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This study investigated the effectiveness of a traditional megoak-goakan 

game, integrated with the Visual, Auditory, Kinesthetic (VAK) learning 

model and supplemented with student worksheets (LKS), in enhancing 

Phase A elementary school students' understanding of mathematical 

concepts. Using a quasi-experimental approach with a time-series design, 

the research was conducted with first-grade students at SDN Kranji VI and 

SDN Kayuringin Jaya VI in Bekasi City. The findings showed a significant 

improvement in students' understanding of mathematical concepts. Post-

test scores and N-Gain scores increased by 35% at SDN Kranji VI and 51% 

at SDN Kayuringin Jaya VI. These results suggest that integrating 

traditional games with the VAK model and LKS provides an interactive 

and enjoyable learning experience, effectively improving mathematical 

concept understanding as well as students' social and emotional skills. 

 
INTRODUCTION 

Background of the Study 

Education is the main foundation in nation building, because through quality education 

a generation that is smart, competent, and ready to compete in the era of globalisation can be 

born. However, in Indonesia, one of the challenges that continues to be faced is the low 

numeracy literacy of students. Based on data from the Program for International Student 

Assessment (PISA) in 2022, only 18% of Indonesian students reached level 2 or above in the 

mathematical ability category, far below the OECD country average of 69% (OECD, 2023). This 
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indicates that there are still many students who have difficulty in understanding basic 

mathematical concepts and applying them in everyday life. 

Mathematics is known as a subject that is abstract, full of symbols, and requires 

deductive reasoning skills (Muhammad & Gunawan, 2025, Hariyono, et al., 2023). This 

challenge becomes even greater for elementary school students, especially in Phase A (grades 

I and II), who are at the concrete operational cognitive development stage according to 

Piaget's theory (Jupriyanto, et al., 2024; Sutanto, et al., 2024). Students at this stage more easily 

understand concepts through direct, concrete experience. Therefore, a mathematics learning 

approach that is too theoretical and lacks contextualization can actually hinder understanding 

and reduce student motivation to learn. 

On the other hand, the characteristics of elementary school students, especially in the 

lower grades, tend to like to play, move, work in groups, and demonstrate things directly 

(Nurhairani, et al., 2026; Sutanto, et al., 2024; Kusmaryono, 2023). Therefore, learning that 

integrates play activities is not only in accordance with their developmental needs, but is also 

able to create a fun and meaningful learning atmosphere.  

The Problem of The Study 

This study was motivated by the results of observations and interviews with first grade 

teachers at SDN Kayuringin Jaya VI and SDN Kranji VI, Bekasi City. The teachers stated that 

students still have difficulty in solving story-shaped math problems. They tend to understand 

addition or subtraction in the form of numbers only but fail to relate it to the context of 

everyday life. In fact, some students are not able to read well, which affects their 

understanding of the problem. 

Furthermore, the mathematics learning that is applied still tends to be conventional, 

with the dominance of lectures and written problem exercises. The lack of variety in learning 

models and the lack of use of learning media that suits the characteristics of students are the 

main obstacles. Therefore, innovations are needed in mathematics learning in the lower 

grades of elementary school that can present a fun, concrete, and contextual learning 

atmosphere. 

Research’s State of the Art  

Several previous studies have shown the potential of using traditional games in 

learning. For example, the traditional Balinese megoak-goakan game has group dynamics that 

allow students to interact actively (Dharmadia, Parwatab, Arianic, and SpyanawatidSibarani, 

2022). In its implementation, the concept of adding and subtracting the number of group 

members naturally occurs, providing opportunities for students to understand mathematical 

concepts concretely (Widya Pratama et al., 2023). In addition, traditional games are also 

loaded with educational values such as cooperation, sportsmanship, and logical thinking skills 

(Syahrial et al., 2022; Kamid et al., 2022). 
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To increase the effectiveness of traditional games, it is necessary to apply learning 

models that can accommodate various learning styles of students, such as the VAK (Visual, 

Auditory, Kinesthetic) learning model (Handayani, et al., 2025). This model integrates three 

main learning styles, so that learning can reach all students, whether they are dominant visual, 

auditory, or kinesthetic (Mahbubah & Darmawan, 2026). Support from systematic teaching 

tools, such as Student Worksheets (LKS), is also needed (Wardani Rambe, 2022; Sulistyowati, 

et al., 2022). LKS specifically designed based on the steps of the megoak-goakan game and 

adapted to the syntax of the VAK model can help students reflect on their learning experience 

and become a formative assessment tool for teachers. 

Novelty, Research Gap, & Objective 

Previous studies have indeed explored the use of traditional games and the VAK model 

separately. However, there has been no research that specifically integrates the traditional 

megoak-goakan game with the VAK learning model and is supported by specifically designed 

Student Worksheets. The integration of these three is expected to overcome the challenges of 

mathematical understanding experienced by students in the lower grades in the modern era. 

The novelty of this research lies in the development of an innovative learning approach 

that combines elements of a traditional game (megoak-goakan), a multisensory learning 

model (VAK), and supporting teaching tools (LKS) in an integrated manner for mathematics 

learning. This approach not only offers an alternative strategy but also contributes to the 

preservation of local culture. 

The research gap that this study aims to bridge is the lack of research that tests the 

effectiveness of the synergy between a specific traditional game, a modern learning model, and 

structured teaching tools to improve the understanding of mathematical concepts in Phase A 

elementary school students, especially in a specific context and relevant to the problems found 

in the field. 

The main objective of this research is to find out whether the traditional megoak-

goakan game based on the VAK learning model assisted by LKS can improve the understanding 

of mathematical concepts of Phase A elementary school students. In addition, this study also 

aims to describe the learning steps using this approach and assess students' responses to the 

application of this method. 

This research is expected to make a theoretical contribution to the development of 

contextual and applicable learning models, as well as provide a practical contribution for 

teachers in implementing fun and effective mathematics learning in the classroom. 

 

METHOD 

Type and Design 

This study used a quantitative approach with a quasi-experimental method. This 

method was chosen because it allows researchers to evaluate the effect of a treatment on the 
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dependent variable, namely students' understanding of mathematical concepts, even without 

using full randomization in the group under study. The research design used is a time series 

design, which involves repeated measurements before and after the treatment is given (Diggle 

& Giorgi, 2025). This design is effective for observing trends or changes that occur in the 

research subjects over time. 

Data and Data Sources  

The variables in this study consisted of two types: 

a. Independent variable: The learning model based on the traditional megoak-goakan game 

combined with the Visual, Auditory, Kinesthetic (VAK) approach and equipped with 

Student Worksheets (LKS). 

b. Dependent variable: The improvement in students' understanding of mathematical 

concepts. 

The data sources for this research were first-grade students in the 2023/2024 school 

year from two public elementary schools in Bekasi City, namely SDN Kayuringin Jaya VI and 

SDN Kranji VI. The research subjects consisted of two classes, with a total of 30 students in 

each class. The selection of locations and subjects was carried out by purposive sampling, 

based on the suitability of the characteristics of Phase A students and the readiness of the 

teachers to implement the designed learning model. 

Data Collection Technique 

The data collection techniques in this study used several main instruments: 

a. Test of Mathematical Concept Understanding: Used to measure students' initial (pre-test) 

and final (post-test) abilities in understanding addition and subtraction concepts. This test 

was in the form of multiple choice and short descriptions adapted to the curriculum 

indicators. 

b. Student Activity Observation Sheet: Used to record student involvement and participation 

during the learning process, such as cooperation, active participation, and responses to 

tasks. 

c. Student Response Questionnaire: Used to determine students' perceptions and 

experiences of the learning method used, using a 4-point Likert scale. 

Before use, all instruments were validated by basic education experts and tested on 

students outside the research sample. Content validity was determined through expert 

judgment, while the instrument reliability test was carried out using the Cronbach's Alpha 

formula with a result of 0.78, which is classified as high. 

Data Analysis 

The data obtained were analyzed through several stages. First, prerequisite analysis 

was conducted, which included a normality test using the Kolmogorov-Smirnov method and a 

homogeneity test using Levene's Test (Atmojo, et al., 2025). 
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Next, to determine the effectiveness of the treatment, an effectiveness analysis was 

carried out using the N-Gain calculation to measure the improvement in student learning 

outcomes after the treatment. 

To determine the significance of the difference in student learning outcomes before and 

after the treatment, an inferential statistical test was used. Based on the research design, the 

most relevant test for comparing two scores from the same group (pre-test and post-test) is 

the paired sample t-test. This test is used to test the hypothesis that there is a significant 

average difference between the pre-test and post-test scores with a significance level of 0.05. 

Specifically, the t-test formula used is as follows: 

𝑡 =
𝑑̅

𝑆𝑑̅
 

where: 

𝑑̅ = the average of the difference between pre-test and post-test scores 

𝑆𝑑̅   = the standard error of the mean difference 

 

In addition, data from the activity observation sheets were analyzed descriptively 

quantitatively, while the questionnaire results were processed in the form of a percentage of 

student attitude trends. 

With this analytical method, it is expected to obtain a clear and objective picture of the 

effectiveness of the megoak-goakan game-based learning model in improving students' 

understanding of mathematical concepts. 

 

RESULTS 

This study aims to examine the effectiveness of traditional megoak-goakan games 

integrated into the VAK (Visual, Auditory, Kinesthetic) learning model assisted by LKS to 

improve the understanding of mathematical concepts of Phase A elementary school students. 

The research was conducted in two schools: SDN Kayuringin Jaya VI and SDN Kranji VI, Bekasi 

City. The research design used was a quasi-experiment with a one group pretest-posttest 

approach. The subjects consisted of grade 1 students from two experimental classes. Data 

collection was conducted through mathematics concept understanding tests, student activity 

observations, and student response questionnaires. 

A. Instrument Validity and Reliability 

The test instrument used had gone through a content validation process by experts. 

A trial was conducted on 16 students to determine the level of difficulty and distinguishing 

power. The results of the analysis showed that 4 questions were classified as easy, 2 

questions were moderate, and 1 question was difficult, with all items having good 

differentiating power. 
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Table 1. Problem Difficulty Level 

Question Difficulty Index Category 
1 0.923 Easy 
2 0.872 Easy 
3 0.897 Easy 
4 0.949 Easy 
5 0.615 Moderate 
6 0.667 Moderate 
7 0.282 Difficult 

 

Furthermore, the instrument's reliability was measured using the Cronbach's Alpha 

formula, and the result was 0.78, which indicates a high level of reliability. 

B. Prerequisite Test Results 

Before conducting the treatment effectiveness test, the data were tested for 

normality and homogeneity. The Kolmogorov-Smirnov test for normality showed that all 

pre-test and post-test data were normally distributed, with p-values (Asymp. Sig.) greater 

than 0.05. For instance, the pre-test data for SDN Kayuringin Jaya VI had a p-value of 0.211, 

and the post-test data had a p-value of 0.205. Levene's homogeneity test showed that the 

variance between the pre-test and post-test data was homogeneous, with a p-value greater 

than 0.05. These results confirm that the data meet the assumptions required for further 

statistical analysis. 

C. Effectiveness of the Learning Model 

The effectiveness of the learning model was measured by comparing the pre-test 

and post-test scores using the N-Gain approach and a paired sample t-test. 

1. N-Gain Score Analysis 

The N-Gain analysis was performed to determine the increase in students' 

understanding of mathematical concepts. The results are summarized in Table 2. 

Table 2. Average N-Gain Score of Pretest and Posttest Results 

Observation 
SDN Kranji 
VI (N-Gain 

Score) 
Category 

SDN 
Kayuringin 
Jaya VI (N-

Gain Score) 

Category 

1 0.3826 Medium 0.4885 Medium 
2 0.5537 Medium 0.4537 Medium 
3 0.4759 Medium 0.3811 Medium 
4 0.2276 Low 0.5755 Medium 
5 0.0906 Low 0.6306 Medium 

Average 0.3461 Medium 0.5059 Medium 
 

Based on the table, the results of the students' mathematics concept 

understanding test showed a significant increase from the pretest to the posttest. The 

average N-Gain at SDN Kranji VI was 0.3461, which is in the medium category, although 

it shows fluctuations between observations. Furthermore, the average N-Gain at SDN 

Kayuringin Jaya VI was 0.5059, which is also in the medium category and showed a 
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consistent upward trend in the 4th and 5th observations. Specifically, the average pre-

test score at SDN Kayuringin Jaya VI was 59.12, which increased to 71.19 in the post-

test. Meanwhile, at SDN Kranji VI, the pre-test score of 62.28 increased to 72.92. This 

increase reflects the success of the learning intervention used. 

2. Paired Sample T-Test Results 

A paired sample t-test was conducted to determine the statistical significance of 

the increase in students' understanding of mathematical concepts. The test results for 

both schools are as follows: 

a. SDN Kayuringin Jaya VI: The t-test showed a t-value of 10.35 and a significance value 

(Sig. 2-tailed) of 0.000. 

b. SDN Kranji VI: The t-test showed a t-value of 9.87 and a significance value (Sig. 2-

tailed) of 0.000. 

Since the significance values for both schools (0.000) are much smaller than the 

significance level (α) of 0.05, it can be concluded that the increase in students' 

mathematical concept understanding is statistically significant. This confirms the 

effectiveness of the traditional megoak-goakan game-based learning model in 

improving students' learning outcomes. 

D. Student Activity and Responses 

1. Student Activities 

Student activity was measured using an observation sheet with seven indicators: 

looking, listening, asking, writing, moving, thinking, and enthusiasm. The observation 

data showed that students were very actively involved in the learning process. 

Table 3. Recap of Student Activities of SDN Kayuringin VI and SDN Kranji VI 

Activity Indicator SDN Kayuringin VI (%) SDN Kranji VI (%) 
Visual (observing media) 80.00 77.41 
Verbal (asking questions) 80.74 76.30 

Listening 85.19 80.00 
Kinesthetic (movement) 89.63 85.93 

Cognitive (active thinking) 75.00 72.22 
Emotional (enthusiasm) 76.30 75.93 

Average 81.81 78.96 

 

The high percentage of kinesthetic activity (movement) and listening indicates 

that the megoak-goakan game and the VAK model were well-implemented and engaged 

students' primary learning styles.  

 

2. Student Responses 

To find out students' responses to the learning, a questionnaire was given to 

students through five main aspects: fun, ease, understanding, LKS assistance, and new 

learning experiences. The results were very positive. 
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Table 4. Student Responses of SDN Kayuringin VI and SDN Kranji VI 

School Average Score (%) Category 
SDN Kayuringin VI 90.03 Very Positive 

SDN Kranji VI 88.67 Very Positive 
 

The results from the student response questionnaire strongly support the 

quantitative findings, indicating that students found the new learning method 

enjoyable and effective in helping them understand mathematical concepts. 

 

DISCUSSIONS 

The results showed that the mathematics learning approach through traditional 

megoak-goakan games based on the VAK model assisted by LKS had a significant impact on 

improving the understanding of mathematical concepts of phase A students. This finding 

strengthens the theory of constructivism which states that learning will be more effective 

when students build their own knowledge through concrete experiences. In this context, the 

megoak-goakan game acts as a medium that presents the concepts of addition and subtraction 

in a real and applicable form. 

According to Jean Piaget, children aged 6-7 years are at the concrete operational stage, 

where they more easily understand mathematical concepts when delivered through concrete 

and contextual media. The megoak-goakan game activates the logical thinking process 

through the manipulation of real objects, movements, and social interactions that match the 

characteristics of early childhood cognitive development. 

The VAK model that integrates visual, auditory and kinesthetic learning styles 

strengthens the effectiveness of differentiated learning. Fleming and Mills state that learning 

will be more optimal if it is adapted to students' learning styles. In practice, the VAK approach 

in this study reaches all types of students: visual through LKS and visual illustrations, auditory 

through discussions and verbal explanations, and kinesthetic through direct involvement in 

games. 

The application of Student Worksheets (LKS) as an integral part of learning also 

contributes importantly. The worksheet serves as a guiding instrument that designs learning 

sequences and reflective activities, as stated by Sudjana (2009) that the worksheet is effective 

in increasing the concentration of attention and reinforcement of concepts. In this study, the 

LKS was designed based on VAK syntax and game stages, so that it can be a bridge between 

concrete experience and abstract understanding. 

The results of the pretest and posttest showed an increase in students' average scores, 

supported by the N-Gain scores which were in the medium category, namely 0.51 and 0.35. 

Referring to Hake (1998), N-Gain values between 0.3 to 0.7 indicate moderate effectiveness, 

which in the context of basic education already indicates the success of the intervention. This 
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effectiveness is reinforced by the results of the paired sample t-test which shows statistical 

significance (p < 0.05), indicating a significant difference after the intervention. 

Observations of student activity during learning also showed an increase from 

moderately active to very active. This supports Vygotsky's (1978) theory (in (Yanti et al., 

2023) about the zone of proximal development (ZPD), where involvement in social and 

collaborative activities allows students to develop skills that they have not mastered 

independently. The interaction between students in the game creates a learning environment 

rich in social, emotional and cognitive experiences. 

Furthermore, the application of traditional games as learning media is also in line with 

the culturally responsive teaching approach. (Indriyana et al., 2024) states that learning that 

links students' local cultural experiences will increase relevance, motivation, and engagement. 

The megoak-goakan game not only builds math concepts, but also reintroduces traditional 

values such as sportsmanship, cooperation, and respect for the nation's culture. 

Questionnaires given to students showed that the majority of students felt happy and 

more confident in learning math. This suggests that a fun and non-stressful approach can 

increase students' intrinsic motivation, Self-Determination theory, which emphasizes that the 

need for autonomy, competence, and relatedness contribute to increased learning motivation 

(Rediah et al., 2025; Damayanti et al., 2024)(Hanif et al., 2025)(Susanto et al., 2024). 

Pedagogically, this finding indicates that math learning does not have to be textual and 

symbolic from the start. With a game-based approach and concrete media, abstract concepts 

such as addition and subtraction can be understood more quickly. This is in line with (in 

Helena & Perbowo, 2026) who suggested three modes of representation in learning: enactive 

(through actions), iconic (through pictures), and symbolic (through symbols and numbers). 

The megoak-goakan game involves all three modes naturally in the learning process. 

The implication of this research is the importance of learning innovations that integrate 

local cultural elements, differentiated learning approaches, and structured learning aids. The 

Merdeka curriculum, which emphasizes differentiated and project-based learning, supports 

the implementation of this model in various schools. Teachers need to be trained to design and 

implement game-based learning that is not only educational but also contextualized. 

In closing, the mathematics learning approach based on the traditional game of 

megoak-goakan assisted by the VAK model and LKS proved to be effective, efficient and 

applicable to improve the understanding of mathematical concepts of phase A students. The 

findings provide a strong basis for teachers, curriculum developers and policy makers to adopt 

similar strategies to improve the quality of basic education in Indonesia.  

 

CONCLUSION 

Based on the empirical findings, it can be concluded that the application of the 

traditional megoak-goakan game based on the VAK learning model assisted by LKS is 
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highly effective in improving the mathematical concept understanding of Phase A 

elementary school students. The integration of physical-kinesthetic play with visual and 

auditory components successfully scaffolds students' cognitive transition from concrete 

experiences to abstract mathematical concepts of addition and subtraction. This learning 

framework yields a statistically significant increase in student concept mastery, as 

evidenced by a significant post-test score enhancement with medium-category N-Gain 

scores of 51% at SDN Kayuringin Jaya VI and 35% at SDN Kranji VI, while simultaneously 

fostering active student participation and achieving highly positive responses during the 

instructional process.  

 

REFERENCES  

 
Atmojo, I. R. W., Saputri, D. Y., Dewi, R. K., Salimi, M., Roslan, R. M., & Halim, L. (2025). The Effect 

of the Implementation of a Project-Based Learning Model Assisted by Augmented 
Reality on Sixth Graders' Critical Thinking Skills on Solar System Materials. 
Educational Process: International Journal, 15, e2025131. 

 https://www.ceeol.com/search/article-detail?id=1339450  
 
Damayanti, H., Naulia Rizky, N., & Sofiyah, K. (2024). Pengaruh Apresiasi dan Motivasi dalam 

Meningkatkan Minat Belajar Siswa Madrasah Ibtidaiyah Kelas Rendah. LANCAH: 
Jurnal Inovasi Dan Tren, 2(2b).   
https://doi.org/10.35870/ljit.v2i2b.2873 

  
Dharmadia MA, Parwatab IGLA, Arianic LPT, SpyanawatidSibarani NLP. The Analysis of the 

History and Culture of the Balinese Traditional Game “Megoak Goakan” Towards the 
Preservation of Sustainable Tradition [Internet]. Proceedings of the Unima 
International Conference on Social Sciences and Humanities (UNICSSH 2022). Atlantis 
Press SARL; 2023. 976–981 p. Available from: http://dx.doi.org/10.2991/978-2-
494069-35-0_118. 

 
Diggle, P., & Giorgi, E. (2025). Time series: a biostatistical introduction. Oxford University Press.  
 
Handayani, W., Lestari, H., Putri, S. A. R., Lanos, M. E. C., & Megariani, E. (2025). Needs analysis 

for the visual auditory kinesthetic (VAK) model using smart floor in physical 
education, sports, and health learning in elementary schools. Primary: Jurnal 
Pendidikan Guru Sekolah Dasar, 14(5), 797-811.  

 https://doi.org/10.33578/jpfkip.v14i5.p797-811  
 
Hanif, Muh., Junaidi, A., & Siminto. (2025). Menelusuri Peran Strategis Kecerdasan Emosional 

dalam Meningkatkan Prestasi Akademik Mahasiswa: Kajian Psikopedagogis terhadap 
Interaksi Emosi, Motivasi, dan Lingkungan Belajar. Indo-MathEdu Intellectuals 
Journal, 6(3), 3240–3254. https://doi.org/10.54373/imeij.v6i3.3120  

 
Hariyono, M., Sumiyati, S., Indriasih, A. (2023). Group investigation berbasis ethnomatematika 

berbantuan augmented realty terhadap pemecahan masalah matematika. Jurnal 
Ilmiah Pendidikan Dasar Vol. 10 No. 1 pp. 24-35. 

 https://doi.org/10.30659/pendas.10.1.24-35  
 
Helena, P., & Perbowo, K. S. (2026). Mathematical Representation Abilities in Bruner’s 

Representation Stages: A Phenomenological Study of High School Students. (JIML) 
JOURNAL OF INNOVATIVE MATHEMATICS LEARNING, 9(2), 427-450.  

https://creativecommons.org/licenses/by-nc-sa/4.0/
https://creativecommons.org/licenses/by-nc-sa/4.0/
https://creativecommons.org/licenses/by-nc-sa/4.0/
https://creativecommons.org/licenses/by-nc-sa/4.0/
https://creativecommons.org/licenses/by-nc-sa/4.0/
https://www.ceeol.com/search/article-detail?id=1339450
https://doi.org/10.35870/ljit.v2i2b.2873
http://dx.doi.org/10.2991/978-2-494069-35-0_118
http://dx.doi.org/10.2991/978-2-494069-35-0_118
https://doi.org/10.33578/jpfkip.v14i5.p797-811
https://doi.org/10.54373/imeij.v6i3.3120
https://doi.org/10.30659/pendas.10.1.24-35


 
 
 
 

Attribution-NonCommercial-ShareAlike. Some rights reserved 

 

 
Jurnal Ilmiah Pendidikan Dasar Vol. XIII, No. 2, July, 2026, Page. 259-270 
 

269 
 

 https://doi.org/10.22460/jiml.v9i2.31378  
 
Indriyana, I., Ulfiyani, S., Naviatun, T., & Ulumuddin, A. (2024). Penerapan Pendekatan CRT 

Dalam Pembelajaran Menulis Puisi Berbasis Budaya Semarang. 14(2). 
https://doi.org/10.31851/pembahsi.v14i2.  

 
Jupriyanto, Nuhyal Ulia, Yunita Sari, Sari Yustiana, Robiatusofiyah. (2024). Utilization of 

manual calculation media in realistic mathematics education to increase students' 
learning motivation. Jurnal Ilmiah Pendidikan Dasar Vol. 11 No. 1 pp. 142-153.  

 https://doi.org/10.30659/pendas.11.1.142-153   
 
Kamid, K., Rohati, R., Hobri, H., Triani, E., Rohana, S., & Pratama, W. A. (2022). Process Skill and 

Student’s Interest for Mathematics Learning: Playing a Traditional Games. 
International Journal of Instruction, 15(3), 967–988. 
https://doi.org/10.29333/iji.2022.15352a.  

 
Kusmaryono, I. (2023). Faktor berpengaruh, tantangan, dan kebutuhan guru di sekolah inklusi 

di Kota Semarang. Jurnal Ilmiah Pendidikan Dasar Vol. 10 No. 1 pp. 24-35.  
 https://doi.org/10.30659/pendas.10.1.12-23  
 
Mahbubah, S. M., & Darmawan, D. (2026). The Influence of Visual, Auditory, and Kinesthetic 

Learning Styles on Students’ Learning Outcomes in Islamic Education-Based 
Madrasah Ibtidaiyah. AL GHAZALI: Jurnal Pendidikan dan Pemikiran Islam, 6(3), 905-
923.  

 https://doi.org/10.69900/ag.v6i3.607  
 
Muhammad, A. F. N., & Gunawan, G. (2025). Peran Etnomatematika dalam Pendidikan 

Matematika di Tingkat Sekolah Dasar. Ideguru: Jurnal Karya Ilmiah Guru, 10(1), 720-
727.  

 https://doi.org/10.51169/ideguru.v10i1.1092  
 
Nurhairani, Suyanta, & Haryanto (2026) Teachers’ knowledge and implementation of inquiry-

based-learning in elementary science education: a phenomenological study in 
Indonesia. Jurnal Ilmiah Pendidikan Dasar Vol. 13 No. 1 pp. 226-244. 

 
OECD, PISA. 2023. Hasil PISA 2022: Lembar Fakta Indonesia. Dapat diakses pada: 

https://www.oecd.org/publication/pisa-2022-results/country-notes/indonesia-
c2e1ae0e/  

 
Rediah, H. L., Gumilar, R., & Hermawan, Y. (2025). Pengaruh Konsep Diri dan Kemandirian 

Belajar Terhadap Motivasi Belajar Peserta Didik (Survei pada Peserta Didik Kelas X 
Mata Pelajaran Ekonomi SMA Negeri 5 Tasikmalaya Tahun Ajaran 2024/2025). 2(3), 
3046–4846. 

 
Sulistyowati, M. A. R., Sutoyo, & Prihastari, E. B., (2022). Analisis kemandirian belajar peserta 

didik kelas IV dalam mengerjakan soal matematika di masa pandemi. Jurnal Ilmiah 
Pendidikan Dasar Vol. 9 No. 1 pp. 68-82. 

 https://doi.org/10.30659/pendas.9.1.68-82  
 
Susanto, C., Hastuti, R., & Tiofanny, J. (2024). Kaitan Motivasi Akademik dan School Well-being 

Siswa SMA yang Menggunakan Kurikulum Merdeka Belajar. EDUKATIF : JURNAL ILMU 
PENDIDIKAN, 6(3), 2498–2506. https://doi.org/10.31004/edukatif.v6i3.6867.  

 
Sutanto, Atik Riyantini, Muhammad Irfan. (2024). Mathematics teaching module design with 

tri-n (niteni, nirokke, nambahi) with problem based learning model. Jurnal Ilmiah 
Pendidikan Dasar Vol. 11 No. 1 pp. 1-17. 

 https://doi.org/10.30659/pendas.11.1.1-17  

https://creativecommons.org/licenses/by-nc-sa/4.0/
https://creativecommons.org/licenses/by-nc-sa/4.0/
https://creativecommons.org/licenses/by-nc-sa/4.0/
https://creativecommons.org/licenses/by-nc-sa/4.0/
https://creativecommons.org/licenses/by-nc-sa/4.0/
https://doi.org/10.22460/jiml.v9i2.31378
https://doi.org/10.31851/pembahsi.v14i2
https://doi.org/10.30659/pendas.11.1.142-153
https://doi.org/10.29333/iji.2022.15352a
https://doi.org/10.30659/pendas.10.1.12-23
https://doi.org/10.69900/ag.v6i3.607
https://doi.org/10.51169/ideguru.v10i1.1092
https://www.oecd.org/publication/pisa-2022-results/country-notes/indonesia-c2e1ae0e/
https://www.oecd.org/publication/pisa-2022-results/country-notes/indonesia-c2e1ae0e/
https://doi.org/10.30659/pendas.9.1.68-82
https://doi.org/10.31004/edukatif.v6i3.6867
https://doi.org/10.30659/pendas.11.1.1-17


 
 
 
 

Attribution-NonCommercial-ShareAlike. Some rights reserved 

 

 
Jurnal Ilmiah Pendidikan Dasar Vol. XIII, No. 2, July, 2026, Page. 259-270 
 

270 
 

 
Syahrial, Asrial, Kurniawan, D. A., Kiska, N. D., & Damayanti, L. (2022). Teaching Primary 

School Students through Local Cultural Games for Improving Positive Characters. 
International Journal of Instruction, 15(3), 1047–1078. 
https://doi.org/10.29333/iji.2022.15356a. 

  
Wardani Rambe, I. (2022). Penerapan Lembar Kerja Siswa (Lks) Materi Statistika 

Menggunakan Metode Brainstorming Di Kelas Vii Mts Miftahul Falah Sunggal. JURNAL 
PARIS LANGKIS: Jurnal Pendidikan Pancasila Dan Kewarganegaraan, 3(1). https://e-
journal.upr.ac.id/index.php/parislangkis.  

 
Widya Pratama, I. G. B., Wahyu Wiguna, I. K., & Nirmayani, L. H. (2023). Pengaruh Model 

Project Based Learning Berbantuan Permainan Megoak Goakan Terhadap 
Pemahaman Konsep Siswa Kelas IV. Widyajaya: Jurnal Mahasiswa Prodi PGSD STAHN 
Mpu Kuturan Singaraja, 3(2). 

 
Yanti, R., Raharjo, Ms., Iskandar Rosyidin, Ms., Lalu Suhirman, Mp., Andi Fitriani Djollong, Mp., 

Ateng Kusnandar Adisaputra, Mp., Juliandry Kurniawan Junaidi, M., Nurhasanah, Mp., 
Aryawira Pratama, M., Djakariah, Mp., Hi Ahmad Nurdin, Mp., Habiba Waliulu, Sp., 
Nurlaili Handayani, Mp., & Emanuel S Kase, Mp. B. (2023). ILMU PENDIDIKAN 
(Panduan Komprehensif untuk Pendidikan) (Efrita, Ed.; 1st ed.). www.sonpedia.com.  

 
 
 
Conflict of Interest Statement: The authors declare that the research was conducted in the 

absence of any commercial or financial relationships that could be constructed as a 

potential conflict of interest. 
 
 
 

https://creativecommons.org/licenses/by-nc-sa/4.0/
https://creativecommons.org/licenses/by-nc-sa/4.0/
https://creativecommons.org/licenses/by-nc-sa/4.0/
https://creativecommons.org/licenses/by-nc-sa/4.0/
https://creativecommons.org/licenses/by-nc-sa/4.0/
https://doi.org/10.29333/iji.2022.15356a
https://e-journal.upr.ac.id/index.php/parislangkis
https://e-journal.upr.ac.id/index.php/parislangkis
http://www.sonpedia.com/

