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1. INTRODUCTION

The background of this research is the importance of
effective learning strategies to increase learners' focus
and involvement in learning Civic Education (PPKn) in
elementary schools. This study aims to examine the
effectiveness of educational games based on board
games, namely “Guess Who?”, in optimizing students’
attention and participation during learning. The research
method used is a qualitative approach with a case study
method, and data collection techniques with interviews,
observations, and literature studies. The results showed
that the use of the “Guess Who?” board game can
increase students' concentration, active participation,
and understanding of Civics material. In conclusion,
“Guess Who?” is an effective and interactive learning
media, which can help optimize students' learning focus
in learning Civicsin elementary schools.

Keywords: Educational Games, Board Games, Learning
Focus, Civics, Elementary School.

The development of technology and changes in modern lifestyles have significantly
mmpacted the learming focus of elementary school children (Kaden, 2020; Alam, 2022).

In the context of education, children tend to struggle more in maintaining their attention

due to distractions such as gadgets and other digital entertainment (Banerjee et al., 2024;
Priporas et al.,, 2024). According to a report from Kemendikbud (2022), 65% of

elementary school students face challenges in maintaining concentration during the

learning process (Rasmitadila et al., 2022; Abdurrahmansyah et al., 2022). This indicates
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that conventional learning approaches need to be complemented with more mnovative
methods to enhance students' focus (Saab et al., 2021; Miranda et al., 2021).

One effective approach to improving students' learning focus 1s through educational
games (Yuet al., 2021; Suhendar & Rambe, 2023). Research by Smith and Taylor (2019)
shows that the use of educational games, such as board games, can increase students'
concentration and engagement by up to 409% compared to traditional lecture methods
(Holbrey, 2020; Suhendar et al., 2023). Board games like "Guess Who?" involve
mteractive elements, problem-solving, and teamwork, making them highly relevant for
enhancing students' understanding of subjects such as Civic Education (PPKn).
Additionally, the constructivist learning theory by Piaget (1977) emphasizes that learning
mvolving enjoyable and interactive activities can facilitate deeper concept comprehension
(Chen & Tsai, 2021; Suhendar et al., 2024).

This paper aims to explore the optimization of using the educational board game
"Guess Who?" to enhance children's focus during Civic Education (PPKn) learning in
elementary schools. By employing an interactive approach that integrates game elements
mto the learning process, students are expected to become more active, focused, and
capable of understanding the material comprehensively. This study also aims to provide
practical guidance for teachers i implementing game-based learming methods n
classrooms, thereby improving the quality of Civic Education in elementary schools.

Based on the social and literature facts outlined, the argument proposed in this paper
1s that the use of educational games like "Guess Who?" can serve as an effective strategy
to address the issue of low student focus in Civic Education learning. The hypothesis is
that integrating this board game can enhance students' learning focus by up to 50%
compared to conventional teaching methods. Moreover, this game also has the potential
to strengthen students' social skills through player mteraction and the application of
Pancasila values in the game.

2. RESEARCH METHODE

This study aims to explore the effectiveness of the educational game "Guess Who?" in
enhancing students' focus during Civic Education (PPKn) lessons. A qualitative approach
was chosen as 1t allows researchers to gain in-depth nsights into the learning process and
students' responses to the implementation of this game in the classroom (Kaimara et al.,
2021). A case study method was employed to enable the researcher to observe this
phenomenon in detail within a real-world context, namely the learning environment
where "Guess Who?" 1s used as a teaching medium.

The study involved fourth-grade students from an elementary school located in
Surakarta. In addition to the students, the Civic Education teacher for the class was also
mvolved as an informant, enabling the researcher to gain the educator's perspective on
the implementation of this game in teaching and learning activities.

Data were collected through several technmques, namely observation, mterviews, and
documentation. Observations were conducted directly during Civic Education lessons
that utilized the "Guess Who?" game to assess students' engagement, learning focus, and
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mteractions throughout the activity. This method involved direct observation of social
phenomena without manipulation (Hasanah, 2017). Interviews, a primary data collection
technique 1 qualitative research, were conducted alongside participatory observations
(Djaelani, 2014). The interviews were conducted with the fourth-grade homeroom
teacher who teaches Civic Education in the class to understand their opimions regarding
the effectiveness of this method and its impact on students' focus and comprehension.
The researcher also collected documentation in the form of photographs taken during
the activities as supporting data. This method helped the researcher uncover the
meanings embedded within the research setting (Djaelani, 2014,).

3. RESULT AND ANALYSIS

Based on the qualitative approach used through observation and iterview methods,
this study found problems related to the implementation of Civics learning at the primary
school level, especially in terms of educators' ability to condition students. Often,
educators have difficulty in maintaining learners' attention and engagement during
learning, so some learners lose their focus. Some previous literature studies also explain
that learners' unfocusedness can be caused by educators' ability to manage the class and
use learning methods that are less interesting and innovative. The ability of educators to
create a conducive learning atmosphere 1s very important to maintain students' learning
focus, especially in Civics subjects that have theoretical content and demand conceptual
understanding.

According to Krisnawati, N.M., & Khotimah, S.H. (2021) factors that affect student
focus mclude a distracting classroom environment, monotonous teaching methods, and
lack of varied learning media. Meanwhile, according to Kholisa, et al. (2024) in their
research explained that students' unfocusedness often occurs due to non-interactive
learning methods and lack of interesting supporting media. Educators who use the lecture
method tend to make students bored quickly, so that learning focus decreases. The use
of modified educational games can be a solution in optimizing students' attention and
participation in learning. Educators who are able to utilize educational games are expected
to overcome the challenges of students' unfocusedness and create a conducive and
mteresting learning atmosphere. Therefore, the use of educational games, such as Board
Games: “Guess Who?” 1n cultural diversity material 1s one solution i helping students
maintain their learning focus.

The importance of educational game media Board Games: Guess Who? in Civics
learning can bring students and educators 1 a more interactive learning environment.
Educational game media such as Board Games: “Guess Who?” i Civics learning plays
an important role in facilitating closer interaction between learners and subject matter, as
well as between learners and their peers. According to D. Triastuti et al., (2017) her
research shows that incorporating games and engaging media into the educational
environment can significantly increase student motivation and focus. Game-based
learning, such as board games, can create a fun atmosphere that encourages active

participation and skill development. Through the use of fun and engaging game media,
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educators can increase students' learning focus and motivation, so that they are more
motivated to understand learning materials, such as cultural diversity in a more relaxed
and less boring way.

Board Games media: “Guess Who?” modified for one of the Civics materials, namely
material on Indonesian cultural diversity, can present characters from various tribes and
cultures, including cultural symbols such as traditional clothing, special foods, and
traditional dances. Therefore, this game not only serves as a means of entertainment, but
also itroduces learners to various cultural elements in Indonesia directly. Learners can
learn about the cultural origins, special characteristics, and meanings attached to the
cultural symbols they encounter during the game. This approach helps learners
understand the Civics material more deeply as they learn through direct experience.

During the game, learners take turns selecting and guessing cards containing cultural
symbols. This process requires them to think critically in determining questions and
finding relevant answers to 1dentify the chosen character. This activity helps hone learners'
critical thinking and social skills, as they learn to cooperate and communicate with their
peers. In addition, the game provides an opportunity for learners to learn about diversity
n a fun way, so they do not feel burdened by material that might seem heavy 1f delivered
in the form of a lecture.

Game-based learning also allows learners to engage directly and actively, giving them
the opportunity to hone social skills as well as critical and reflective thinking. In the context
of cultural diversity learning, the Board Games: “Guess Who?” can be modified to feature
characters or symbols from various cultural backgrounds in Indonesia. This not only
teaches students about diversity and differences, but also instills the value of tolerance and
respect for a different diversity in real terms. The existence of educational game media
Board Games: “Guess Who?” in Civics learning can create a more inclusive and fun
learning environment. Learners who are usually less active or quickly lose focus during
learning, tend to be more involved when using game media. They are more enthusiastic
and actively participate because the game gives them the opportunity to be part of the
learning process directly.

Through the provision of learning facilities in the form of space for interactive activities
and educational game media, 1t can support educators in optimizing learner engagement
and attention. The use of Board Games: “Guess Who?” in learning cultural diversity
allows educators to create a conducive and more effective learming atmosphere, where
learners can understand the values of diversity in a relevant and meaningful way.
Therefore, this educational game 1s not only a tool, but also a medium that can optimize
the learning focus of students in Civics learning at the elementary school level.

4. CONCLUSION

This research shows that the use of educational game media, such as Board Games:
“Guess Who?” in Civics learning, has an important role in increasing learners' focus,
engagement and motivation to learn, especially on the material of cultural diversity.
Through an interactive approach, this game not only mtroduces cultural symbols from
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various tribes in Indonesia but also helps learners understand the values of tolerance and
respect for diversity. In addition, the use of educational games in learning proved effective
n creating a more inclusive and conducive learning atmosphere, where learners actively
participate, think critically, and work together. These results support the importance of
mnovating interesting learning methods to mmprove the quality of Civics learming in

primary schools.
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