly game media because it has the advantage of creating a learning atmosphere that is not boring. The results of this study are also consistent with Bukhari Masruri & Joko Raharjo (2022) which showed an increase in the learning outcomes of research groups treated with monopoly game media. 
This study supports the theory of improving cognitive learning outcomes by using interactive learning media. The previous studies are expanded with this study which examines a specific comparison between Monopoly game media and Pop-up Book. The difference between this study and previous research lies in the variables used where this study compares two media that are both interactive. In addition, the research method used enriches knowledge about teachers' efforts to improve the quality of learning in this case on cognitive learning outcomes indicators. The results showed that both learning media can contribute to improving learning outcomes. Monopoly game media is better in improving the cognitive learning outcomes of students at the junior high school level in social studies ASEAN material, this provides new insights into the practical application of interactive teaching media in social studies subjects at the junior high school level.
Students experience increased willingness and intensity of learning with the use of monopoly game media (Khasanah & Suripno, 2020). Monopoly game media presents a fun learning atmosphere and provides several advantages, including making learning more effective, deepening students' understanding, increasing students' learning motivation and intensity, students become more collaborative, and dare to argue (Restiana et al., 2020). Monopoly game media is an educational and interactive game tool that has several advantages to be applied in the learning process, namely games are very fun to do, games cause student participation, games train social interaction between students, are more dynamic and flexible (Rakhmayanti & Subagio, 2019).


4.  CONCLUSION
There are differences in the cognitive learning outcomes of class VIII students at SMP Negeri 1 Talang Ubi before and after using the Monopoly game media and Pop-up Book in social studies subjects with ASEAN material. The average pretest score was 41.45, while during the final test (post-test) after being treated with monopoly game media, the average post-test score was 84.35. The difference in the average value of cognitive learning outcomes is 42.9 and the p value is 0.000. Meanwhile, the average score of students, during the initial test (pretest) before being treated with Pop-up Book media, the average pretest score was 40.78, while during the final test (post-test) after being treated with the treatment the average score was 40.78. The post-test average was 74.69. The difference in the average value of cognitive learning outcomes is 33.91 and the p value is 0.000. Furthermore, there are differences in the cognitive learning outcomes of class VIII students at SMP Negeri 1 Talang Ubi using Monopoly game media and Pop-up Books in social studies subjects with ASEAN material. The average post-test score using monopoly game media was 84.35, while the average post-test score using Pop-up Book media was 74.69. The difference in students' cognitive learning outcomes between the two media is 9.66. The cognitive learning outcomes of students treated with monopoly game media are higher than the learning outcomes of students treated with Pop-up Book media. This conclusion is strengthened by the results of the independent t-test with a p value of 0.000.
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