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  ABSTRACT 
This research is motivated by the lack of innovation in the application of reading models and media which causes a lack of interest in reading among 

students in learning in class IV of SD Negeri Langensari 04. The purpose of this study was to determine the defference and effect of the Game Based 
Learning (GBL) learning model assisted by the Happy Reading Board (HAREBO) on students' reading interest. The research method uses a quantitative 

approach with Collaborative and Competitive Multiplayer Games consisting of 2 classes, namely class IV students of SD Negeri Langensari 04. Data 

collection techniques with non-test techniques include pre-test and post-test questionnaires, observation, documentation, and interviews. The data 
analysis techniques used are the Independent Sample T-Test and Simple Linear Regression. The results of the study showed (1) There is a difference 

in the use of the GBL learning model assisted by the Happy Reading Board (HAREBO) on reading interest between the experimental class and the 

control class, as evidenced by the results of the Independent Sample T-Test showing a significance value of <0.001 <0.05. (2) There is an influence in 
the use of the GBL learning model assisted by the Happy Reading Board (HAREBO) on students' reading interest, with the results of the simple linear 

regression test showing a significance value of 0.001 <0.05. Based on the results of the study, it can be concluded that there is a significant difference 

between the experimental class and the control class, where the experimental class has an average of 80% while the control class has an average of 
75%. These results indicate that the value obtained in the experimental class is higher than the control class. The use of the GBL learning model assisted 

by the Happy Reading Board (HAREBO) has an effect on students' reading interest by (R Square value 0.878 or 87.8%) the remaining 12.2% is 

influenced by other factors. 
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INTRODUCTION 

According to Mulia and Kurniati in Iftinany et al., (2024) the quality of education will increase if 

supported by the involvement of parents who play a role in providing support. Hadi (2023) in Low Reading 

Interest of Elementary School Children argues that the role of parents must be to get their children used to 

reading often. Purwanti et al., (2018) in the Literacy Journal to Improve Students' Scientific Information 

Search Skills argues that the library as part of the school also plays a very important role in supporting lifelong 

learning programs. According to Aunurrahman in Rizqi & Hawa, (2023) the role of teachers as educators 

must of course work together with various parties, especially as a bridge between parents and schools in 

implementing learning models. The use of relevant models in learning will greatly influence the intelligence 

of each child. The quality of children's reading greatly influences their success in learning and their lives. In 

order for students to have an interest in reading, teachers try to arouse the desire to read, for example by 

linking reading with students' ideals so that learning is enjoyable. 

The reading interest indicators used by researchers refer to the indicators from Hariss and Sipay 

Rebecca, the indicators of which were developed by researchers and are oriented to opinions in Nursalina & 

Tri Esti Budiningsih (2014) aspects of reading interest in children include: 1) Aspect of awareness of the 

benefits of reading, namely how far the subject realizes, knows, and understands the benefits of reading 
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books, 2) Aspect of attention to reading books, namely how much attention and interest the subject has in 

reading books, 3) Aspect of pleasure, namely how much the subject enjoys the activity of reading books, 4) 

Aspect of frequency of reading books, namely how often the subject reads books. The following are details 

of the average reading interest of class IV A and class IV B students of SD Negeri Langensari 04. 
 

Table 1. Student Reading Interest Data 

 
Based on the results of the questionnaire data above, it shows that the indicators of awareness of the 

benefits of reading reached 75%, interest in reading reached 83.3%, pleasure in reading reached 72.2%, 

frequency of reading reached 75.9%, and on average each class showed 76.6% for class IV A and 71.35% 

for class IV B. So that the average reading interest of students in class IV of SD Langensari 04 is 73.97% and 

is included in the fairly good category so that efforts are needed so that students' reading interest becomes 

good. It can be concluded that the average of class IVA is higher than class IV B so that the researcher 

determines class IVA as the control class and class IV B with a lower average as the experimental class. 

To find out the results of the implementation of the GBL model assisted by the Happy Reading Board 

(HAREBO), the researcher also distributed a reading interest questionnaire to students containing 4 indicators 

during the learning process for 3 treatments. The results of the student reading interest questionnaire showed 

that the average reading interest of students in SD Negeri Langensari 04 class IVA was 75.73% and in class 

IVB was 80%, resulting in an average of 77.8%. There was an increase in reading interest in class IV B 

(experimental class). The following are the details of the average reading interest questionnaire for class IV 

students of SD Negeri Langensari 04. 
 

Table 2. Results of the Student Reading Interest Questionnaire 

Class 
The 

Meeting of 
Score 

Percentage 

(%) 
Criteria 

Class IV A of 

Langensari 04 

Elementary 

School (Control 

Class) 

1 135 75% Good 

2 135 75% Good 

3 139 77,2% Good 

Average 75,73% (Good) 

Class IV B SD 

Negeri 

Langensari 04 

(Experimental 

Class) 

1 125 69,4% Good 

2 145 80,5% Good 

3 163 90,5% Excellent 

Average 80% (Good) 

 

Meanwhile, based on observations that have been observed based on 4 indicators of students reading 

interest, it was found that after 3 treatments, the level of students' reading interest increased. The following 

is a breakdown of the average reading interest of fourth grade students of SD Negeri Langensari 04. 

 

 

 

Class 

Percentage 

Indicator  

Awareness of the 

Benefits of 

Reading 

Interest in 

Reading 

The Joy of 

Reading 

Reading 

Frequency 
Total 

IV A 75% 83,3% 72,2% 75,9% 76,6% 

IV B 72,2% 77,7% 65,2% 70,3% 71,35% 

Amount 147,2% 161% 137,4% 146,2% 147,95% 

Average 73,6% 80,5% 68,7% 73,1% 73,97% 
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Table 3. Reading Interest Observation Results 
Class The 

Meeting 

of 

Percentage 

(%) 

Criteria 

Class IV A of Langensari 

04 Elementary School 

(Control Class) 

1 80% Good 

2 82% Good 

3 83% Good 

Average 81,6% (Good) 

Class IV B SD Negeri 

Langensari 04 

(Experimental Class) 

1 78% Good 

2 82% Good 

3 89% Good 

Average 83% (Good) 

 

The results of the observation sheet of students reading interest show that the average reading interest 

of class IV A students of SD Langensari 04 is 81.6% and class IV B students of SD Langensari 04 is 83%, 

thus obtaining an average of 82.3%. Based on the results of the observations that have been carried out, it is 

known that the achievement of 4 indicators of students' reading interest, class IV B experienced a significant 

increase in reading interest. Fauzi et al., (2024) argue that boredom often makes students dislike reading. 

GBL is a model that applies games in presenting material to create a relaxed but serious condition that allows 

students to enjoy learning with pleasure. 

Happy Reading Board (HAREBO) is an interesting media that can be made by yourself with basic 

materials of plywood and folded paper. The use of Happy Reading Board (HAREBO) is necessary because 

it makes students interested in reading. During the learning process, the media not only functions for teachers 

to attract students' attention but allows teachers to convey materials and messages to the students themselves. 

The following is the framework of thinking in this research. 

 

 

Figure 1. Thinking Framework 

 
PROBLEMS 

1. Low interest in reading among students. This is proven by the results of student data analysis with reading 

interest indicators that are still below average with a total of 63.5%. 

2. The use of learning models has not been varied, still using conventional learning models. This is proven 

by an average questionnaire of 61.75% 

3. Lack of variation in learning media. This is proven by an average questionnaire of 57.3% 

 

 

 

 

 

 

 

Implementing the GBL learning model assisted by the Happy Reading Board in the learning process 

Class IV A as a control class when learning 

applies the GBL model without media 

Class IV B as an experimental class during 

learning implementing the GBL learning model 

assisted by the Happy Reading Board (HAREBO) 

1. There is a significant difference in students' reading interest with the GBL learning model assisted 

by the Happy Reading Board (HAREBO) on the reading interest of grade IV students. 

2. There is an influence of the use of the GBL learning model assisted by the Happy Reading Board 

(HAREBO) on the reading interest of grade IV students of SD Langensari 04 
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Based on the description above, the purpose of the research conducted was to determine the 

differences and effects of the GBL model assisted by the Happy Reading Board (HAREBO) Media on 

students' reading interest. 

 

LITERATURE REVIEW 

Game Based Learning (GBL) Learning Model 

According to Ilma Nur Azizah in Hermawan, (2024) GBL is a learning model that applies a game to 

help students in learning as an alternative that is expected to be a solution to these problems. Games have great 

potential in building motivation. Kusniati (2022) has conducted research on the importance of using a fun 

learning model, namely game-based learning in learning. So that students feel like they are not learning 

through games. So it can be concluded that the GBL learning model is a learning model that emphasizes more 

on the active involvement of students through educational games that are designed to increase motivation, 

participation, interest in a fun and interactive way so that fun and non-boring learning conditions are created 

and finally the expected learning outcomes are achieved, namely increasing interest in reading. 

 

Game Based Learning (GBL) Learning Model Steps 

In every learning there are steps that are applied from beginning to end systematically. The learning 

steps according to Samudera, (2020) are as follows: 

 
Table 4. Sintaks Game Based Learning 

Phase Teacher Behavior 

Phase 1 

Choosing games 

according to topic 

In this step, the teacher chooses a game that will be used in the learning process that is in 

accordance with the topic of the material to be taught. Because the more appropriate the game 

chosen and attracts the attention of students, the better the interest in learning that will be 
obtained. 

Phase 2 

Explanation of the 
concept 

In this step, the teacher will deliver the material as an introduction to the students so that they 

can better understand the core material that will be used as game material. In addition, in this 
step, the teacher provides an explanation of the game that will be played and the students 

listen to the teacher's explanation (concentration). 

Phase 3 

Explaining the Rules of 
the Game 

In this step, the teacher will explain the rules that students must obey during the game and 

the technical aspects of playing the game. 

Phase 4 

Playing the game 

In this step, students will play games with media provided by the teacher beforehand, all 

students are involved in the game. 

Phase 5 
Summarizing knowledge 

After the game is finished, students will summarize the knowledge or write down some 
important points that were further explained by the teacher during the game. 

Phase 6 

Conducting reflection 

Students will reflect on the learning outcomes that have been delivered. 

 

Learning activities that are in accordance with the syntax of the GBL model provide better 

opportunities for students to actively participate individually or in groups in implementing learning. Anjani in 

the journal Redy Winatha & Made Dedy Setiawan, (2020) said that GBL is very effective if it is truly applied 

in learning because it has an important role in influencing student motivation, and is able to make students feel 

happy, more enthusiastic, challenged, and establish cooperation between friends. 

 

Advantages and Disadvantages of the GBL Model 

Advantages of the GBL Model 

Sri Wahyuning in Siregar, (2023) mentioned the advantages of GBL, namely enabling active learning, 

increasing student interest and involvement, and fast feedback. In addition, high student involvement in 

solving problems in the game will train students' critical thinking skills, have a positive impact on students' 

academic achievement, improve problem-solving skills and student learning motivation, more interactive and 

enjoyable learning. Likewise, in some cases, games can build dialogue and break down socio-cultural barriers. 

http://dx.doi.org/10.33578/pjr.v9i4.295
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Games can eliminate boredom in learning, because learning is done by playing, and can improve various skills 

acquired by students through GBL. 

From this opinion, it can be concluded that the advantages of the GBL model are increasing 

cooperation between teams, increasing students' interest in reading, and making students enthusiastic about 

learning. 

 

Disadvantages of the GBL Model 

Cinta et al., (2021) said that the disadvantages of GBL are that it is complex and time-consuming to 

create. GBL creates a classroom atmosphere that is too active and noisy. 

So it can be concluded that the weakness of this GBL type model is that it is not conducive to learning 

because it is noisy, difficult for students who need more attention, not all subjects can use games, and in terms 

of time it must take quite a lot of time. In some cases, this can be a challenge in learning with limited time. 

 

Media Happy Reading Board (HAREBO) 

According to Sanaky in Meling et al., (2019) learning media is a functional tool that can be used to 

convey learning messages. Ayuba in the journal I. T. M. Pratiwi & Meilani, (2018) stated that learning media 

that can motivate students in implementing learning is by utilizing according to student needs and can 

encourage students in learning, so that the learning outcomes obtained can increase. 

Happy Reading Board (HAREBO) media is a media made of a plywood board decorated in such a 

way. On the Happy Reading Board (HAREBO) there are various origami. Each origami contains questions 

that are the subject of discussion with the group. At the bottom front there is a reading pocket containing short 

pieces of discussion of material on certain subject matter which in this study is Indonesian. The middle or core 

of the Happy Reading Board (HAREBO) contains paper containing questions related to certain subject matter 

which is packaged in a modern and creative way so that it is expected to attract students' interest in reading. 

Happy Reading Board (HAREBO) comes from the intention of a board that is packaged attractively to increase 

interest in reading but still contains colorful learning materials and in the form of various origami that are 

attached to the reading board. Happy Reading Board (HAREBO) has the main goal of making students more 

fond of reading activities. 

 

Figure 2. Happy Reading Board (HAREBO) 

 
 

Benefits of Learning Media 

Hamalik in Sapriyah, (2019) stated that the use of learning media in the teaching and learning process 

can generate new desires and interests, generate motivation and stimulation of learning activities, and even 

have psychological influences on students. 

 

Advantages and Disadvantages of Happy Reading Board (HAREBO) Media 

Some of the benefits of the Happy Reading Board (HAREBO) media are 1) Using affordable 

materials, 2) More interesting because it is packaged creatively and colorfully, 3) Not boring, 4) Can be used 

in several subjects, 5) Can be used for lower to higher grades, 6) Children learn to read while getting to know 

origami. 

Some of the shortcomings of the Happy Reading Board (HAREBO) Media are 1) Still in two-

dimensional form, 2) The raw material is made of paper so you have to be more careful when using the media 

http://dx.doi.org/10.33578/pjr.v9i4.295
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so it doesn't tear, 3) If you want to change to another subject or material, you have to dismantle the contents 

of the Happy Reading Board (HAREBO) first. 

 

Reading Interest 

Dalman in the findings of the journal Prawiyogi et al., (2021) argues that reading interest is an activity 

carried out with great perseverance in order to build a communication pattern with oneself to find the meaning 

of writing and find information to develop intellectuality which is carried out with full awareness and a feeling 

of pleasure that arises from within oneself. Interest is a psychological aspect of a person that appears in several 

symptoms, such as passion, desire, feelings of liking to do something. 

In understanding reading interest, it can be concluded that reading interest is a feeling of pleasure 

when carrying out reading activities from within oneself. 

 

Factors That Influence Interest in Reading 

Factors regarding reading interest according to Banowati et al., (2023) include 1) Children's abilities: 

This is one of the internal factors (originating from within themselves) which includes children's intelligence, 

ability to focus attention, motivation to persevere in reading, reading habits and children's health, laziness that 

some students have, and lack of understanding of the importance of reading. If these internal factors are 

handled properly, children's interest in reading will definitely increase. 2) Teaching Aids, Facilities, and 

Infrastructure: This is an external factor (outside the student) which includes such as a makeshift library, 

outdated reading materials, some of which are even unusable so that they do not attract interest, low 

encouragement from teachers in carrying out literacy habits, no encouragement from parents who prefer to 

watch television than read, parents who do not provide facilities due to poor economic conditions, for example 

there are no reading books at home, and no parental attention to children's interest in reading. Most parents are 

more focused on learning outcomes. 

 

METHOD 

Quantitative research is research that is used to test hypotheses using accurate statistical tests. 

Meanwhile, Collaborative and Competitive Multiplayer Games refer to the use of games that involve 

interaction between players, both cooperatively (collaborative) and competitively (competitive), to support the 

learning process to achieve common goals. According to Sugiyono in Prawiyogi et al., (2021) a questionnaire 

is a sampling technique carried out by providing a set of written questions or statements to respondents to 

answer. Researchers use closed questionnaires, namely questionnaires that are made based on the available 

alternative answers. In this study, researchers selected a group of subjects from a certain population, conducted 

a pretest, then provided treatment by applying the GBL model assisted by the Happy Reading Board 

(HAREBO), and finally ended with a post-test which aims to measure differences and determine the effect of 

the results of increasing students' reading interest from the treatment that has been given. (Amin et al., 2023) 

said that population can be interpreted as all elements in the study. In this study, the population was all fourth-

grade students of SD Langensari 04 in the 2024/2025 academic year. 

(Amin et al., 2023) said that a sample is simply defined as a part of a population that is the actual 

source of data in a study. In other words, a sample is a portion of a population to represent the entire population. 

The research sample was 36 fourth grade students of SD Langensari 04. Class IV A consists of 18 students. 

While class IV B consists of 18 students. In this study, the researcher wanted to find out the differences in 

students' reading interests, so the researcher took samples using purposive sampling. Purposive sampling is a 

deliberate sampling technique based on certain considerations that are relevant to the research objectives. In 

this study, the dependent variable is students' reading interest. Therefore, the independent variable in this study 

is the GBL learning model assisted by the Happy Reading Board (HAREBO). Data collection techniques in 

this study were Tests (Pretest and Posttest) and Non-Tests (observation, interviews, questionnaires, and 

documentation). The test technique was carried out on grade 4 students twice, namely before treatment 

http://dx.doi.org/10.33578/pjr.v9i4.295
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(pretest) and after treatment (posttest). The written test instrument was a questionnaire. Through observation 

and questionnaires to observe students' reading interests and the implementation of learning activities during 

treatment. In addition, documentation was also carried out to strengthen the research results that had been 

carried out. 

 

RESULTS AND DISCUSSION  

The researchers distributed several questionnaires that were tested to fourth grade students. The 

following are the results of the validity of the reading interest questionnaire. 
 

Table 5. Validity Test of Trial Questions 
No. 

Sig. Value Corrected Item-

Total Correlation 

Information 

1. <0,001 0,712 Valid / High 

2. 0,002 0,669 Valid / High 

3. 0,026 0,522 Valid / Enough 

4. 0,006 0,616 Valid / High 

5. 0,019 0,546 Valid / Enough 

6. 0,026 0,522 Valid / Enough 

7. 0,002 0,669 Valid / High 

8. 0,019 0,546 Valid / Enough 

9. 0,005 0.633 Valid / High 

10. 0,00 0,712 Valid / High 

 

Based on the validity test table, the students who worked on it were 18 fourth grade students. Based 

on the significance level using 5% if the number of students is 18 children, then the r table is 0.378. The 

requirement is that r is greater than r table, then the questionnaire is declared valid. From the test of 18 

questionnaires, all were declared valid, namely, question 1 (0.712 > 0.378), question 2 (0.669 > 0.378), 

question 3 (0.522 > 0.378), question 4 (0.616 > 0.378), question 5 (0.546 > 0.378), question 6 (0.522 > 0.378), 

question 7 (0.669 > 0.378), question 8 (0.546 > 0.378), question 9 (0.633 > 0.378), and question 10 (0.712 > 

0.378). The following are the results of the discriminatory power test of the reading interest questionnaire. 

 
Table 6. Discriminatory Power Test 
No. Corrected Item-

Total Correlation 

Information 

1. 0,609 Good 

2. 0,551 Good 

3. 0,604 Good 

4. 0,737 Excellent 

5. 0,529 Good 

6. 0,378 Enough 

7. 0,784 Excellent 

8. 0,582 Good 

9. 0,529 Good 

10. 0,744 Excellent 

 

After analyzing the discriminatory power of the statements, 10 (ten) statements were found to have 

very good, good, and sufficient discriminatory power when evaluating the test as a whole. In the very good 

category, there are questions number 4, 7 and 10. In the good category, there are questions number 1, 2, 3, 5, 

8, and 9. While the sufficient category contains question number 6. 

http://dx.doi.org/10.33578/pjr.v9i4.295
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To determine the validity of the questionnaire, a normality test was conducted. The following are the 

results of the normality test of this study. 

 
Table 7. Normality Test 

 

 

 

 

 

 

 

 
Based on the Shapiro-Wik normality test data, the following conclusions can be drawn: 

1. The pretest of the control class has a significant value of 0.436> 0.05, so it can be said that the data is 

normal. 

2. The pretest of the experimental class has a significant value of 0.328> 0.05, so it can be said that the 

data is normal. 

3. The posttest of the control class has a significant value of 0.479> 0.05, so it can be said that the data 

is normal. 

4. The posttest of the experimental class has a significant value of 0.228> 0.05. So it can be said that the 

data is normal. 

To find out whether the data studied by the researcher is homogeneous or not, a homogeneity test is 

carried out. The following are the results of the homogeneity test for this study. 

 
Table 8. Homogeneity Test 

 

 

 
 

 

According to the results of the homogeneity test of students' reading interest that has been carried out, 

it shows that by looking at the level of significance, the posttest value of the control class has a significant 

value of 0.884> 0.05. For the results of the posttest of the experimental class, it has a significant value of 

0.871> 0.05. So it can be concluded that the homogeneity test of the experimental class and the control class 

can be accepted and has the same variant (homogeneous). To measure the average difference in students' 

reading interest, the Independent Sample T-Test was used with the following results. 

 

 

 

 

 

 

 

 

 

 

 

Tests of Normality 

 

Class 

Kolmogorov-Smirnova Shapiro-Wilk 

 Statistic Df Sig. Statistic Df Sig. 

Result Pretest  A (Control) ,205 10 ,200* ,929 10 ,436 

Posttest A (Control) ,230 10 ,143 ,933 10 ,479 

Pretest B (Eksperiment) ,227 10 ,155 ,916 10 ,328 

Posttest B (Eksperiment) ,166 10 ,200* ,902 10 ,228 

*. This is a lower bound of the true significance. 

a. Lilliefors Significance Correction 

 Levene 

Statistic 

Df I Df 2 Sig Information 

Pretest 0,022 1 18 0,884 Homogen 

Posttest 0,027 1 18 0,871 Homogen 

http://dx.doi.org/10.33578/pjr.v9i4.295
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Table 9. Independent Sample T-Test 
Independent Samples Test 

 

Levene's 

Test for 

Equality of 
Variances t-test for Equality of Means 

F Sig. T Df 

Significance 

Mean 
Difference 

Std. Error 
Difference 

95% Confidence 

Interval of the 
Difference 

One-

Tailed 
p 

Two-

Tailed 
p Lower Upper 

Student 

Reading 

Interest 
Results 

Equal 

variances 

assumed 

,022 ,884 -5,522 18 <,001 <,001 -2,400 ,435 -3,313 -1,487 

Equal 
variances 

not 

assumed 

  

-5,522 16,671 <,001 <,001 -2,400 ,435 -3,318 -1,482 

 

The table above shows that the sig count value <0.001 <0.05, so H0 is rejected and Ha is accepted. 

Therefore, from these results it can be said that the experimental class and control class have different results 

from the use of the GBL model assisted by the Happy Reading Board (HAREBO) on the reading interest of 

elementary school students in grade IV. This is in line with research conducted by Wildah Rahayu (2024) in 

the Implementation of GBL for grade III students at SDN Plamongansari 02 Semarang. Learning using 

interactive media based on GBL has proven to be effective. The results of this study can be concluded, by 

implementing the GBL model in learning, it can provide opportunities for students to actively discuss with 

each other, motivate the desire to read, complete assignments with reading themes, and feel the benefits of 

more frequent reading intensity in an interesting way. Thus, it can be concluded that there is a difference in 

students' reading interest after implementing the GBL model assisted by the Happy Reading Board (HAREBO) 

in the learning process. 

 

Table 10. Simple Linear Regression Test Results 

 

 

 

 

 

 

 

To find out the results of the hypothesis test, a simple linear regression test was conducted. Based on 

the results of the regression test output, a sig value of 0.001 <0.05 was obtained, meaning that the hypothesis 

was accepted. So it can be said that there is a significant influence on the reading interest of the experimental 

and control classes as evidenced by the results of the regression test. So that in the reading interest variable, it 

can be concluded that there is an influence of the use of the GBL model assisted by the Happy Reading Board 

(HAREBO) on students' reading interest (R Square value of 0.878, it can be concluded that the influence of 

the Independent Variable on the Dependent Variable is 87.8%. the remaining 12.2% is influenced by other 

factors. The following are the results of ANOVA to determine the effect of the GBL Model assisted by the 

Happy Reading Board (HAREBO). 

 

 

 

 

Model Summary 

Model R 

R 

Square 

Adjusted 

R 

Square 

Std. 

Error of 

the 

Estimate 

1 ,937a ,878 ,863 ,305 

a. Predictors: (Constant), Minat 
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Tabel 11. GBL Influence Anova Aided by Happy Reading Board 

 

 

 

 

 

 

 

 

Based on the Anova table, the significant value is 0.001 <0.05. So it can be concluded that there is an 

influence in the application of the Game Based Learning model assisted by the Happy Reading Board 

(HAREBO) media (X) on students' reading interest (Y). The following are the results of teacher interviews 

during the research. 

 

CONCLUSIONS AND RECOMMENDATION 

Based on the discussion presented in Chapter IV, it can be concluded that the data analysis and 

discussion on the Influence of the GBL Model Assisted by the Happy Reading Board (HAREBO) on Students' 

Reading Interests, namely: 

1. There is a difference in the use of the GBL model assisted by the Happy Reading Board (HAREBO) on 

students' reading interest. This can be proven by the results of the Independent Sample T-Test with a value 

of <0.05, namely <0.001. So it can be concluded that there is a difference between the experimental class 

and the control class where the experimental class has an average of 80% greater than the control class, 

namely 75.73%. 

2. There is an influence of the GBL model assisted by the Happy Reading Board (HAREBO) on students' 

reading interest. This can be proven by the results of the Simple Linear Regression Test with a sig value 

of less than 0.05, namely 0.001. So that in the reading interest variable, it can be concluded that there is an 

influence of the GBL model assisted by the Happy Reading Board (HAREBO) on students' reading interest 

of (R Square Value 0.878 or 87.8%). 

 

REFERENCES 

Agustina, H. (2022). Penerapan Metode PQ4R dalam Meningkatkan Keterampilan Membaca Pemaahaman 

Siswa Sekolah Dasar. Skripsi. Universitas Sumedang 

Albina, M., Safi’i, A., Gunawan, M. A., Wibowo, T., Alfina, N., Sitepu, S., & Ardiyanti, R. (2022). Model 

Pembelajaran di Abad Ke 21. Universitas Dharmawangsa. 16(4), 939-955 

Ali, M. (2020). Pembelajaran Bahasa Indonesia dan Sastra (Basastra) di Sekolah Dasar. Pernik (Vol. 3, Issue 

1), 35-44 

Amalia, F., Suriansyah, A., & Rafianti, W. R. (2024). Peran Orang Tua dalam Pendidikan Anak: Membangun 

Kolaborasi Efektif dengan Sekolah. MARAS: Jurnal Penelitian Multidisiplin, 2(4), 2217–2227. 

https://doi.org/10.60126/maras.v2i4.593 

Amin, N. F., Sabaruddin Garancang, & Kamaluddin Abunawas. (2023). Konsep Umum Populasi dan Sampel 

dalam Penelitian. Pilar, 14(1), 15–31. 

Anak Ali, A., & Tan, B. P. (2024). Pembangunan Permainan Papan untuk Pengajaran dan Pembelajaran 

Kewarganegaraan Digital [The development of a board game for teaching and learning digital 

citizenship]. Muallim Journal of Social Science and Humanities. 8(4), 82–107. 

https://doi.org/10.33306/mjssh/299 

Anggraini Hayu Ika, N. S. R. K. (2021). Persiapan Media Pembelajaran Game Matematika Berbasis HOTS 

dengan Metode Digital Game Based Learning (DGBL) di Sekolah Dasar. 2(11), 1185-1896 

ANOVAa 

Model 

Sum of 

Squares Df 

Mean 

Square F Sig. 

1 Regression 5,357 1 5,357 57,692 ,001 

Residual ,743 8 ,093   

Total 6,100 9    

a. Dependent Variable:  results 

b. Predictors: (Constant),  interest 

http://dx.doi.org/10.33578/pjr.v9i4.295
https://doi.org/10.60126/maras.v2i4.593
https://doi.org/10.33306/mjssh/299


 

 
 

Jurnal PAJAR (Pendidikan dan Pengajaran)  
Volume 9 Nomor 4 July 2025 | ISSN Cetak : 2580 - 8435 | ISSN Online : 2614 - 1337 
DOI : http://dx.doi.org/10.33578/pjr.v9i4.295   
 

 

 

 

 

Putri Rahmadita Prihandini, et al  | game based learning, happy reading board (harebo), collaborative and competitive multiplayer games 

 

Halaman | 602 
 

Banowati, E. N., Mudrikatunnisa, Alvita Rizki Maulana, & Nur Fajrie. (2023). Faktor-Faktor Yang 

Mempengaruhi Minat Baca Siswa Kelas II di SDN 2 Kedungsarimulyo. Jurnal Inspirasi Pendidikan 

(ALFIHRIS). 1(4), 116-127 

Buana, V. G., & Kasanah, S. U. (2019). Development of Class IV Learning Model Based on Class IV Games 

Primary school. PINUS: Jurnal Penelitian Inovasi Pembelajaran, 4(2), 131-137 

Cinta, A., Wibawa, P., Mumtaziah, H. Q., Sholaihah, L. A., & Hikmawan, R. (2021a). Game Based Learning 

(GBL) Sebagai Inovasi dan Solusi Percepatan Adaptasi Belajar pada Masa New Normal. 

INTEGRATED, 3(1), 17–22 

Cinta, A., Wibawa, P., Mumtaziah, H. Q., Sholaihah, L. A., & Hikmawan, R. (2021b). INTEGRATED 

(Information Technology and Vocational Education) Game-based learning (GBL) sebagai Inovasi 

dan Solusi Percepatan Adaptasi Belajar pada Masa New Normal. 3(1), 17-22 

Darmo, B., Agnes Tashya, & Ariani Wardhani. (2022). Board Game Sebagai Media Edukasi Pembelajaran 

Mengenai Kedisiplinan dan Tanggung Jawab untuk Anak. Jurnal Visual, 18 No 1. 16-27 

Efendi, Z., Hisyam, W. N., & Risko Faristiana, A. (2023). Kurangnya Minat Baca Buku Kalangan Mahasiswa. 

Student Scientiic Creativity Journal (SSCJ), 1(4), 382–398. https://doi.org/10.55606/sscj-amik.v1i4 

Elendina, M. (2020). Upaya Meningkatkan Minat Baca Siswa Sekolah Dasar (Vol. 2). Jurnal Pendidikan dan 

Konseling (JPdK), (1),  54-60 

Gunawan, H. (2020). Implementasi Model Pembelajaran Multiliterasi pada Pembelajaran Berbicara. Jurnal 

Literasi. 4(1). 41-52 

Hadi, A. A., Sarifah, A., Maftuhah, T., Putri, W. D., Guru, P., & Dasar, S. (2023). Rendahnya Minat Baca 

Anak Sekolah Dasar. Renjana Pendidikan Dasar, 3(1). 22-30 

Hermawan, W. (2024). Sosialisasi Pemanfaatan Game Base Learning (GBL) dalam Pembelajaran di SMP N 

2 Ngronggot. Communnity Development Journal, 5(1), 1263–1269. 

Hidayah, N. I., & Hengky Pramusinto. (2018). Analisis Kemampuan Guru Ekonomi SMA dalam Menganalisis 

Kualitas Soal Se-SMA Negeri. Education Analysis Journal (EAJ). 7(2), 706-726 

http://journal.unnes.ac.id/sju/index.php/eeaj  

Khoerunnisa, P., & Syifa Masyuril Aqwal. (2020). Analisis Model-Model Pembelajaran. In Jurnal Pendidikan 

Dasar (Vol. 4, Issue 1), 1-27. https://ejournal.stitpn.ac.id/index.php/fondatia 

Kurniasari, W., Murtono, & Deka Setiawan. (2021). Meningkatkan Minat Belajar Siswa Menggunakan Model 

Blended Learning Berbasis pada Google Classroom. Jurnal Educatio FKIP UNMA, 7(1), 141–148.  

Kurniawaty, I., Purwati, & Aiman Faiz. (2022). Penguatan Pendidikan Karakter Cinta Tanah Air. JINoP 

(Jurnal Inovasi Pembelajaran), 10(3), 496–498.  

Kusniati, D. (2022). Jurnal Pendidikan Profesi Guru Madrasah Implementasi Model Pembelajaran Game 

Based Learning. SKULA, 2. 2(3). 113-121  

Maulida, I., & Anni Malihatul Hawa. (2024). Pengaruh Model Pembelajaran Example Non-Example 

Berbantuan Alat Peraga Koyampin terhadap Minat Belajar Siswa Kelas I Madrasah Ibtidaiyah Adipati 

Sidurejo. BADA’A: Jurnal Ilmiah Pendidikan Dasar, 6(1), 269–281. 

https://doi.org/10.37216/badaa.v6i1.1373 

Meling, M., Pendidkan, M., Sekolah, G., Universitas, D., & Wacana, K. S. (2019). Indonesian Journal of 

Primary Education Pengaruh Penggunaan Media Pembelajaran dalam Dunia Pendidikan. Indonesian 

Journal of Primary Education, 3(1), 20–28. 

Nazleen, S., & Rabu, A. (2017). The Effects of Digital Game-based Learning on Primary School Students’ 

English Vocabulary Achievement and Acceptance. Innovative Teaching and Learning Journal. 1(1), 

60-74 https://www.researchgate.net/publication/321268645 

Ningtyas, S. I. (2023). Penggunaan Board Game Sebagai Media Pembelajaran untuk Melatih Berpikir Kreatif 

Siswa. Research and Development Journal of Education, 9(2), 871. 

https://doi.org/10.30998/rdje.v9i2.19392 

http://dx.doi.org/10.33578/pjr.v9i4.295
http://journal.unnes.ac.id/sju/index.php/eeaj
https://ejournal.stitpn.ac.id/index.php/fondatia
https://www.researchgate.net/publication/321268645


 

 
 

Jurnal PAJAR (Pendidikan dan Pengajaran)  
Volume 9 Nomor 4 July 2025 | ISSN Cetak : 2580 - 8435 | ISSN Online : 2614 - 1337 
DOI : http://dx.doi.org/10.33578/pjr.v9i4.295   
 

 

 

 

 

Putri Rahmadita Prihandini, et al  | game based learning, happy reading board (harebo), collaborative and competitive multiplayer games 

 

Halaman | 603 
 

Nursalina, A. I., & Tri Esti Budiningsih. (2014). Hubungan Motivasi Berprestasi dengan Minat Membaca 

pada Anak. Educational Psychology Journal (Vol. 3, Issue 1). 1-7 

http://journal.unnes.ac.id/sju/index.php/epj 

Phafiandita, A. N., Permadani, A., Pradani, A. S., & Wahyudi, M. I. (2022). Urgensi Evaluasi Pembelajaran 

di Kelas. JIRA: Jurnal Inovasi dan Riset Akademik, 3(2), 111–121. 

https://doi.org/10.47387/jira.v3i2.262 

Prastawati, T. T., & Mulyono, R. (2023). Peran Manajemen Pembelajaran dalam Meningkatkan Prestasi 

Belajar Siswa melalui Penggunaan Alat Peraga Sederhana. Jurnal Ilmiah PGSD Universitas Mandiri 

(Didaktik). 9(1), 378-392 

Pratiwi, A. S., & Tadkiroatun Musfiroh. (2014). Pengembangan Media Game Digital Edukatif untuk 

Pembelajaran Menulis Laporan Perjalanan Siswa. Ling Tera. 1(2), 123-135 

Pratiwi, I. T. M., & Meilani, R. I. (2018). Peran Media Pembelajaran dalam Meningkatkan Prestasi Belajar 

Siswa. Jurnal Pendidikan Manajemen Perkantoran, 3(2), 173–181. 

https://doi.org/10.17509/jpm.v3i2.11762 

Prawiyogi, A. G., Sadiah, T. L., Purwanugraha, A., & Elisa, P. N. (2021). Penggunaan Media Big Book untuk 

Menumbuhkan Minat Membaca di Sekolah Dasar. Jurnal Basicedu, 5(1), 446–452. 

https://doi.org/10.31004/basicedu.v5i1.787 

Purwanti, K. Y., & Putra, L. V. (2022). The Effectiveness of Game Based Learning Method with Perfect 

Number Media on Creative Thinking Ability of Elementary School Students. Jurnal Pendidikan 

Dasar Nusantara, 8(1), 38–45. https://doi.org/10.29407/jpdn.v8i1.17094 

Purwanti, K. Y., Putra, L. V., & Hawa, A. M. (2018). Literasi Informasi untuk Meningkatkan Keterampilan 

Pencarian Informasi Ilmiah Siswa SMA. International Journal of Community Service Learning, 2(4), 

237–241. https://ejournal.undiksha.ac.id/index.php/IJCSL 

Rahayu, A. W., Nur Azizah, I., Dwi Ratnawati, Y., Syarifatus Shufiyah, S., Aprilia Purwanti, A., Negeri 

Surabaya, U., & Surabaya, K. (2024). Journal of Instructional and Development Researches Pengaruh 

Model Pembelajaran Game Based Learning “One Board” terhadap Hasil Belajar Siswa Madrasah 

Ibtidaiyah. JIDeR, 4 No 2(2), 46–53. https://doi.org/10.53621/jider.v4i2.305 

Rahayu, B. A., & Suryani, E. (2022). Pengaruh Model Teams Games Tournament (TGT) berbantuan Media 

Ular Tangga untuk Pemahaman Konsep Siswa pada Pelajaran IPA Kelas 4 SD Negeri Bakalrejo 01. 

Media Penelitian Pendidikan: Jurnal Penelitian dalam Bidang Pendidikan Dan Pengajaran, 16(1), 

14–20. https://doi.org/10.26877/mpp.v16i1.12038 

Redy Winatha, K., & Made Dedy Setiawan, I. (2020). Pengaruh Game Based Learning terhadap Motivasi 

dan Prestasi. Scholaria. 10(3), 198-206 

Rizqi, H. Y., & Hawa, A. M. (2023). The Effectiveness of Ethnomathematics-Based Contextual Teaching And 

Learning (CTL) on The Mathematical Communication Skills of Elementary School Students. Jurnal 

Pendidikan & Pengajaran (JUPE2), 1(1), 69–78. https://doi.org/10.54832/jupe2.v1i1.94 

Sadiyah Syifa, Maspupah, M., & Yuliawati, A. (2023). Kemampuan Berpikir Kritis Siswa Menggunakan 

Model Pembelajaran Game Based Learning (GBL) Berbantuan Wordwall pada Materi Ekosistem. 

Bioedutech. 10(2), 1-12 Tahun, 2 No 2. http://jurnal.anfa.co.id 

Samudera. (2020). Penggunaan Aplikasi Kahoot Sebagai Digital Game Based Learning. Skripsi. Universitas 

Pandanaran 

Sapriyah. (2019). Media Pembelajaran dalam Proses Belajar Mengajar. Prosiding Seminar Nasional 

Pendidikan FKIP. 2(1), 470–477. 

Sartika, F., Desriwita, E., & Ritonga, M. (2020). Pemanfaatan Media Pembelajaran dalam Meningkatkan 

Motivasi dan Hasil Belajar PAI di Sekolah dan Madrasah. Humanika, 20(2), 115–128. 

https://doi.org/10.21831/hum.v20i2.32598.115-128 

http://dx.doi.org/10.33578/pjr.v9i4.295
http://journal.unnes.ac.id/sju/index.php/epj


 

 
 

Jurnal PAJAR (Pendidikan dan Pengajaran)  
Volume 9 Nomor 4 July 2025 | ISSN Cetak : 2580 - 8435 | ISSN Online : 2614 - 1337 
DOI : http://dx.doi.org/10.33578/pjr.v9i4.295   
 

 

 

 

 

Putri Rahmadita Prihandini, et al  | game based learning, happy reading board (harebo), collaborative and competitive multiplayer games 

 

Halaman | 604 
 

Setiawan, A., Wahyu Nugroho, & Dessy Widyaningtyas. (2022). Pengaruh Minat Belajar terhadap Hasil 

Belajar Siswa Kelas VI SDN 1 Gamping. TANGGAP: Jurnal Riset dan Inovasi Pendidikan Dasar, 

2(2), 92–109. https://doi.org/10.55933/tjripd.v2i2.373 

Siregar, P. D. (2023). Pengaruh Model Game Based Learning (GBL) Terhadap Aktivitas Belajar Siswa Pada 

Pembelajaran Matematika di Kelas V SD Muhammadiyah 01 Medan. Skripsi. Universitas 

Muhammadiyah Sumatera Utara (UMSU) 

Slamet, R., & Sri Wahyuningsih. (2022). Validitas dan Reliabilitas Terhadap Instrumen Kepuasan Kerja. 

Aliansi. 1(1). 51-58 

Solehah, N. N., Saputra, H. H., & Setiwan, H. (2022). Analisis Minat Belajar Siswa Kelas IV SDN 20 

Ampenan pada Masa Pandemi Covid-19 Tahun Pelajaran 2021/2022. Jurnal Ilmiah Profesi 

Pendidikan, 7(1), 229–235. https://doi.org/10.29303/jipp.v7i1.449 

Sugiono, Noerdjanah, & Arfianti Wahyu. (2020). Uji Validitas dan Reliabilitas Alat Ukur SG Posture 

Evaluation (Issue 2). Jurnal Keterapian Fisik. 5(1), 55-61 

Sundari, H. (2015). Model-Model Pembelajaran dan Perolehan Bahasa Kedua /Asing. Pujangga, 1(2). 106-

117 

Susianti, O. M., & Srifariyati. (2024). Perumusan Variabel Dan Indikator Dalam Penelitian Kuantitatif 

Kependidikan. Jurnal Pendidikan Rokania, 9, 18–30. https://doi.org/10.37728/jpr.v9i1.1066  

Syofnida dkk. (2015). Fungsi Game Based Learning Dalam Pembelajaran. Skripsi. Universitas Sumedang 

Trinura, A., Sekolah, N., Keguruan, T., Pendidikan, I., Bangkalan, P., Angkasa, J., Sekaki, P., & Pekanbaru, 

K. (2022). Keterlaksanaan Pembelajaran Efektif melalui Peran Profesionalisme Pendidik Dalam 

Proses Pembelajaran. Journal on Education, 05(01), 1179–1188. 

Ulfa, E. M., Nuri, L. N., Sari, A. F. P., Baryroh, F., Ridlo, Z. R., & Wahyuni, S. (2022a). Implementasi Game 

Based Learning untuk Meningkatkan Kemampuan Literasi dan Numerasi Siswa Sekolah Dasar. Jurnal 

Basicedu, 6(6), 9344–9355.  

Wildah Rahayu, A., Nur Azizah, I., Dwi Ratnawati, Y., Syarifatus Shufiyah, S., Aprilia Purwanti, A., Negeri 

Surabaya, U., & Surabaya, K. (2024). Journal of Instructional and Development Researches Pengaruh 

Model Pembelajaran Game Based Learning “One Board” terhadap Hasil Belajar Siswa Madrasah 

Ibtidaiyah. JIDeR, 4(2). 46-53 

Zahrah Nazhifah Iftinany, Siti Nur Maulidah, Reisa Evita Zahradia, Ikmawati Ikmawati, & Kurniawan 

Kurniawan. (2024). Tingkatkan Kualitas Pendidikan: Peran Materi MIPA dalam Mencapai Tujuan 

Pendidikan Nasional. Populer: Jurnal Penelitian Mahasiswa, 3(3), 277–286.  

 

http://dx.doi.org/10.33578/pjr.v9i4.295
https://doi.org/10.37728/jpr.v9i1.1066

