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Abstract  
___________________________________________________________________ 
This research aims to unveil the improvement of elementary school student’s conceptual 

understanding through the implementation of E-Jas Science Edutainment. This research 

is a pre-experimental research with the design of one group pretest and posttest. The 

sample of the research uses purposive sampling technique. The result of the Normalized-
Gain research shows that there is an improvement of student’s achievement under the 

criteria of medium (28.57%) and high (71.43 %). The classical result shows the normalized 

gain of 71% or 0.71, which means that student’s improvement was really high. The result 

shows that the implementation of E-JAS Science Edutainment can improve student’s 

learning achievement. 
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INTRODUCTION 

 

The regulation of Ministry of Education and 

Culture Number 65 year 2013 regarding the 

standardized process of 2013 curriculum explains 

that the learning process of 2013 curriculum is 

thematic and integrated. Natural science is taught to 

elementary school students in integrated and 

thematic learning. According to Rusman (2011) 

thematic learning is a learning model which 

facilitates the students to actively dign and find 

conceptual information in holistic, meaningful, and 

authentic way. The material of natural science for 

elementary school students are explained in a theme 

which is related to other learning load which expects 

the students to understand the material. The thing is 

caused by the characteristics of elementary school 

students who need complete understanding of 

materials. Sumantri (2016) says that the thinking 

development of elementary school students is 

integrative in a united way.  Ardianti (2015) also 

explains that the integration of thematic learning 

especially in natural science aims to make the 

learning process effective and efficient. The students 

are expected to understand scientific concept easily 

under certain theme. 

However, the actual condition shows that 

many students in Indonesian faces difficulties in 

understanding natural science concept. Natural 

science is always be considered as a difficult thing for 

students because they need more memorization and 

theorietical understanding with difficult terms. In the 

basic way, natural science is not only a theory and 

memorization, but also related to actual and real life 

learning in the real life. Pratama, et al (2015), states 

that natural science discusses natural phenomena, 

factual truth, and phenomena which is obtained 

through experiment in the laboratory or in the 

natural life. The difficulty of the students make the 

having low comprehension of concept. Besides, 

some factors influencing the students conceptual 

understanding is the lack of variation of learning 

process. The activity which is planned by the teacher 

can influence the result of the students from the 

learning. Setyaningsih & Dewi (2015) say that the 

planning of the materials affects the meaningful 

learning process for the students. Teacher supposes 

to plan certain learning process which activates 

student’s understanding through sequences of 

activities where students are actively involved. 

Dermawan (2014) states that the packing of learning 

by the teacher influence the meaning understood by 

the students. The learning strategy should make 

students, active, participative and cooperative to 

improve student’s cognitive, psychomotoric, 

and affective learning (Ridlo & Alimah, 2012). 

Based on the oinitial observation, 

teachers tend to only lecture in the classroom. 

Teacher rarely uses variation in using a learning 

model which attract the student’s attention. 

Teacher tend to dominate the learning process, 

which makes the students passive in the 

classroom since they only listen to some 

materials explained by the teacher. Once in a 

while, teacher give students time to ask; 

however, only some students want to ask 

questions. Students tend to be bored by the 

classroom situation since teacher do not actively 

involve the students. Teacher does not use the 

schools’ surrounding environment as the 

learning source for the students. Thus, students 

become less active in the learning process.  

One of the way to handle this problem is 

by making a learning environment which 

focuses on the students. Margiastuti, et al (2015) 

states that the implementation of the learning 

process which focuses on the students will make 

them able to be active and less boring. Attractive 

learning process can improve student’s 

conceptual understanding. Umar, et al (2016), in 

his research, shows that the improvement of 

students learning outcome will happen if the 

teacher uses attractive learning process. In this 

research, the researcher proposes Experiential 

Jelajah Alam Sekitar (Nature Exploration) (EJAS) 

Science Edutainment approach to teach students 

science.  

E-JAS is a model which utilizes 

surrounding environment as a learning source 

for students. The utilization of various 

understanding is useful for the students (Savitri 

& Sudarmin, 2016). The students can directly 

interact with their environment as well as 

applying what they get from the learning 

process. Wanabuliandari & Ardianti (2018) 

states that the content of the materials will be 

interesting and activating for students if it is close 

to them. Alimah (2012) also opines that E-JAS 

model can give direct experience for the students 

to improve their personal, social, rational, 

metacognition, and cognition. Students can do 

observation during the learning process. Sari, et 

al (2013) explains that observation can give 

students real experience in the learning process. 
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Ngabekti, et al (2017) states that JAS can 

successfully improve student’s learning outcome.  

Edutainment is an attractive learning method. 

Saepudin (2016) says that edutainment comes from 

education and entertainment. Widiyatmoko (2012) 

mentions that edutainment can attract the students 

to be fond of all learning subjects. Meanwhile, 

science edutainment includes the element of science 

to entertain the students. Taufiq, et al (2014) states 

that science edutainment can invite the students to 

do learning activity through games which educate 

them joyfully. Pratiwi, et al (2018) also explains that 

edutainment as a learning design is a learning load 

which is combined with entertainment. The 

expectation of the learning model’s implementation 

is to make the student’s learning outcome improved. 

Ardianti, et al (2017) menitions that an entertaining 

learning process will help the students to learn with 

no pressure, thus it grows their motivation in 

learning. The same thing is also explained by Estiani, 

et al (2015) that the implementation of learning 

process with a game can improve the classical 

passing grade of the students. 

E-JAS Science Edutainment model attract 

students to learn science in a joyful and interactive 

way with their environment by exploring the nature. 

The exploration can give student’s real experience 

that makes them have real and extended 

understanding. Besides, the activity can also make 

the students more active in the learning process. If 

the students are active, they will be more motivated 

to learn the concept. The implementation of E-JAS 

science edutainment is expected to be able to 

improve student’s conceptual understanding.  

This research aims to review the conceptual 

understanding of elementary school students 

through E-JAS science edutainment.  

 

METHODS 

 

This research is a pre-experimental research 

conducted in SD 1 Bacin, Kudus. The research uses 

one group pretest posttest design. Ruseffendi (2010) 

portray the design as follows. 

 

 O X O 

 

Note: 

O : Student’s pretest and posttest 

X : The learning process using the model of E-JAS 

Science Edutainment 

This research uses the students of IV grade 

class of SD 1 Bacin. The sample was taken using 

purposive sampling technique. The students in 

the IV grade have the characteristics of being 

attracted to a playful learning and able to do the 

outdoor learning. 

The data of student’s conceptual 

understanding was obtained using tests. The 

instrument of the test used evaluation which 

contains 25 multiple choices and 5 short essays. 

The analysis of the data were through 

Normalized gain test to know the improvement 

of student’s understanding in the level of 

elementary school. 

Normalized gain test was done to know how 

far the understanding of the students before and 

after the learning process is. The conceptual 

understanding is based on the pretest and posttest 

score through the formula of normalized gain 

<g> as follows (Hake, 1998: 65).  

Notes : 

Spost = Posttest Score 

Spre = Pretest Score 

Smaks = Maximum Score (100) 

After that, the normalized gain (g) test was 

translated as in the criteria of in Table 1 (Hake, 

1998: 65) as follows. 

Table 1. Normalized gain criteria g  

Normalized gain g  Criteria 

3.0g  Low 

7.03.0  g  Medium 

7.0g  High 

 

RESULTS AND DISCUSSION 

 

The result of the research is the 

improvement of student’s understanding 

displayed from the evaluation in pretest and 

posttest. The data can be seen in Table 2 as 

follows. 

 

Table 2. The Score of Student’s Understanding 

Component 

Conceptual Understanding 

Score 

Pretest Posttest 

Average 59.71 88.57 

Highest 78 94 

Lowest 50 86 
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Based on the Table 2, there is a significant 

improvement of student’s conceptual understanding. 

The average score of the posttest (88.57) was higher 

than the pretest one (63.14). In order to measure the 

improvement statistically, the researcher conducted 

normalized gain test. The result can be seen as 

follows. 

 

Table 3. The Result of Normalized Gain Test 

Normalized gain 

g  
Criteria 

Percentage 

(%) 

3.0g  Low 0 

7.03.0  g  Medium 28.57 

7.0g  High 71.43 

 

Table 3 shows that the improvement of 

student’s conceptual understanding through science 

edutainment E-JAS was categorized as medium and 

high. Meanwhile the classical understanding 

improvement was 71% which is also high.  

The improvement of student’s conceptual 

understanding happens since the model ask the 

students to explore their surrounding, that they can 

observe their environment directly. Sastrika, et al 

(2013) states that students learn better through their 

involvement in learning and their application in the 

real world. The real experience makes them able to 

make the learning process meaningful. 

Wanabuliandari, et al (2016) says that E-JAS can 

give student’s effective learning. The result also 

supports Alimah (2014) that the model can be used 

to attract students with real scientific investigation.  

Besides, science edutainment’s nature 

exploration is an entertaining experience for 

students. The learing process includes game, role 

play, and demonstration (Hamid, 2011). These 

features are naturally attractions to kids in the 

elementary schools who like to play (Sumantri, 

2016). Through playful activities, students can form 

their learning pattern and problem solving skills 

easily (Indriati, 2012). From the application of 

Science Edutainment, students can learn well 

without pressure. Ardianti, et al (2017) mentions that 

the edutainment gives students time to learning with 

playing. Thus, they will be more active and 

motivated to learn the boring science materials 

(Setyaningsih & Dewi, 2015).  

The implementation of E-JAS Science 

Edutainment ask the students to play in the real 

world. Minarti, et al (2012) states that the concrete 

environment will make them able to 

comprehend the materials and to get rid of the 

classroom’s boredom. 

 

CONCLUSION 

 

Based on the result of the research, E-JAS 

Science Edutainment can improve student’s 

conceptual understanding with the n-gain of 

71% or 0.71% or in high category. 
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