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ABSTRACT This study aims to describe how the students’ interest in learning class VIl SMP after us-
ing a traditional game guide book with the selection of subjects who have low interest in learning
mathematics. The research used a descriptive form with a qualitative approach. The data from this
research are students’ interest in learning. The object of this study were students of class VIII SMP. The
data collection techniques used were questionnaires and interviews as data reinforcement from the
questionnaire results. The results of this study indicate that the use of traditional game guidebooks in
mathematics learning is very effective as seen from the results of the questionnaire on student inter-
est in learning where male students’ interest in learning increases by 79%, while for female students it
increases by 82%, and is strengthened by the results of interviews which revealed that most students
were happy with the use of traditional game guidebooks and gave positive responses to mathematics

learning.

© The Author(s) 2021

1. INTRODUCTION

Mathematics is a structured and interconnected science
where there are basic abstract ideas, concepts, and objects
arranged hierarchically from one concept to the basis of
further conceptual learning (Meke et al., 2019). The objec-
tives of junior high school mathematics learning include
five things: (a) understanding the concept of mathematics;
(b) use reasoning; (c) problem-solving skills; (d) communi-
cating ideas with symbols; and (e) have an attitude of appre-
ciating the usefulness of mathematics in life (Departemen
Pendidikan Nasional, 2006). However, the five objectives
of learning mathematics at the SMP/MTs level cannot be
fully achieved, regarding the problem of students’low math-
ematics learning outcomes which is suspected to be caused
by students’ lack of interest and motivation to learn math-
ematics (Gazali & Atsnan, 2018).

When students do an activity, students will be influ-
enced by one of the factors, namely interest (Putra &
Setyaningrum, 2018). Interest factors can also affect the
development of student achievement (Hidayati et al., 2020).
The results of an interview conducted on 23 February 2019
with a teacher who said that students’ interest in taking
lessons was still lacking. Students often do not learn when
a class test is being held. This is reinforced by the results
of research which say that an important problem generally
faced by students in learning is about the lack of interest of
some students in certain subjects (Widyastuti et al., 2019).
Meanwhile, the results of the observations said that some
IV grade students had problems in their interest in learn-
ing (Dores et al., 2019). This can be seen from the learning

outcomes in the form of students’ daily test scores, seen
from the activities in the classroom when learning takes
place based on the results of student observations that pay
less attention to the teacher’s explanation when the learn-
ing takes place.

It turns out that the teaching and learning process of
mathematics is not only a learning model and media that
affect, but interest also plays a very large role in learning
achievement (Hidayatullathifah & Sujadi, 2017). The lack of
student interest or interest in learning mathematics is be-
cause most students consider mathematics to be a difficult
and tiring subject (Risnawati et al., 2018). Interest is very
influential on learning because if the learning material be-
ing studied is not following student interests, students will
not study as well as possible, because there is no attraction
for students to learn (Dores et al., 2019). Student interest in
learning can guide students in enhancing meaningful learn-
ing and improving students’ long-term memory (Azmidar
et al,, 2017). Interest relationship with learning activities,
interest becomes the driving force to achieve the desired
goals (Nurfazar et al., 2016). It is further said that without
interest, learning objectives will not be achieved. One of
the lessons that can arouse student interest in learning is to
give the impression that mathematics is not difficult (Fifko,
2017). So that learning is more interesting with a fun and
not boring learning atmosphere and can arouse students’
curiosity, one of which is through games or games (Rah-
mawati et al., 2018).

The view of students who think mathematics is diffi-
cult so that the lack of interest in learning mathematics
must be changed by directing mathematics learning to-
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wards a more enjoyable atmosphere for students through
games (Nizaruddin et al., 2017). The learning material that
is presented with the help of media or game methods pro-
vides a special attraction for students so that students’ in-
terest in learning this material can increase (Maharani et
al.,, 2019). The use of media or methods in learning can
motivate and guide students to learn independently (Ro-
haizati et al., 2020). Efforts that can be made by the teacher
by looking at mathematics learning, namely by the game
method, games that can be used by the teacher are tradi-
tional games (Surahmi, 2016). The game method can ed-
ucate students because there are elements of education
and learning so that students can actively participate in the
learning process (Setiyani et al., 2019). Games are one of
the main sources of motivation for students that can make
students more enthusiastic about learning and are a real
application of the term "learning by doing” to create an
attractive and educational learning environment (Vasileva-
Stojanovska et al., 2014). Games increase students’ inter-
est and curiosity so learning by playing can help students
develop their logical thinking skills and understand mathe-
matical processes such as addition, subtraction, and other
concepts (Mirawati, 2017). Traditional games can prioritize
social interaction or improve social skills because they are
played simultaneously or in groups (Perdani, 2014). Tradi-
tional game-based learning is learning that is the basis for
teachers in teaching social skills to students (Nugraha et
al., 2018). Traditional game-based learning has an impor-
tant role in student development in various aspects such
as motor, cognitive, emotional, social, spiritual, ecological,
and value or moral aspects (Hidayat, 2013).

These traditional games can be written in a guidebook.
Books are analytical results in writing of the curriculum in
the form of knowledge that comes from a thought (Mondli,
2019). Apart from textbooks, students also need other
guidebooks that support and enrich their mastery of knowl-
edge of learning (Astra & Saputra, 2018). A guidebook is
an information that provides the reader with steps to fol-
low the guidelines provided with information display in the
form of writing and images (Santoso et al., 2015). Books
with illustrated pictures can increase students’ interest in
learning (Meylana et al., 2019). Handbooks have an impor-
tant role in the learning process because they can build
students’ understanding of concepts and improve the qual-
ity of learning (Susilo et al., 2018). This research is sup-
ported by previous research entitled "product development
in the form of a guidebook for traditional children’s games”
conducted by Margaretha Rossa Sangsang Apriliana Mondli
(2019).

Based on the background of this problem, the re-
searchers are interested in researching to know students’
interest in learning in terms of traditional game guidebooks
at SMP Kepulauan Riau.

2. METHOD

The research used a descriptive form with a qualitative ap-
proach. The research was conducted at SMP Kepulauan
Riau with the selection of subjects who have low interest
in learning mathematics. Selection of subjects according to
the results of interviews with mathematics teachers at SMP
Kepulauan Riau. The data from this study were students’
interest in learning. While the data source comes from
the results of the student interest in learning after using a
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traditional game guide book. The data collection methods
from this study were questionnaires and interviews. This
questionnaire aims to determine students’ interest in learn-
ing after using traditional game guidebooks. This interview
aims to strengthen the results of the questionnaire.

3. RESULTS AND DISCUSSION

The research was carried out at SMP Kepulauan Riau by se-
lecting subjects who have a low interest in learning mathe-
matics with a total of 22 students. There are 7 male students
and 15 female students. The results of the questionnaire
analysis of students’ interest in learning mathematics used
scores of 1, 2, 3, and 4. The average male student interest in
learning was 2.98 after using a traditional game guide book.

The following is the explanation of each indicator,
namely 86% of male students agree that learning using
traditional game guidebooks makes me prefer mathemat-
ics lessons, 100% of male students agree that learning us-
ing traditional game guidebooks makes me understand the
concepts more detail mathematics, 100% of male students
agree that I can follow learning well using traditional game
guidebooks, 85% of male students agree that learning using
traditional game guidebooks makes me more motivated to
learn mathematics, 100% of male students agree that learn-
ing using traditional game guidebooks is very interesting
and fun, 86% of male students agree that learning using tra-
ditional game guidebooks makes mathematics easy to un-
derstand, 71% of male students agree with learning using
traditional game guides are what I expected, 72% of male
students agree that learning using traditional game guide
books makes mathematics material clearly understandable,
100% of male students agree that learning using traditional
game guidebooks makes me get experience in remember-
ing math concepts easily, 14% of male students agree that
learning using traditional game guidebooks is not suitable
for me, 14% of male students agree that learning using tra-
ditional game guidebooks makes it more difficult for me
to understand Mathematics material, 71% of male students
agree that the applied learning media is able to overcome
my difficulties in learning mathematics, 86% of male stu-
dents agree that I can remember math concepts better by
learning using traditional game guidebooks, 100% male stu-
dents agree that the lessons that were carried out made
me not easily bored learning mathematics, 100% of male
students agreed that using learning media, learning mathe-
matics at school made me not bored.

Whereas the average learning interest of female stu-
dents after using traditional game guidebooks was 3.02
with the explanation of each indicator, namely 93% of fe-
male students agreed that learning using traditional game
guidebooks made me prefer mathematics, 100% of female
students agreed that learning using traditional game guide-
books made me understand math concepts more in de-
tail, 100% of female students agreed that I could follow
learning well using traditional game guidebooks, 87% of fe-
male students agreed that learning using traditional game
guidebooks made me more motivated to learn mathemat-
ics, 100% of female students agreed that learning using tra-
ditional game guidebooks was very interesting and fun, 87%
of female students agreed that learning using traditional
game guidebooks make mathematics lessons easy to under-
stand, 73% of female students agree that learning using tra-
ditional game guidebooks is what I expected, 80% of female



students agree that learning using traditional game guide-
books makes mathematics material understandable, 100%
female students agreed that learning using traditional game
guidebooks gave me experience in remembering math con-
cepts easily, 13% of female students agreed that learning
using traditional game guidebooks was not suitable for me,
20% of female students agreed that learning with using tra-
ditional game guidebooks makes it more difficult for me
to understand mathematics material, 87% of female stu-
dents agree that the learning media applied is able to over-
come my difficulties in learning mathematics, 93% of fe-
male students agree that [ can remember the concepts bet-
ter Mathematical concepts with learning using traditional
game guidebooks, 100% of female students agree that the
learning carried out makes me not easily bored learning
mathematics, 100% of female students agree that using
learning media, learning mathematics at school makes me
not bored.

The results of the analysis of the students’ interest in
learning at SMP Kepulauan Riau on the implementation of
mathematics learning in terms of traditional game guide-
books are very effective, seen from the results of the ques-
tionnaire on student learning interest, namely the interest
in learning from 7 male students with an average of 79%,
while the interest in learning from 15 female students with
an average gain of 82%. The results of the questionnaire on
students’ interest in learning when using traditional game
guidebooks were strengthened by the results of student in-
terviews. Students said that mathematics was made easy
by using traditional game guidebooks. This is because the
games in the guidebooks are traditional games that are of-
ten played by residents of the Riau. Traditional games make
mathematics very interesting and fun.

Based on the results of the average student interest in
learning, seen from gender, it shows that female students
have a better interest in learning mathematics than male
students. This is in line with research conducted by Fri-
antini and R. Winata (2019), in-class X IIS SMA Negeri 1 Je-
limpo for the 2018 /2019 academic year in Landak Regency,
which obtained results of female students’ interest in learn-
ing better than male students in learning mathematics. Pre-
vious research also said that teachers should pay attention
to students’ interest in learning during learning, especially
in mathematics learning which is usually a subject that stu-
dents do not like, so that in mathematics learning students
are less interested in learning [29]. It is better if mathe-
matics learning is more connected between material and
real-life so that it can make students more interested in
learning. Also, teachers should use learning methods that
can make students interested in learning, namely learning
methods that are more varied or more fun, such as learning
using games or role-playing and others so that students be-
come more interested in learning mathematics and are in-
terested in carrying out mathematics learning.

4. CONCLUSION

From this study, it can be concluded that the learning inter-
est of Riau Islands Junior High School students towards the
implementation of mathematics learning in terms of tra-
ditional game guidebooks is very effective seen from the
results of the questionnaire on student learning interest,
namely the learning interest of 7 male students with an av-
erage of 79%, whereas interest in learning from 15 female
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students with an average gain of 82%. The increase in stu-
dent interest in SMP Kepulauan Riau totaling 22 people,
namely the results of the interviews revealed that most of
the Riau Islands Junior High School students were happy
with the use of traditional game guidebooks in mathematics
learning because traditional game guidebooks contained in-
teresting, fun games and made it easier for students to un-
derstand learning mathematics to increase students’ inter-
est in learning mathematics.
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