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Abstract. The problem of this research is that there is still a lack of student activity in participatory learning as
well as interaction and collaboration between students in group learning activities. In this research, Classroom
Action Research (PTK) was carried out in three meetings. The subjects of this research were 25 class V students
of SDN Antasan Besar 7 Banjarmasin. The measure of research success with learning completeness is that 80%
of students achieved a KKM score above 80. The results of this research show that at Meeting I to Meeting III
there was an increase in the acquisition of learning activities in the application of the learning model, resulting
in the "Very Active" criteria at Meeting I, Il and II1. At Meetings Il and I11, learning activities increased to almost
all very active. Students' critical thinking skills increased to almost all highly skilled at Meetings II and III. At
Meetings II and IlI, students' collaboration skills increased to Almost All Skilled. Meanwhile, completeness of
learning outcomes increased again to 100% at Meeting III. From the results of this research, it can be concluded
that educators' activities experienced a very significant increase when implementing the PBL model supported by
DNGM using Wordwall media and the Dragon Snake game, as well as student activities, critical thinking skills,
collaboration skills, and learning outcomes.
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INTRODUCTION

The rapid increase in knowledge and innovation in the current era of globalization
demands quality human resources, so that current progress can be mastered and can be created
to improve the situation. Therefore, education requires careful handling and attention. In the
era of Society 5.0, it is very important to grow human resources who are able to overcome
obstacles and compete globally. The education sector cannot be separated from this. Skills such
as critical thinking, creativity, communication, collaboration, character and citizenship must be
taught in education according to 21st century skills (Fauzi, Z A. et al, 2022).

National education is education based on Pancasila and the 1945 Constitution of the
Republic of Indonesia. National education is characterized by religious values, Indonesian
national culture and is responsive to the demands of contemporary developments. In
accordance with the process standards of PP number 57 0f 2021 concerning National Education

Standards, learning is carried out in an interactive, inspiring, fun and challenging manner.
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Provide sufficient space for initiative, creativity and independence in accordance with students'
talents, interests and physical and psychological development (Ministry of Education and
Culture, National Process Standards, 2021).

According to South Kalimantan Province Regional Regulation No. 3 of 2017
concerning the Implementation of Education to Answer the Various Challenges of the
Changing Times, quality human resources are created through quality education in accordance
with developments in science and technology as well as faith and charity. In addition, training
must be based on insight into closeness to the environment which is reinforced by serious
benefits such as those in the South Kalimantan region (South Kalimantan Provincial
Regulation, 2017).

According to UNESCO data (Priscilla & Yudhyarta, 2021), Indonesia's education
quality is in 10th place out of 14 developing countries in the 2016 Global Education Monitoring
(GEM) Report. Indonesia's education indicators are also still low, according to the Human
Development Report 2017 Education Index, which placing Indonesia in seventh place in
ASEAN with a score of 0.622. In South Kalimantan itself, based on data released by IPM
(Metroyadi & Fauzi, 2021) it is stated that South Kalimantan is ranked 22nd out of 34 provinces
in terms of the lowest human development index.

The steps taken to improve the quality of the human development index in the education
sector are to make efforts to make changes, one of which is changes in the curriculum sector,
where currently education in Indonesia uses the 2013 curriculum (K13). The 2013 curriculum
is a curriculum that contains themes, namely integrating several subjects into one theme.
Themes are used as a binder to link several fields of study which can ultimately provide real
experience to students (Iskandar & Farida, 2020).

Advances in science and technology are important factors in determining the quality of
life of a nation in the 21st century. This period is described by unlimited correspondence which
has an impact on the spread of data that does not correspond to reality. On the other hand,
students become bored when the learning model used is below standard (Asniwati et al., 2019)
. Without using strategies and learning models that encourage students to be involved and
interested in participating in lessons about understanding interviews and writing reports,
students are only given textbooks containing various learning materials (Amir, Magfirah,
Malmia, & Taufik, 2020). The application of learning models in the world of education is very
important to achieve learning goals in terms of increasing, or balancing cognitive and
psychomotor abilities among students. The application of an ideal learning model is the center

of the educational experience in achieving ideal learning goals. In addition, educators can train

84 IJMEAL - VOLUME 1, NO. 3, AUGUST 2024



e-ISSN: 3046-8779, and p-ISSN: 3046-8302, Page. 95-109

and empower students' critical thinking and collaboration skills through the use of learning
models. Determining the learning model must be based on dissecting the conditions of learning
outcomes in the classroom. The learning model is then translated into a learning tool that guides
educators in carrying out activities related to learning (Noorhapizah et al., 2019) . Learning
tools are created so that they can be used by teachers as a guide in teaching and learning
activities and so that they can help teachers. The idea of learning guided by learning tools aims
to create meaningful learning activities and help students realize their maximum potential
(Caitra, Nasution, & Sukartiningsih, 2019).

So learning activities at school really require the implementation of learning that is
interesting, fun and not only centered on educators. Apart from that, students must also take
part in learning, both in being active and understanding learning. Learning activities that are
directed at actively participating in learning will certainly reduce the number of students who
are less active in learning. Students will be interested in being actively involved rather than just
silently listening to the teacher's explanation using the lecture method (Asniwati et al., 2018) .

The hope for further learning is learning that includes critical thinking skills. Critical
thinking is a type of reasoning that must be created in every student. Skills for critical thinking
involve cognitive processes and encourage students to think critically about problems (Saputra,
2020). Another hope is that there will be interaction between students in learning to share
knowledge and experience (Collaboration). In classroom activities, collaboration skills are very
important because they can help students achieve learning goals.

However, the reality that actually occurs in the field shows something different. Based
on the results of interviews conducted on Tuesday 19 December 2023 with class Ve educators
at SDN Antasan Besar 7, namely Mrs. Risna Disliani, S.Pd, said that there was still a lack of
activity from students in participating in learning, students were still not confident in
expressing their opinions. In learning, students' lack of critical thinking skills, such as solving
problems, and lack of interaction and collaboration in group learning activities contribute to
less than optimal student learning outcomes. During teaching and learning activities, teachers
have used learning models and learning media that can liven up the classroom atmosphere to
make teaching and learning activities more dynamic, but the results are still not ideal.

The impact if learning is still teacher-centered or one-way, then learning becomes less
interesting and enjoyable and students tend to lack understanding of the learning material being
taught. then the lack of using various methods and models means that students' activities tend
to be passive. Meanwhile, if students' critical thinking skills are still low, it will be difficult for

students to solve problems and find solutions to solve these problems and students tend to lack
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creative potential. Meanwhile, the impact of a lack of collaboration skills on students is that
students have less experience collaborating with their peers and are less able to solve problems
together.

Based on the various problems mentioned above, serious efforts are needed to improve
the learning process in the future. By introducing a learning system that makes it easier for
students to understand the material taught by the teacher and involving them in learning
activities in class, a fun and meaningful learning environment will be created. The solution that
can be used is by applying the Problem Based Learning model which is assisted by the DNGM
model (direct instruction, number heads together, group investigation, mind mapping) and the

traditional game namely dragon snake.

METHOD

In this research, the PTK (Classroom Action Research) method was used with a
qualitative approach. This research took place at SDN Antasan Besar 7. The research subjects
were 25 class V students of SDN Antasan Besar 7. The stages of the classroom action research

flow are as follows:
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Figure 1. Classroom Action Research Flow

The type of data used in this research comes from primary and secondary data. Data
collection techniques were developed through observation and testing activities. After the data
is collected, it is then followed up with data analysis methods. The purpose of this data analysis
is to analyze the data critically and sharply to obtain novelty in research and obtain conclusions

from research findings.
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RESULTS AND DISCUSSION
Research result

At SDN Antasan Besar 7, rescarchers conducted interviews and observations and
discovered a problem: students' critical thinking and collaboration skills were not developed
optimally in the activities they participated in. When students participate in the learning
process, their critical thinking and collaboration skills are also relatively low. However, the
learning model currently used by educators does not provide maximum results.

At the first meeting, it was discovered that students' low critical thinking skills could
be identified by calculating the total scores obtained by students. At the first meeting, the results
obtained were presented in Table 1 and then a recapitulation was carried out which was

presented in Table 1 , namely:

Table 1. Analysis of Observation Results of the Concept of Critical Thinking Skills of
Students in Meeting |

Criteria evaluation Classi
No Aspect TA KA C.A A S.A S.A cal
F % F % F % F % F % (%)
1 Aspect 0 0% 0 0% 5 20% 9 36% 11 44% 11 44%
A

2 AspectB 0 0% 0 0% 8 32% 14 56% 3 12% 3 12%
3 AspectC 0 0% 0 0% 5 20% 18 72% 2 8% 2 8%
4 AspectD 0 0% 0 0% 7 28% 16 64% 2 8% 2 8%

Table 2. Recapitulation of Observations on the Concept of Critical Thinking Skills of
Students in Meeting I

No Range score Information Frequency Percentage
1. 13-16 Very Skilled 16 64%
2. 9-12 Skilled 4 16%
3. 5-8 Enough Skilled 5 20%
4. 1-4 Not enough Skilled - -
5. 0 No Skilled - -
Amount 24 100%
Percentage of classic activeness (active andvery
; 64%
active)
Criteria Part big very skilled

By using a problem-based learning model supported by the DNGM model with the
Wordwall and Dragon Snake games at Meeting I, students' critical thinking abilities were not

functioning optimally. This can be seen from the percentage of classical activity with the
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"Mostly Highly Skilled" criteria of 64%. With details for the percentage of highly skilled
criteria of 64%, skilled criteria of 20%, moderately skilled criteria of 16% and 0% for less
skilled and unskilled criteria. At the first meeting, only 16 students fell into the very active
criteria, 5 students fell into the skilled criteria, and 4 students fell into the moderately skilled
criteria, while there were no students who fell into the less skilled and unskilled criteria. There
are still many aspects that fall into the highly skilled category but still have not reached the
criteria for completeness set by the researchers, this of course must be material for reflection
by educators for the next meeting.

Classically, at meeting I it can be seen that students' critical thinking skills have reached
64% with the criteria being highly skilled. Apart from that, at the first meeting the collaboration
skills per aspect were as follows:

Table 3 Analysis of Observation Results of Student Collaboration Skills in Meeting |

No Aspec Assessment criteria S.  Clas
t TT KT CT Q ST A sical
(%)

F % F % F % F % F %
1 Aspec 0 0% 0% 11 20% 5 20% 36% 9  36%

()
o)

N

2 Aspec 0 0% 0 0% S5 20% 16 64% 16% 4 16%

N

3 Aspec 0 0% 0 0% S5 20% 16 64% 16% 4 16%

N

4 Aspec 0 0% O 0% 5 20% 16 64% 16% 4 16%

Table 4 recapitulation of observations Collaboration skills of students in Meeting I

No Range score Information Frequency Percentage
1. 13-16 Very Skilled 16 64%
2. 9-12 Skilled 4 16%
3. 5-8 Enough Skilled 5 20%
4. 1-4 Not enough Skilled - -
5. 0 No Skilled - -
Amount 24 100%
Percentage of classic activeness (active andvery
; 64%
active)
Criteria Part big very skilled
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By using a problem-based learning model supported by the DNGM model with
Wordwall media and the Dragon Snake game, students' collaboration abilities were not optimal
at Meeting I. This can be seen from the percentage of classical activeness which is 64% with
the criteria "Most are very skilled". With details for the percentage of highly skilled criteria of
64%, skilled criteria of 16%, moderately skilled criteria of 20% and 0% for less skilled and
unskilled criteria. At the first meeting, only 16 students fell into the highly skilled criteria, 5
students fell into the skilled criteria, and 4 students fell into the moderately skilled criteria,
while there were no students who fell into the less skilled and unskilled criteria. There are still
many aspects that fall into the highly skilled category but still have not reached the criteria for
completeness set by the researchers, this of course must be material for reflection by educators
for the next meeting.

At this first meeting, students' classical collaboration skills had reached 64% with the
criteria being highly skilled.

Table 3. Recapitulation of Observations on Student Learning Results from Meeting I

Range Cognitive  Affective Psychomotor

No Aark F % F % F % Information
1 90-100 0 0% O 0% 0 0% Complete

2. 80-89 18 72% 19  76% 19 76% Complete

3. 70-79 7 28% 6 24% 6 24% Not Completed
4 60-69 0 0% O 0% 0 0%  Not Completed
5.  50-59 0 0% O 0% 0 0%  Not Completed
Amount 25 100% 25 100% 25 100%

JK Individual 18 19 19

JK Classical 72 % 76 % 76 %

Table 4. Accumulation of Completion of Learning Outcomes of Classical Students

Meeting I
Completeness Classical learning outcomes
Ne criteria F %
1 Complete (>80) 18 72%
2 Incomplete (<80) 7 28%

Amount 12 25
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The total learning outcomes of substitute students at the first meeting traditionally
reached 72%, especially 18 substitute students who had fulfilled the basic culmination rules,
while 7 substitute students or 28% were still below the basic fulfillment measure.

The indicators of completeness set by researchers individually and classically were still
not met by student learning outcomes at meeting I. because only 72% of students completed it,
while the researchers' success criteria required a minimum of 80% of students to get a score of
less than 80. This happened because the teacher had not used learning model well, and there
are still students who do not actively participate in the learning process. In order for students
to become more enthusiastic and participate actively in learning, educators need to prepare

themselves better and be better able to apply the learning model at the next meeting.

Table 5. Analysis of Observation Results Concept of Skills Critical Thinking of
Participants Student Meeting II

Assessment criteria

No Aspect TA KA C.A A S.A S.A ’lassical (%)
F % F % F % F % F %

1 spectA 0 0% 0 0% 2 8% 6 24% 17 68% 17 68%

2 aspectB 0 0% 0 0% 3 12% 15 60% 7 28% 7 28%

3 aspectC 0 0% 0 0% 0 0% 16 64% 9 36% 9 36%

4 spectD 0 0% 0 0% 3 12% 12 8% 20 80% 20 80%

Table 6. Recapitulation of Observations Critical Thinking Skills of Participants Educator

Meeting 11
No Score range Information Frequency Percentage
1. 13-16 Very Skilled 20 80%
2. 9-12 Skilled 5 20%
3. 5-8 Quite Skillful - -
4. 1-4 Less Skilled - -
5. 0 Unskilled - -
Amount 25 100%
f classic activeness (active and very active) 80%
Criteria Almost All Are Highly Skilled

Critical thinking skills at meeting II have increased to reach the classical percentage of
80% with the criteria being that almost all of them are highly skilled.

With details for the percentage of highly skilled criteria of 80%, skilled criteria of 20%,
and 0% for the criteria of moderately skilled, less skilled and unskilled. At Meeting II, 16
students fell into the highly skilled criteria, 5 students fell into the skilled criteria, while there
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were no students who fell into the moderately skilled, less skilled and unskilled criteria. There
are still many aspects that fall into the highly skilled category and have reached the criteria for
completion set by the researchers, but they can still be improved and should be used as material
for reflection by educators for the next meeting.

The collaboration skills at meeting II per aspect are as follows:

Table 5. Analysis of Observation Results of the Concept of Collaboration Skills of Students

in Meeting I1
Assessment criteria
No Aspect TA KA C.A A S.A S.A ‘lassical (%)
F % F % F % F % F %
1 spectA 0 0% 0 0% 1 4% 10 40% 14 56% 14 56%
2 spectB 0 0% 0 0% 3 12% 17 68% 5 20% 5 20%
3 spectC 0 0% 0 0% 0 0% 18 72% 7 28% 7 28%
4 spectD 0 0% 0 0% 2 2% 16 64% 7 28% 7 28%

Table 4. 1 Skills Observation Recapitulation Student Collaboration Meeting II

No  Score range Information Frequency Percentage
1. 13-16 Very Skilled 19 76%
2. 9-12 Skilled 6 24%
3. 5-8 Quite Skillful - -
4. 1-4 Less Skilled - -
5. 0 Unskilled - -
Amount 25 100%
f classic activeness (active and very active) 76 %
Criteria Almost All Are Highly Skilled

This can be seen from the percentage of classical activeness which is 76% with the
criteria "Almost All are Highly Skilled". With details for the percentage of highly skilled
criteria of 76%, skilled criteria of 24%, and 0% for the criteria of less skilled, unskilled and
quite skilled. At Meeting II, only 19 students fell into the highly skilled criteria, 6 students fell
into the skilled criteria, while there were no students who fell into the moderately skilled, less
skilled and unskilled criteria. There are still many aspects that fall into the highly skilled
category but still have not reached the criteria for completeness set by the researchers, this of
course must be material for reflection by educators for the next meeting.

Assessment of student learning outcomes at meeting Il per aspect can be seen as

follows:
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Table 7. Recapitulation of Observations on Student Learning Results from Meeting 11

No Range Cognitive Affective Psychomotor Information
viark F % F % F %

1. 90-100 3 12% 6 24% 5 20% Complete

2. 80-89 19 76% 17 68% 17 68% Complete

3. 70-79 3 12% 2 &% 3 12% No Complete

4. 60-69 0 0% 0 0% 0 0% No Complete

5. 50-59 0 0% 0 0% 0 0% No Complete
Amount 25 100% 25 100% 25 100% The whole thing
JK Individual 22 23 22 complete
JK Classical 88 % 92 % 88 %

Table 8. Accumulated Mastery of Classical Student Learning Results Meeting II

No Criteria Results Study classic
completeness F Y%
1 Complete (=80) 22 88 %
2 No Complete (<80) 3 12 %
Amount 25 100%

The learning outcomes of students at meeting II were considered very satisfying
because the percentage of students who completed both the cognitive, affective and
psychomotor aspects had exceeded the standard of success set by researchers, namely 80% of
students who got a score of >80. However, this result can still be improved at the next meeting.

The results of observations of critical thinking skills at meeting III per aspect are as

follows:

Table 9. Analysis of Observation Results of the Concept of Critical Thinking Skills of
Students in Meeting III

Criteria evaluation

No Aspect TA KA C.A A S.A S.A ’lassical(%)
F % F % F % F % F %

1 spectA 0 0% 0 0% 0 0% 2 8% 23 82% 23 82%

2 aspectB 0 0% 0 0% 0 0% 12 48% 13 52% 13 52%

3 aspectC 0 0% 0 0% 0 0% 9 36% 16 64% 16 64%

4 spectD 0 0% 0 0% 1 4% 18 72% 6 24% 6 24%
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Table 10. Recapitulation of Observations on Critical Thinking Skills of Students from

Meeting 11
No Range Score Information Frequency Percentage
1. 13-16 Very Skilled 24 96%
2. 9-12 Skilled 1 4%
3. 5-8 Enough Skilled - -
4. 1-4 Not enough Skilled - -
5. 0 No Skilled - -
Amount 25 100%
f classic activeness (active andvery active) 96%

Criteria

Almost All Are Highly Skilled

Students' critical thinking skills using the problem based learning model assisted by the

DNGM model using wordwall media and the dragon snake game at meeting III have gone very

well. This can be seen from the percentage of classical activity which is 96% with the criteria

being that almost all of them are highly skilled.

Table 4. 2Analysis of Observation Results of Student Collaboration Skills Meeting 111

Criteria evaluation

No Aspect TA KA C.A A S.A S.A ’lassical(%)
F % F % F % F % F %

1 spectA 0 0% 0 0% 0 0% 4 16% 21 84% 21 84%

2 aspectB 0 0% 0 0% 0 0% 13 52% 12 48% 12 48%

3 aspectC 0 0% 0 0% 0 0% 9 36% 16 64% 16 64%

4 spectD 0 0% 0 0% 1 4% 13 52% 12 48% 12 48%

Table 4. 3recapitulations of observations of students' collaboration skills at meeting III

No Range Score Information Frequency Percentage
1. 13-16 Very Skilled 23 92%
2. 9-12 Skilled 2 8%
3. 5-8 Enough Skilled - -
4. 1-4 Not enough Skilled - -
5. 0 No Skilled - -
Amount 25 100%

f classic activeness (active andvery active) 96%

Criteria

Almost All Are Highly Skilled

The collaborative ability of students working with a problem-based learning model is

supported by the DNGM model with Wordwall media and the Dragon Snake game at Meeting

II1. This can be seen from the percentage of classical activity which is 92% with the criteria

being that almost all of them are highly skilled.

Table 11. Recapitulation of Observations on Student Learning Results from Meeting III
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Cognitive Affective Psychomotor

No RangeMark F % F % F % Information
1. 90-100 3 12% 6 24% 5 20%  Complete
2. 80-89 19 76% 17 68% 17 68%  Complete
3. 70-79 3 12% 2 8% 3 12%  No Complete
4. 60-69 0 0% 0 0% 0 0% No Complete
5. 50-59 0 0% 0 0% 0 0% No Complete
Amount 25 100% 25 100% 25 100%
JK Individual 25 25 25 The whole thingcomplete
JK Classical 100% 100% 100%

Table 12. Accumulated Mastery of Classical Student Learning Results Meeting 111

Criteria Results Study classic
Ne completeness F %
1 Complete (=80) 25 100%
2 No Complete (<80) 0 0%
Amount 25 100%

The learning outcomes of students at meeting III were considered very satisfying
because the percentage of students who completed both the cognitive, affective and
psychomotor aspects had exceeded the standard of success set by researchers, namely 80% of
students who got a score of >80. The results of students' complete learning at meeting III
classically reached 100%, namely 25 students or all of them who had met the minimum

completeness criteria.

DISCUSSION

Critical thinking is the ability to assess things rationally. When students are faced with
complex problems, they may need to apply several skills such as the ability to analyze and
make arguments, present classifications, present evidence, provide reasons, analyze the
implications of an opinion and draw conclusions. Therefore, critical thinking skills can be
developed (Noorhapizah, et al, 2022) .

Based on this graph, students' critical thinking skills usually reach a percentage of 64
percent at meeting I, rising to 80 percent at meeting II, and then rising again to 96 percent at
meeting III. in accordance with Filsaime's definition of critical thinking as evaluating
something rationally. Providing classification serves to facilitate the development of critical

thinking skills because students are faced with complex problems that may require them to
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apply various skills they already have, such as the ability to analyze, present arguments, present
evidence, give reasons, analyze the implications of an opinion, and draw Conclusion
(Noorhapizah, et al, 2022).

The results of this research are supported by research that has been conducted: Ridha
Nadhira (2022), Siti Muslehah (2022), Arpani (2022) and Hindun Aprilia (2021). In these
studies, students' critical thinking abilities were found to have increased to the "Very Critical"
level.

Students usually achieve a percentage of 64% for their ability to collaborate, which
increases to 76% at meeting II and 92% at meeting III. The consequences of this research are
supported by several studies that have been effective, in particular as follows: Exploration by
Abdurrahman (2022), Euis Anisa Rahmah (2022), The results of the research show that the
joint venture ability of students who enter the "Specially Gifted" class increases. Based on this,
the combination of the Problem Based Learning model assisted by the DNGM model with
wordwall media and the dragon snake game has been proven to be able to improve
collaborative abilities.

Student learning outcomes that had not been completed at the first meeting had a
completeness level of 72%, increased at the second meeting to a completeness level of 88%
and increased again at the third meeting with a completeness level of 100%. It can be seen from
previous data that student learning outcomes increase at each meeting. This is for the reason
that analysts consider the use of models in a developing experience that makes the educational
and growing experience much better so that the influence on the substitute student's capacity
to dominate the material expands.

The learning role carried out by educators in each meeting cannot be separated from
their success in improving student learning outcomes. In the research conducted, it was found
that this learning process was able to achieve positive results. This is in line with the views of
Suriansyah et al. (2014: 219) that students learn best by learning through the process, not by

learning through products. .

CONCLUSION

The conclusion of this research is that wordwall media and the dragon game, together
with the Problem Based Learning model and DNGM model, can improve critical thinking
skills, collaboration and learning outcomes. The consequence of this study is that the level of
students' critical thinking abilities which is traditionally obtained at meeting I is 64% with the
"Mostly Very Talented" measure and increases at meeting II to 80% with the "Almost All
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Talented" model then increases again at meeting III to 96%. Collaboration skills were rated
"Mostly Very Skilled" by 64% of participants at meeting I, "Mostly Very Skilled" by 76% of
participants at meeting II, and "Almost All Very Skilled" by 92% of participants at meeting II1.
Aspects of student cognitive learning outcomes at Meeting I were 72%, increased to 88% at
Meeting II and then increased again to 100% at Meeting III. This was because at Meeting I
there were several students who did not reach the KKM score. This condition is still below the
standards set by researchers for student learning outcomes. Educators improve the application
of learning models so that students are more enthusiastic and actively involved in learning in

order to overcome these obstacles.
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