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Abstract: The results of the preliminary study showed a decrease in the level of activeness
of PGSD UAD students in participating in Indonesian language learning. In response to these
problems, this study aims to examine the effect of using Gamification in elementary
Indonesian language learning on student activeness. This study used a quasi-experiment
research approach with a Pretest-posttest Non-equivalent Control Group design. The sample
of this study was 80 PGSD UAD students who were divided into 2 groups, namely the
experimental group of 40 students and the control group of 40 students. Data collection
techniques in this study were obtained through a learning activity questionnaire. The data
analysis technigue used the Independent Sample T-Test with a significance level of <0.05.
The results showed that Gamification in Indonesian language learning affected the activeness
of PGSD UAD students, as evidenced by the results of the Independent T-test of 0.000.
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INTRODUCTION

Universities today face a big challenge in creating graduates who are not only
academically smart, but also adaptive to the changing times. The transformation of
education in the digital era demands an update in the learning system, both in terms of
materials, methods, and media used. Students as a digital native generation have different
learning characteristics than previous generations (Princes et al., 2024). The current
generation has more visual, interactive, experiential learning characteristics, and has a
shorter attention span (Natsir et al., 2022). This condition forces higher education
institutions, including teacher study programs, to design learning strategies that are more
contextual, creative, and involve the active role of students to the fullest (ldoiaga
Mondragon et al., 2024).

The Primary School Teacher Education (PGSD) Study Program holds a strategic

responsibility in preparing prospective educators who will interact directly with early
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learners. PGSD students are not only required to master academic theory and content, but
are also required to have pedagogical skills, innovation in teaching, and empathy in
building pleasant learning relationships (Hasanuddin et al., 2024). The lecture process
they experience should be a reflection of the approach they will use when teaching in the
future (Johannessen, 2024). Learning cannot only be oriented towards one-way
knowledge transfer, but must foster students' thinking, creativity, and active participation
in the classroom (Baric¢evi¢ & Luié, 2023).

One of the key courses that plays a role in shaping the foundation of these abilities is
Elementary Indonesian. This course not only teaches language structure and writing
skills, but also trains students to build meaningful communication, organize ideas
coherently, and develop critical thinking skills (Febriani et al., 2023). Unfortunately, the
reality in the field shows that learning Indonesian is still often done conventionally, with
the dominance of lectures and monotonous textual exercises. Many students consider this
course to be theoretical, boring, and less applicable, so that their activeness in
participating in learning decreases (Zainudin et al., 2025).

Findings in the Ahmad Dahlan University PGSD Study Program show a decrease in the
level of student activeness in participating in elementary Indonesian language learning.
Based on observations during the first three meetings of the even semester 2023/2024,
only about 20% of students were actively involved in class discussions or asking
questions. Most students show passive behavior, lack of enthusiasm, and lack of initiative
in participating in learning activities. Questionnaires distributed to 60 students showed
that only 27% felt enthusiastic about this course, while 73% felt less motivated,
uninvolved, and lacked understanding of the relevance of the material to teaching practice
in elementary schools.

The impact of low learning activeness is not only felt during lectures, but also affects
students' readiness to face the world of work as prospective teachers. Students who are
not accustomed to being active, thinking critically, and solving problems since college
will have difficulty when they have to face real classroom dynamics (Rugambuka &
Mazzuki, 2023). Therefore, it is important to present a learning approach that is able to

create an interesting, meaningful, and challenging learning experience.
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This phenomenon reflects a wider problem in higher education, namely the gap between
the learning methods used by lecturers and the learning needs of the current generation
of students. Students are no longer suited to a one-way lecture model. They are more
interested in approaches that are interactive, fun, and provide real challenges.
(Kerimbayev et al., 2023). Research in Indonesia shows that students prefer learning
using interactive media such as Kahoot and Quizizz because they are considered more
interesting, fun, and effective than traditional lecture methods (Ginting & Ramadhan,
2024). This condition requires learning innovations that are able to answer these needs.
Gamification is one of the promising approaches to address the challenges of digital-age
learning. It uses game elements such as points, badges, rankings, challenges and prizes to
create a fun and competitive learning environment (Hellin et al., 2023). Students not only
learn cognitively, but also emotionally and socially as they feel valued, challenged, and
motivated to complete tasks (Coelho et al., 2025). Research by Baah et al. (2024) dan
Zhang & Yu (2022) proved that gamification in education can significantly improve
motivation, participation, and learning outcomes compared to traditional learning
methods.

In the context of PGSD, the application of gamification in Indonesian language courses
has two dimensions of benefits. First, as a strategy to reactivate students who are getting
bored with conventional approaches. Second, as a direct experience for students to
understand and experience innovative learning models, which they can later adapt and
apply when teaching in elementary schools. This process also indirectly equips them with
the skills to design game-based learning, which has proven to be effective at the
elementary level in increasing student interest and participation (Asitah et al., 2025).
Seeing the importance of the urgency of the problem and the potential solutions offered
by the gamification approach, this study was conducted to measure the effect of
gamification in elementary Indonesian learning on the activeness of PGSD UAD students.
Hopefully, the results of this study will not only provide theoretical contributions in the
field of higher education, but also provide best practices in the transformation of
pedagogy that is more humanist, relevant, and has a direct impact on the quality of future

elementary school teachers.
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METHOD

This study used a quasi-experiment approach with a Pretest-Posttest Non-Equivalent
Control Group Design, which allows researchers to determine the difference in results
between two groups (experimental and control) before and after treatment. This design
was chosen because the real conditions in the field do not allow the distribution of samples
randomly, but can still explain the cause-and-effect relationship of the variables studied.
The research subjects were 80 students of Ahmad Dahlan University (UAD) PGSD Study
Program who were taking the Elementary Indonesian Language course in the even
semester of the 2023/2024 academic year. The subjects were divided into two groups,
namely experimental and control groups. The experimental group (40 students) received
elementary Indonesian language learning using a gamification approach. The forms of
gamification used include: point system, class leaderboard, app-based interactive quizzes
(Kahoot, Quizizz), weekly learning missions, and giving digital badges for certain
achievements. The control group (40 students) received elementary Indonesian learning
with conventional methods, namely lectures, questions and answers, and group
discussions without game elements.

The data collection instrument in this study was a learning activeness questionnaire
prepared based on indicators of student activeness according to Bonwell & Eison (1991)
theory, including: active questioning, answering, discussing, expressing opinions, and
being involved in class activities.

Before the treatment was given, both groups were given a pretest to measure the initial
level of activeness. After 6 learning meetings, both groups were again given a posttest
using the same questionnaire. Data were analyzed using the Independent Sample T-Test
test with the help of SPSS version 25, with a significance level of 5% (a = 0.05) to
determine the average difference in student activeness between the two groups after

treatment.

RESULT AND DICSUSSION
Research data was obtained through distributing questionnaires or questionnaires
distributed to 80 PGSD UAD students. After the data was collected, it was analyzed

through descriptive analysis, which is presented in Table 1 below.
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Table 1. Descriptive Data

Learning Activeness

Statistic Experiment Control
Pretest Posttest Pretest Posttest
N 40 40 40 40
Minimum 52 78 50 70
Maximum 76 90 73 88
Mean 63.00 85.03 63.15 78.58

Std. Deviation  6.072 3.676 5.270 4.898

Based on Table 1 above, it is known that the learning activeness of experimental class

students obtained an average pretest score of 63.00 and the control class obtained a pretest
score of 63.15. The experimental class that received gamification treatment in the learning
process obtained a pretest score that was superior to the control class with a score of
85.03, while the control class amounted to 78.58. After conducting statistical data
analysis, the next prerequisite test is the data normality test to see whether the data is
normally distributed or not. Data can be said to be normal if it meets the criteria of value>
0.05. The results of the normality test can be seen in the following table.

Table 2. Normality Test

Learning Activeness

Statistic Experiment Experiment
Statistic df  Sig.  Pretest Posttest  Sig.

Pretest  0.136 40 062  0.137 40 0.56

Posttest  0.137 40 0.156 0.117 70 0.177

Based on Table 2, the results of the normality test, all data on the pretest and posttest of
both experimental and control groups show a significance value above 0.05, which means
that the data is normally distributed. After normality testing, proceed with the
homogeneity test of the pretest and posttest of both classes. The homogeneity test was
conducted to see whether the data from the two sample groups came from the same
population or not. The results of the pretest and posttest homogeneity test can be seen in
Table 3.

Table 3. Homogeneity Test
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Statistic

Data -
dfl df2 Sig.
Pretest 1 78 0.465
Posttest 1 78 0.110

Based on the homogeneity test table, it is known that the significance value of the pretest
data is 0.465 and the Sig. The value of the posttest is 0.110. From the data analysis of the
homogeneity test of students' critical thinking skills it shows that the Sig. The value of
both data is more than 0.05. So it can be said that the data variance between the
experimental and control groups is homogeneous. After doing the homogeneity test, test
the hypothesis using the Independent Sample T-Test. The results of hypothesis testing
can be seen in the following table.
Table 4. Hypothesis Test

Variabel F Sig. (2-tailed)

Keaktifan Belajar 2.617 0.000

Based on the results of data analysis using the Independent Sample T-Test test, a

significance value (p-value) of 0.000 (p < 0.05) was obtained, which shows that there is
a significant difference between the learning activeness of experimental and control group
students. These results provide empirical evidence that the gamification approach has a
positive impact on the learning activeness of PGSD UAD students in learning elementary
Indonesian. This difference is not only statistically significant, but also clearly reflected
in the dynamics of the class during the learning process.

The learning process in the experimental class was designed with a systematic and
structured integration of gamification elements. Students are divided into small groups,
and each meeting is filled with challenging activities such as interactive quizzes, teaching
material-based puzzles, and weekly missions that must be completed individually or in
teams. A point system and leaderboard are updated in real-time to monitor each student's
achievements, while digital badges are awarded for certain achievements, such as
completing assignments early, showing good collaboration, or contributing creative ideas.
In discussion sessions, lecturers act as facilitators and game masters who provide quick
feedback, and adjust the flow of activities according to class responses. Students are given

the freedom to choose a particular “mission path” (e.g. a mission to write a short story,
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make a learning video, or comment on a friend's work), so they feel in control of their

learning process.

In contrast, learning in the control class was carried out using conventional methods of
lectures and guided discussions. Students received materials from lecturers through
PowerPoint presentations and question and answer sessions. Assignments were done
individually and collected through the learning platform without any reward or
competition mechanism. Class interaction tends to be one-way, with the lecturer as the
center of activity, and student participation is limited during question and answer sessions
or when called upon directly. Although the material presented in both classes is the same,
the delivery approaches differ significantly, thus affecting the class dynamics and the

level of student participation.

In the implementation of gamification learning, students in the experimental group
showed higher engagement. They showed enthusiasm in taking the game-based quiz,
eager to collect points, and active in monitoring their position on the leaderboard. In fact,
there were even some students who voluntarily proposed additional challenges or
“learning missions” in the hope of earning certain digital badges. This phenomenon
reflects that gamification elements not only facilitate learning interaction, but also
successfully activate students' intrinsic motivations, such as curiosity, spirit of healthy
competition, and personal satisfaction when achieving certain milestones in the learning

process.

The gamified learning experience builds a more positive and supportive classroom
atmosphere. Students show excitement, passion and pride in their achievements, both
individually and as a team. The use of visual elements such as badges and progress charts
help students feel a real sense of achievement during the learning process. This is
especially important in the context of primary education, where teachers as facilitators
must have positive emotions and mental readiness in dealing with students. The liveliness
generated by the gamification approach is not just momentary, but also fosters self-
confidence and motivation to keep learning and improving, important skills that will come

in handy when students face real-world situations in education.
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Student activeness can be understood through the framework of the Self-Determination
Theory proposed by Ryan & Deci (Guay, 2022). This theory explains that intrinsic
motivation can grow when three basic psychological needs are met, namely competence,
connectedness, and autonomy. In this context, gamification provides challenges that are
appropriate to students' ability levels, thus fostering a sense of competence. In addition,
the social interaction through pair or group activities and healthy competition in the
leaderboard allows students to feel socially connected with their peers. Meanwhile, the
freedom to choose a learning strategy, determine the mission to be accomplished, or set
the time to complete the task provides space for students to feel autonomy in their learning
process. These three elements work synergistically to strengthen students' emotional

engagement in learning.

Furthermore, these findings reinforce the urgency of a paradigm shift in teacher
education. PGSD students must be prepared to become adaptive and innovative
educators. If during lectures they are only accustomed to being passive participants, then
when they become teachers, they will also have difficulty building an active and
interesting learning atmosphere in the classroom. Gamification is one approach that
bridges this need. By experiencing the benefits of active, fun, and participatory learning,
students will find it easier to transmit similar approaches in their future teaching practices
(Halimi et al., 2024).

In addition, these results support the findings of a study by Gundiz & Akkoyunlu (2020)
which showed that students who learn with a gamification approach tend to have higher
class participation, more consistent task completion, and deeper emotional engagement
than students who follow conventional learning methods. Gamification does not only
serve as a visual sweetener or entertainment, but also a pedagogical instrument that is
able to design a comprehensive learning experience: touching cognitive, affective, and

social aspects simultaneously.

In the context of elementary Indonesian learning, the gamification approach has proven
to be effective because it encourages students to be more active in speaking, writing, and
thinking critically about the material presented. Learning becomes more contextualized

and meaningful as it is delivered through game scenarios that connect the content to real
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life or fun learning experiences. Interaction between students also increases as many

collaborative activities are designed in the form of group challenges or team quizzes.

However, some challenges were also found, such as the need for lecturers' readiness in
designing gamification scenarios that are in line with learning outcomes, as well as
additional time to develop fair and meaningful reward mechanisms. Therefore,
gamification implementation requires continuous training and adaptation to be effectively

applied in various learning contexts.

CONCLUSION

This research proves that the use of gamification in learning elementary Indonesian
significantly increases the activeness of PGSD UAD students. The gamification approach
is able to create a fun, competitive, and participatory learning environment, thus
triggering students' active involvement in lecture activities.

This finding has important implications for the development of learning strategies in
higher education, especially in the context of prospective teacher education. PGSD
lecturers are advised to adopt innovative approaches such as gamification in the learning
process, so that students not only understand course content theoretically, but also
experience it practically and reflectively as prospective educators.

Recommendations for future research are to develop a more structured and contextualized
gamification model, and explore its effect on other variables such as creativity, learning
outcomes, and student teaching skills. This research also opens up opportunities to apply
gamification in other courses at PGSD and at a broader level of education as part of the

transformation of pedagogy in the digital era.
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