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ABSTRACT
This study aims to describe and analyze the “Creative Hours” learning model
centered on a learning cycle as a vehicle for cultivating the entrepreneurial spirit of
students in an entrepreneurship-based school. A qualitative approach with a case
study design was employed at SMP Santa Ursula Bandung. Data were gathered
through participant observation, in-depth interviews with the entrepreneurship team,
accompanying teachers, and the principal, as well as documentation, then analyzed
through data reduction, data display, and conclusion drawing. The findings show that
the “Creative Hours” model rests on three components curriculum, process, and
evaluation operationalized through five learning-cycle stages: exploring, planning,
doing, communicating, and reflecting. Across these stages the school instills fifteen
entrepreneurial values that can be grouped into self-regulation values, creative-
innovative values, social-collaborative values, perseverance values, and honesty as a
moral anchor. The model’s distinctiveness lies in a 60% weighting for character
assessment that exceeds the weighting for knowledge and skills, the integration of
the entrepreneurship curriculum with the school’s core values, and the presence of
an authentic audience (parents) at the communication stage. The study concludes that
a structured, character-oriented learning cycle functions effectively as a vehicle for
cultivating entrepreneurial spirit and can serve as a reference model for developing
entrepreneurship-based learning in other educational units.

This is an open access article under the CC—BY-SA license.

@ OO

INTRODUCTION

The era of globalization and the rapid development of information technology presents new challenges in the
world of education, especially related to the low involvement of students in the learning process. In the field, many
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students show a lack of enthusiasm, passivity, and easily lose focus when participating in learning that is still
dominated by conventional methods. This condition has an impact on low learning motivation and has a negative
effect on the achievement of student learning outcomes.

This problem is reflected in the results of the 2022 Program for International Student Assessment (PISA) which
places Indonesia in 68th place with a score of 379 in mathematics, 398 in science, and 371 in reading. This
achievement shows that most Indonesian students still do not achieve the expected competencies, especially in literacy,
numeracy, and science skills. In addition, the Covid-19 pandemic since March 2020 has also worsened education
conditions through the phenomenon of (Rahmania et al., 2024) learning loss, especially in vulnerable student groups.
The INOVASI and BSKAP study of the Ministry of Education and Culture in 20 districts/cities shows a decrease in
student learning achievement after one year of the pandemic. (Apriyani, 2024)

The decline in learning achievement was also seen in the subject of Islamic Religious Education (PAI) for
students in grades IX-1 of SMP Negeri 2 Hutaraja Tinggi for the 2023/2024 school year. Based on the grade level, the
average PAI learning outcomes in semester 1 and semester 2 can be seen in the following table:

Table 1. List of Students' Semester Grades

Academic Classes Semester Average PAI Score Remarks

Year

2023/2024 I1X-1 Semester 1 80,0 —

2023/2024 1X-1 Semester 2 78,7 Down 1.3 points (%1.6%)

The data in the table shows that the average PAI score of students decreased from 80.0 in semester 1 to 78.7 in
semester 2, with a difference of 1.3 points or around 1.6%. This condition shows that PAI learning achievements in
general are still not optimal. One of the important materials in PAI that is also relevant to be improved is zakat material,
so learning innovations are needed that are able to encourage student motivation and learning outcomes.

Learning achievement is the results obtained by students through the learning process as a form of developing
individual potential, both in academic aspects and the development of talents and interests. Therefore, learning
achievement is an important indicator to assess the success of the learning process. Learning achievement is influenced
by various factors, both external and internal. External factors include the quality of learning, environment, and family
support, while internal factors include motivation, self-control, intellectual ability, and the physical and psychological
condition of students. (Br Ginting & Br  Steps , 2023; Nababan & Sari, 2023) (Asniar et al., 2024)

One of the external factors that greatly determines learning achievement is the quality of learning shown
through the teacher's ability to choose learning methods that are in accordance with technological developments. One
of the relevant approaches in the digital era is Games Based Learning (GBL), which is game-based learning that aims
to increase student activities and involvement in learning. Compared to conventional methods, GBL is better able to
increase student motivation, participation, and understanding because it utilizes game elements such as challenges,
scores, and rewards that make the learning process more interactive and fun. (Ansary, 2023; Practical & Imam
2022) (Abror, 2022)

One form of Games Based Learning that can be applied in schools is Wordwall. Wordwall is a digital learning
platform that provides a variety of interactive activities, such as quizzes, matching pairs, and word searches to increase
student engagement in learning. The use of Wordwall is very suitable for application at the junior high school level
because the characteristics of early adolescent students tend to be active and need interesting learning. Through game
elements such as levels, challenges, and scores, Wordwall can increase students' attention, motivation, and learning
achievement. (Adriyani et al., 2022)

In addition to the quality of learning, learning achievement is also influenced by an internal factor known as
Self-Regulated Learning (SRL). defines SRL as the ability of students to actively participate in the learning process
through metacognitive, motivational, and behavioral aspects. The SRL component includes the use of cognitive
strategies, motivation management, goal setting, self-efficacy, and the ability to evaluate the learning process. This
ability is very important for junior high school students because at this stage of development they begin to be required

2505


https://ejournal.unibabwi.ac.id/index.php/sosioedukasi/index

Volume 15 No. 2. June 2026 https://ejournal.unibabwi.ac.id/index.php/sosioedukasi/index

to learn more independently and be able to manage their own learning activities. Adipat et al. (2021) (Fatta et al.,
2019)

Various previous studies have shown that Wordwall-based Games Based Learning has a positive effect on
student activeness, reading ability, and learning outcomes. Other studies have also found that (Alotaibi, 2024) Self-
Regulated Learning has a positive effect on learning outcomes, critical thinking skills, and students' interest in
learning. However, the research that examines the application of (Amaliyah & Rahmat, 2021; Gustina & Rahayu,
2021) Wordwall-based Games Based Learning in Islamic Religious Education learning, especially in zakat materials,
considering that the level of Self-Regulated Learning of students is still limited, so further research is needed

The novelty of this study lies in testing the interaction between Wordwall-based Game Based Learning learning
strategies and the characteristics of students in the form of Self-Regulated Learning through a 2x2 factorial design.
This study not only analyzes the effectiveness of the use of Wordwall, but also explains how students' Self-Regulated
Learning levels affect the learning achievement of Islamic Religious Education. Therefore, this study aims to explore
the influence and interaction of these two variables on student learning achievement at SMP Negeri 2 Hutaraja Tinggi,
Hutaraja Tinggi District.

METHOD

This study uses a quantitative approach with a quasi experiment type (pseudo experiment) and a 2x2 factorial
design. This design was chosen to test the influence of Wordwall-based Game Based Learning and Self-Regulated
Learning methods on student learning achievement, as well as to analyze the interaction between the two variables.
The research was carried out at SMP Negeri 2 Hutaraja Tinggi with a population of 50 students in grade IX. The
sample was determined using non-random sampling techniques, namely class IX-1 as an experimental class (26
students) and class IX-2 as a control class (24 students). In addition to primary data obtained directly from students,
this study also utilizes secondary data in the form of attendance lists, student scores, and documents from the student
affairs and counseling guidance sections. ( Syahrizal & Jailani, 2023; scrape et al., 2025)

The research instruments consist of three types. First, learning achievement instruments that include cognitive
domain tests, affective domain questionnaires, and psychomotor domain observation sheets compiled based on Bloom,
Krathwohl, and Simpson taxonomy. Second, the Self-Regulated Learning questionnaire was developed based on
theory to measure aspects of planning, self-monitoring, self-regulation, cognitive control, time management,
motivation, and reflection on student learning. The grouping of Self-Regulated Learning levels is carried out using
the median split technique, so that students are grouped into high and low categories. Third, observation sheets are
used to monitor the implementation of Wordwall-based Game Based Learning methods during the learning process.
(Rahman et al., 2026)

The research procedure begins with a preliminary study to identify problems in schools and prepare an
experimental design. Furthermore, both classes were given a pretest to find out the students' initial abilities. The
experimental class received treatment using the Wordwall-based Game Based Learning method , while the control
class used the expository method. After all treatments were completed, both classes were given a posttest to measure
student learning achievement. The data obtained was then analyzed to test the influence of learning methods, the level
of Self-Regulated Learning, and the interaction between the two on student learning achievement.

RESULT AND DISCUSSIONS
RESULTS

This study is a quasi-experimental research with a 2x2 factorial design which aims to analyze the influence of
Wordwall-based Game Based Learning methods and expository learning models, as well as the level of Self-
Regulated Learning (high and low) on the learning achievement of Islamic Religious Education students in grade IX
of SMP Negeri 2 Hutaraja Tinggi. In addition, this study also examines the interaction between learning methods and
Self-Regulated Learning on student learning achievement.
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Before data collection is carried out, all research instruments are first validated by experts (expert judgment)
to assess the feasibility of content, construction, and language. The validated instruments included observation sheets
for learning implementation, learning achievement tests, and Self-Regulated Learning questionnaires. The validation
results showed that all instruments were in the category of suitable for use with several minor revisions according to
the validator's suggestions, especially related to the clarity of indicators, material suitability, and language use.

The instrument was tested on students outside the research sample to determine its validity and reliability
empirically. The validity test of learning achievement test items was carried out using Product Moment correlation
with the help of SPSS, while reliability was measured using Cronbach's Alpha coefficient. The results of the analysis
showed that all instruments met the valid and reliable criteria, making them suitable for use in the collection of research
data.

The data analyzed in this study included prefest and posttest scores of student learning achievement in
experimental and control classes, as well as data on the level of Self-Regulated Learning of students which were
grouped into high and low categories. In addition, data were also presented based on a combination of 2x2 factorial
design, namely the group of students with a high Wordwall-based Game Based Learning and Self-Regulated Learning
(A1B1), a Wordwall-based Game Based Learning and a low Self-Regulated Learning (A1B2), a high expository and
Self-Regulated Learning model (A2B1), as well as an expository model and Self-Regulated Learning low (A2B2).

The presentation of the data aims to provide an overview of the difference in average, score distribution, and
learning achievement trends in each research group. Furthermore, the data was analyzed through prerequisite test
analysis and hypothesis testing using statistical techniques that had been determined in accordance with the research
design.

Table 2. Criteria for Interpreting the Validity of Instruments Based on the Percentage of Expert Assessments

Percentage Category
0-20% Highly Invalid
21-40% Invalid
41-60% Quite Valid
61-80% Valid
81-100% Highly Valid

The results of expert validation of the research instrument are presented as follows:

Table 3. Expert Validation of Cognitive Domain Student Learning Achievement Test Instruments

No | Aspects Yalldator ;’alldator ;’alldator g:(::l Percentage | Criteria

1 Iél(?rlrf;;?irbili y 25 24 25 74 99% Highly Valid

3 | Cerio and question | 22 24 23 69 92% Highly Valid
formulation

4 Key Permissions 24 23 24 71 95% nghly Valid

5 Ranah Kogn]t]f 25 24 24 73 97% nghly Valid

Total average 23,6 238 23,6 71,0 | 95% Highly Valid

Maximum score = 75
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Based on the results of expert validation of the cognitive domain learning achievement test instrument in the
table above, the average score of the three validators was obtained of 71.0 from a maximum score of 75 with a
feasibility percentage of 95%. The value is in the Very Valid category. This shows that the test instruments in the
cognitive realm have met the aspects of indicator suitability, language clarity, accuracy of question formulation,
correctness of answer keys, and suitability of the level of cognitive domain. Thus, the cognitive domain test instrument
is suitable for use in research with minor revisions according to the validator's suggestion.

Student Learning Achievement through Wordwall-based Game Based Learning Method and Low Self-
Regulated Learning

Based on the results of data analysis, it was found that the average learning achievement of students with low
Self-Regulated Learning taught using the Wordwall-based Game Based Learning method was 61.50, higher than that
of students taught by the expository method of 44.58. However, the difference was not statistically significant (p >
0.05).

Descriptively, these results show that the use of Wordwall-based Game Based Learning is able to increase
student involvement in the learning process, especially in students with low levels of Self-Regulated Learning.
Learning that utilizes elements of games, challenges, and direct feedback can attract students' attention so that they
are more active in participating in learning. This condition occurs because students with low Self-Regulated Learning
generally have limitations in planning, monitoring, and evaluating the learning process independently. Therefore, they
need external stimuli that can help increase focus, motivation, and participation during learning. (Azhar et al., 2024;
Nurhalisa et al., 2025)

These findings are in line with the opinion of James Paul Gee (2003) who stated that game-based learning can
increase students' motivation and active involvement in learning. In addition, Zimmerman (1990) asserts that students
with low levels of Self~Regulated Learning tend to need external support to help control their learning process. The
results of this study are also supported by research that shows that the use of Wordwall can increase student activity
and learning outcomes. Cortes & Carrefio-Bolivar (2024)

Thus, it can be concluded that the use of the Wordwall-based Game Based Learning method in students with
low Self-Regulated Learning shows an increase in the average learning achievement descriptively, but the increase
has not shown a statistically significant difference.

Student Learning Achievement through Wordwall-based Game Based Learning Method and High Self
Regulated Learning

Based on the results of data analysis, it was found that the average learning achievement of students with high
Self-Regulated Learning taught using the Wordwall-based Game Based Learning method was 73.18, higher than
students taught using the expository method of 50.00. However, the difference was not statistically significant (p >
0.05).

Descriptively, these results show that the use of Wordwall-based Game Based Learning is able to increase
student involvement in the learning process, including in students who have a high level of Self-Regulated Learning.
Interactive learning provides opportunities for students to be more active in exploring the material and utilizing the
various learning strategies they have.

This condition occurs because students with high Self-Regulated Learning have good abilities in planning,
monitoring, and evaluating their learning process independently. With the support of interesting and interactive
learning media, students can optimize their self-regulation skills so that their understanding of learning materials
becomes better.

This finding is in line with Zimmerman's (1990) theory which states that Self-Regulated Learning is the ability
of individuals to actively manage the learning process through planning, monitoring, and self-evaluation. In addition,
James Paul Gee (2003) explained that game-based learning can increase students' motivation and involvement in
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learning. The results of this study are also supported by Adipat et al. (2021) who found that Game Based Learning
can improve learning outcomes, especially in students who have a good level of learning independence. (Br Ginting
& Br  Steps , 2023; Hasibullah, 2023)

Thus, it can be concluded that the use of the Wordwall-based Game Based Learning method in students with
high Self-Regulated Learning shows an increase in average learning achievement descriptively, but the increase has
not shown a statistically significant difference so the results cannot be generalized widely.

Student Learning Achievement through Expository Methods and Low Self-Regulated Learning

Based on the results of data analysis, it was found that the average learning achievement of students with low
Self-Regulated Learning who were taught using the expository method was 44.58, lower than students who were
taught using the Wordwall-based Game Based Learning method . However, the difference was not statistically
significant (p > 0.05).

Descriptively, these results show that expository methods tend to be less effective in increasing student
engagement, especially in students with low levels of Self~Regulated Learning. Learning dominated by the teacher's
explanation causes students to play more roles as recipients of information so that active participation in the learning
process is limited.

This condition occurs because students with low Self-Regulated Learning generally have limitations in
concentrating, planning learning activities, and evaluating their understanding of the material. In one-way learning,
students tend to be passive and lack stimuli that can encourage optimal learning engagement. (Faber et al., 2024;
Fatta et al., 2019)

These findings are in line with the opinion that the expository method emphasizes the delivery of material
directly by the teacher so that the active involvement of students is relatively limited. In addition, Zimmerman (1990)
explains that students with ~ Akbar et al. (2026) low Self-Regulated Learning require external support to increase
engagement in learning. The results of this study are also supported by those who show that teacher-centered learning
tends to be less effective in increasing the activity and learning outcomes of students with low levels of learning
independence. Noushad (2024)

Thus, it can be concluded that in students with low Self-Regulated Learning, the use of the expository method
results in lower learning achievement descriptively compared to Wordwall-based Game Based Learning, although the
difference has not shown statistical significance.

Student Learning Achievement through Expository Methods and Self-Regulated Learning as well as the
Interaction between Learning Methods and Self-Regulated Learning

Based on the results of data analysis, it was found that the average learning achievement of students with high
Self-Regulated Learning who were taught using the expository method was 50.00, lower than that of students who
were taught using the Wordwall-based Game Based Learning method . However, the difference was not statistically
significant (p > 0.05).

These results show that the expository method has not been able to optimally increase student involvement in
the learning process, including in students who have a high level of Self-Regulated Learning. Although students in
this category have the ability to organize, monitor, and evaluate the learning process independently, expository
learning characteristics that tend to be one-way cause students' active involvement to be limited.

This condition results in the potential for learning independence that students have not been able to develop
optimally. Students with high Self-Regulated Learning need a learning environment that allows them to actively
participate, explore knowledge, and use a variety of learning strategies to achieve better learning outcomes.

This finding is in line with Zimmerman's (1990) theory which states that Self-Regulated Learning is an active
process in managing learning activities independently. However, a less interactive learning environment can limit the
optimization of these abilities. In addition, it states that teacher-centered learning methods tend to limit students' active
involvement in learning. Faza & Sustainable (2025)
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The results of this study are also supported by those who show that less interactive learning methods tend not
to be able to optimize student learning outcomes even though students have a high level of learning independence.
Thus, in students with high Anisah (2022) Self-Regulated Learning, the use of the expository method showed lower
learning achievement descriptively, although the difference was not statistically significant.

Furthermore, the results of the two-track ANOVA test showed a significance value of p = 0.331 > 0.05, which
means that there was no significant interaction between the learning method and Self-Regulated Learning on student
learning achievement. This shows that the influence of learning methods on learning achievement tends to be
consistent in students with high and low Self-Regulated Learning.

The absence of significant interactions indicates that learning methods and Self-Regulated Learning exert a
relatively independent influence on students' learning achievement. In other words, differences in the level of Self-
Regulated Learning do not significantly change the influence of learning methods on learning outcomes.
Descriptively, there are indeed average differences between groups, but these differences are not strong enough to
show a superior combination of treatments. (Chung & Lo, 2025; de Carvalho & Coelho, 2022)

This finding is in line with Zimmerman's (1990) theory which states that the effectiveness of Self-Regulated
Learning is still influenced by external factors, including learning methods. In addition, various previous studies have
generally found the influence of learning methods and Self-Regulated Learning separately, but not many have shown
an interaction between the two. Therefore, it can be concluded that there is no significant interaction between the
(Fauzi & Widjajanti , 2018) Wordwall-based Game Based Learning method and Self-Regulated Learning on
student learning achievement.

CONCLUSION

Based on the results of the research, it can be concluded that the Wordwall-based Game Based Learning
method has an effect on the learning achievement of Islamic Religious Education students in grade IX of SMP Negeri
2 Hutaraja Tinggi. This method has been shown to be more effective than the expository method in improving student
learning achievement, which is shown by the difference in learning outcomes between the experimental class and the
control class after being given treatment. This study also shows that Self-Regulated Learning (SRL) has an effect on
student learning achievement. Students who have a high level of Self-Regulated Learning have better learning
achievement than students with a low level of Self-Regulated Learning. These findings confirm that students' ability
to organize, monitor, and evaluate their learning process plays an important role in academic success. However, the
results of the study showed that there was no significant interaction between learning methods and Self-Regulated
Learning on student learning achievement. This means that the influence of learning methods on learning achievement
is not influenced by the high or low level of Self-Regulated Learning of students. Thus, learning methods and Self-
Regulated Learning work independently in influencing students' learning achievement.
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