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Educational transformation is useful for developing one's
knowledge and technology to create a more comfortable and
interactive classroom impression. The author wrote this article
with the aim of determining the level of student interest in
receiving learning with hot seat game learning media. The
researcher conducted the research using the type of classroom
action research (classroom action research) this research was
carried out at the Teaching Assistance placement school in 2024
for class X at SMAN 3 Blitar. The use of hot seat game learning
media, using the Kurt Lewin model, through several stages such
as planning, acting, observing, reflecting. The results obtained
were that students were interested in learning using the hot seat
game model, but almost half of the students felt bored because the
questions given were not challenging enough.
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INTRODUCTION

The integration of interactive and engaging pedagogical methods into
economics education is paramount to fostering a deeper understanding of economic
principles and their practical applications among students (Munir et al., 2021).
Traditional lecture-based approaches often fall short in capturing students' attention
and promoting active participation, which are crucial for effective learning (Hansen
& Salemi, 2011). The incorporation of game-based learning strategies, such as the
"Hot Seat" game, presents a promising avenue for transforming the learning
experience in economics classrooms (Johnston et al., 2000). This method could
potentially cultivate a more dynamic and stimulating environment (Monaco, 2018).
Active learning methodologies, although not a novel educational approach, can be
difficult for educators to develop and implement (Lauer, 2003). Game-based
learning can foster student engagement, critical thinking, and collaborative skills,
while simultaneously solidifying their grasp of fundamental economic concepts
(Ndlela et al., 2020). The complexities inherent in economics, often involving
mathematical concepts and the crucial need to connect theoretical frameworks to
real-world economic scenarios, pose significant challenges to effective teaching
and learning (Nepal & Rogerson, 2020). By employing interactive games like "Hot
Seat," educators can translate abstract economic theories into relatable and
memorable experiences, thereby enhancing student comprehension and retention.
Furthermore, in light of the ongoing evolution of instructional methodologies, there
is an increasing demand for innovative strategies that encourage students to assume
responsibility for their learning (Chumsukon, 2020). Integrating interactive
learning strategies, such as the Hot Seat game, into the economics curriculum holds
the potential to promote a more engaging, effective, and student-centered learning
experience.

The dynamic landscape of modern education necessitates innovative
pedagogical approaches that transcend traditional lecture-based methods, especially
in subjects like economics that often require abstract thinking and real-world
application (Prayitno, 2017). Game-based learning, with its inherent ability to
engage students actively and foster a deeper understanding of complex concepts,
has emerged as a promising alternative (Joseph, 1970). The integration of games
into the classroom environment has been shown to positively influence student
engagement, promote active participation, and cultivate a sense of responsibility for
their own learning process (Inayati & Waloyo, 2022; Wyk, 2013). Cooperative
learning strategies, such as Teams Games Tournament, have also been identified as
effective methods for enhancing student activity and motivation in the classroom,
thereby addressing the challenge of disengagement often observed in conventional
teaching settings (Hidayah & Sari, 2020). The multi-sensory and interactive
elements inherent in games can significantly boost student involvement, problem-
solving capabilities, and critical thinking prowess (Hilmun & Fitriah, 2021).
Moreover, in subjects like mathematics that are often less desirable, the application
of interactive and fun learning media, such as game-based approaches, becomes an
essential strategy to foster a more engaging educational experience (Wahidah et al.,
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2020). Furthermore, game-based learning awakens students' curiosity,
competitiveness, and creative behaviors that enable them to construct concepts
(Toquero et al., 2021). It is imperative to acknowledge the potential pitfalls
associated with game-based learning, such as the risk of addiction, distractions, and
misalignment with deep learning objectives (Suliswaningsih et al., 2021). Despite
these challenges, the incorporation of games can yield undeniable benefits,
including the simultaneous development of multiple skills, the provision of visual
and practical examples, and the encouragement of self-improvement (Hanna et al.,
2021). One way to transition away from lectures is to integrate game-based
activities into the learning process, which encourages students to actively
participate by interacting with their surroundings (Lasala, 2022).

Gamification, which involves incorporating game elements into non-game
contexts, presents a viable strategy for enhancing student motivation and
engagement in educational settings (Tenorio et al., 2018). Gamification differs from
game-based learning in that it does not necessarily involve the use of full-fledged
games, but rather the application of game mechanics such as points, badges,
leaderboards, and challenges to motivate learners and promote desired behaviors
(Cavus et al., 2023; Chen & Liang, 2022; Li et al., 2023). The motivation behind
integrating game mechanics and principles into education stems from the inherent
ability of games to foster motivation and engagement (Dichev & Dicheva, 2017).
Gamification has been widely recognized as an effective tool in promoting learning
outcomes in various educational settings (Li et al., 2023). While digital
technologies can support gamification in education, instructors must be aware of
potential distractions caused by game elements (Hu & Shang, 2018). Gamification
can be combined with other active approaches, such as serious games, game-based
learning, project-based learning, collaborative learning, or flipped classrooms,
which increases flexibility and adaptation to students’ schedules and individual
needs (Jaramillo-Mediavilla et al., 2024). Gamification has the potential to increase
engagement, enjoyment, and motivation by incentivizing behavior through reward
systems and creating social competition (Hanus & Fox, 2014). Gamification has
been shown to improve student motivation, engagement, and interaction in
education, while also allowing them to immerse themselves in experiential learning
(Chan & Lo, 2024). Gamification offers the potential to simplify complex concepts,
cater to students' cognitive requirements, and elicit their emotional responses (Ng
et al., 2024). Gamification can provide students with immediate feedback on their
progress and recognition for completing tasks (Nitiasih et al., 2020).

The study seeks to explore the implementation and effectiveness of the Hot
Seat game as an interactive learning tool in economics subjects at State Senior High
School 3 Blitar.

METHOD

This research was conducted at SMA Negeri 3 Blitar from March to May
2024 involving 74 students from class X-9 totaling 37 students and from class X-
10 totaling 37 students. Sampling in classes X-9 and X-10 because seen from the
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Mid-Semester Exam scores, their classes tend to have less than maximum scores
than other classes so that for the next chapter of the Daily Test this is given with
interactive learning. The type of sample taken is Non-probability Sampling. The
purpose of this study was to determine the level of student interest in receiving
economic learning on the material of money and financial institutions based on the
hot seat game with a combination of the baamboozle application. This research was
conducted using the type of classroom action research. Data collection methods
consist of 1) Observation to determine the initial conditions of the research location,
2) Holding a hot seat game with a combination of baamboozle to determine the
level of student interest in receiving economic learning on the material of money
and financial institutions, 3) Reviewing and observing the results of the hot seat
game, 4) Reflecting on students. The data analysis technique used is the following
formula.

Formula : NP = (SN/NA) x 100 %

Noted that:

NP : Final grades are expressed as a percentage of student learning outcomes.
SN : Difference between daily test scores and mid-semester exam scores

NA : Mid-semester exam student learning outcomes

Description:
Positive result: Increase
Result 0 : Constant

Negative result: Decrease

This study uses Kurt Lewin's behavioral science model in the classroom in
implementing it.

planning -
/N

reflecting acting

\ observing __,-f/

Figure 1 Classroom Action Research Model by Kurt Lewin

Based on the use of Kurt Lewin's model, the researcher did several things,
namely as follows.

1. Planning
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Planning is done by identifying problems that exist in students in grades X-
9 and X-10 at SMA Negeri 3 Blitar. This is done by looking at the conditions and
identifying student characters about effective student learning methods and student
problems that are usually bored in receiving learning.

2. Action (Acting)

This action is done by providing an explanation of material related to money
and financial institutions. The implementation of classroom action research using
the teacher center learning approach, using the lecture method to explain material
about money and financial institutions. The learning action carried out is the
application of the hot seat game with a combination of the baamboozle application.

3. Observation (Observing)

Observation is carried out to find out whether there is a change after the
action of implementing learning media is carried out. This observation is carried
out by looking at student learning outcomes after the action, namely the application
of the hot seat game with a combination of the baamboozle application.

4. Reflection (Reflecting)

Reflection is carried out by giving students a questionnaire whether this
learning media can be applied in subsequent learning activities. In the application
of learning media, if there are weaknesses or a decline in student learning outcomes,
there is a problem that must be fixed, or it can be said that this learning media is
considered less effective.

The data collection instruments used in the study were observation and
questionnaires. The first observation was to observe a number of objects directly to
find accurate information about the object. The second observation was to observe
a number of objects directly to find out the changes received by the object after
receiving the hot seat learning media. While the questionnaire was conducted to get
direct answers from respondents. The following are indicators of student learning
interest and assessment qualifications in the aspect of student learning interest to
determine the level of student success.

Table 1 Indicator

Indicator Sub indicator

Aspects of student involvement Student learning outcomes

Aspects of student interest

Enthusiasm in learning, feeling happy and
interested, speed in answering students,
trying to get good grades
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RESULT AND DISCUSSION

This hot seat game is done by combining internet utilization applications,
namely baamboozle. Baamboozle is a learning medium to attract student
motivation. The following is a display of economic questions on money and
financial institutions in the baamboozle application. The teacher reads the questions
through the baamboozle application by choosing the number according to the one
chosen while the students answer the questions by playing the hot seat game.
Because one group consists of 5 students, one student must get 2 questions so that
a total of 10 questions must be answered from one group. Before the
implementation of the hot seat game by students of grades X-9 and X-10 of SMA
Negeri 3 Blitar, the teacher explained the material related to money and financial
institutions and conducted a question and answer session with the students. In the
implementation of the hot seat game, an assessment was carried out, namely
students who answered correctly would get 20 points, students who answered one
correctly would get 15 points, students with wrong answers or did not get a seat
would get 10 points and all of these points were added up to become the total group
score. The following are the results of observations on students based on learning
interest indicators.

Figure 2 Implementation of Hot Seat Learning Model

The figure shows the implementation of the Hot Seat learning model based on
games using the Baamboozle application in the Economics subject at SMA Negeri
3 Blitar. In this activity, students take turns sitting in special chairs (hot seats) to
answer questions given by the teacher and classmates. The classroom atmosphere
looks active and participatory, where students appear enthusiastic about
participating in activities by holding materials and discussing directly.

The use of the Baamboozle application in this learning model aims to create
a fun and interactive learning atmosphere. In addition to improving understanding
of economic concepts, this method also trains courage, communication skills, and
cooperation between students. This game-based learning is an effective alternative
strategy in supporting the achievement of student competencies more
comprehensively.



Karniawan, et al-Implementation Of Hot Seat Game-Based Interactive Learning. 36

Hot seat game learning media with a combination of baamboozle can
influence student success in achieving learning interest indicators, namely student
involvement and student interest. It can be seen that students have achieved very
good and good criteria. There are groups that have high scores in interest but in
their involvement they have low scores because they are very interested in the hot
seat game but they answer the questions incorrectly. So the hot seat game with a
combination of baamboozle makes an interesting, interactive, and fun learning
media but to find out more. Evaluation activities are carried out to determine the
level of student success in receiving learning. The following is data on student
learning outcomes in class.

CONCLUSION

Based on the results of the discussion that have been obtained, it can be concluded
that the hot seat game learning media with a combination of the baamboozle
application can be said to be successful as seen from the change in the average
student assessment from before being given treatment (at the time of the mid-term
exam) and after being given treatment (UH Chapter 2). In class X-9, a high increase
was obtained by students, namely 81% increase obtained from the previous 55 to
100 and in class X-10, a high increase was obtained by students, namely 90%
increase obtained from the previous 50 to 95. While the results of the questionnaire
that students prefer to use learning media in the form of games because they feel
not bored and do not seem monotonous. In addition, students in general are also
happy with the hot seat game model and the material provided through the
baamboozle application is generally also understood by students. However, almost
half of the students feel bored with the hot seat game model because the questions
given are too easy and simple so they are considered less challenging. With the
positive impacts that exist, the author's suggestion is to continue to develop the hot
seat game model learning media combined with baamboozle in the future. Even
though online learning media is now widely used by teachers, offline game learning
media is preferred by students because all of the students' body muscles and motor
skills move and students play with their cellphones less often.

REFERENCES

Cavus, N., Ibrahim, I. M., Okonkwo, M. O. O., Ayansina, N. B., & Modupeola, T.
(2023). The Effects of Gamification in Education: A Systematic Literature
Review. BRAIN BROAD RESEARCH IN ARTIFICIAL INTELLIGENCE
AND NEUROSCIENCE, 14(2), 211.
https://doi.org/10.18662/brain/14.2/452

Chan, S., & Lo, N. (2024). Enhancing EFL/ESL instruction through gamification:
a comprehensive review of empirical evidence [Review of Enhancing
EFL/ESL instruction through gamification: a comprehensive review of

empirical evidence]. Frontiers in Education, 9. Frontiers Media.
https://doi.org/10.3389/feduc.2024.1395155



37 Classroom Action Research Journal 7(1) (2025) 30-40

Chen, J., & Liang, M. (2022). Play hard, study hard? The influence of gamification
on students’ study engagement. Frontiers in Psychology, 13.
https://doi.org/10.3389/fpsyg.2022.994700

Chumsukon, M. (2020). The Development of Problem Solving Skills through
Problem-Based Learning in Economics in School Course. International
Journal of Emerging Issues in Early Childhood Education, 1(1), 33.
https://doi.org/10.31098/ijeiece.v1il .43

Dichev, C., & Dicheva, D. (2017). Gamifying education: what is known, what is
believed and what remains uncertain: a critical review [Review of
Gamifying education: what is known, what is believed and what remains
uncertain: a critical review]. International Journal of Educational
Technology in  Higher Education, 14(1). Springer Nature.
https://doi.org/10.1186/s41239-017-0042-5

Hanna, H., Abdul, S. L., Cruz, A. D. B. D., Manalo, Z. T., Papna, F. M. L., & Falle,
J. A. (2021). Game-based Activity Method: A Case of Grade 5 Students.
Indonesian ~ Journal = of  Teaching in  Science, 1(1), 13.
https://doi.org/10.17509/ijotis.v1i1.41186

Hansen, W. L., & Salemi, M. K. (2011). Improving Classroom Discussion in
Economics Courses. In Edward Elgar Publishing eBooks. Edward Elgar
Publishing. https://doi.org/10.4337/9781781002452.00016

Hanus, M., & Fox, J. (2014). Assessing the effects of gamification in the classroom:
A longitudinal study on intrinsic motivation, social comparison,
satisfaction, effort, and academic performance. Computers & Education, 80,
152. https://doi.org/10.1016/j.compedu.2014.08.019

Hidayah, I. N., & Sari, S. M. (2020). Application of cooperative learning type teams
games tournament (TGT) to increase the student’s activity. AIP Conference
Proceedings, 2216, 60010. https://doi.org/10.1063/5.0000522

Hilmun, P., & Fitriah, F. (2021). Let’s Kahoot! A game-based technology for
creating engagement and promoting active learning. English Education
Jurnal Tadris Bahasa Inggris, 14(1), 90. https://doi.org/10.24042/ce-
jtbi.v14il.7871

Hu, R., & Shang, J. (2018). Application of Gamification to Blended Learning in
Elementary Math Instructional Design. In Lecture notes in computer science
(p. 93). Springer Sciencet+Business Media. https://doi.org/10.1007/978-3-
319-94505-7 7

Inayati, N., & Waloyo, A. A. (2022). The influence of Quizziz-online gamification
on learning engagement and outcomes in online English language teaching.
Journal on English as a Foreign Language, 12(2), 249.
https://doi.org/10.23971/jefl.v12i2.3546



Karniawan, et al-Implementation Of Hot Seat Game-Based Interactive Learning. 38

Jaramillo-Mediavilla, L., Basantes-Andrade, A., Gonzalez, M. C., & Martin, S. C.
(2024). Impact of Gamification on Motivation and Academic Performance:
A Systematic Review [Review of Impact of Gamification on Motivation and
Academic Performance: A Systematic Review]. Education Sciences, 14(6),
639. Multidisciplinary Digital Publishing Institute.
https://doi.org/10.3390/educsci14060639

Johnston, C., James, R., Lye, J., & McDonald, I. M. (2000). An Evaluation of
Collaborative Problem Solving for Learning Economics. The Journal of
Economic Education, 31(1), 13.
https://doi.org/10.1080/00220480009596758

Joseph, M. L. (1970). Game and Simulation Experiments. The Journal of Economic
Education, 1(2), 91. https://doi.org/10.1080/00220485.1970.10845303

Lasala, N. Jr. (2022). Validation of Game-Based Activities in Teaching Grade 7-
Biology.  Jurnal  Pendidikan IPA  Indonesia, 11(4), 519.
https://doi.org/10.15294/jpii.v11i4.39185

Lauer, T. E. (2003). Conceptualizing Ecology: A Learning Cycle Approach. The
American Biology Teacher, 65(7), 518. https://doi.org/10.1662/0002-
7685(2003)065[0518:cealca]2.0.co;2

Li, M., Ma, S., & Shi, Y. (2023). Examining the effectiveness of gamification as a
tool promoting teaching and learning in educational settings: a meta-
analysis [Review of Examining the effectiveness of gamification as a tool
promoting teaching and learning in educational settings: a meta-analysis].
Frontiers in Psychology, 14. Frontiers Media.
https://doi.org/10.3389/fpsyg.2023.1253549

Monaco, A. (2018). Exploring Microeconomics: A Collaborative Learning Project.

Journal of Economics Teaching, 185.
https://doi.org/10.58311/jeconteach/6e16729614957a9a74b54865¢e18ee51
14c05188e

Munir, S., Haryono, A., Handayani, S., & Satrio, Y. D. (2021). Life-based financial
literacy book as a teaching solution in the era of the COVID-19 pandemic.
Abdimas Jurnal Pengabdian Masyarakat Universitas Merdeka Malang, 6(4),
491. https://doi.org/10.26905/abdimas.v6i4.5349

Ndlela, N. N., Pereira, L. A. D. S., & Oloyede, 1. O. (2020). Use of Instructional
Methods Developing Higher Order Thinking Skills by Business Studies
Teachers in Eswatini. Open Journal of Social Sciences, 8(8), 41.
https://doi.org/10.4236/jss.2020.88004

Nepal, R., & Rogerson, A. (2020). From Theory to Practice of Promoting Student
Engagement in Business and Law-Related Disciplines: The Case of

Undergraduate Economics Education. Education Sciences, 10(8), 205.
https://doi.org/10.3390/educsci10080205



39 Classroom Action Research Journal 7(1) (2025) 30-40

Ng, D. T. K., Xinyu, C., Leung, J. K. L., & Chu, S. K. W. (2024). Fostering
students’ Al literacy development through educational games: Al
knowledge, affective and cognitive engagement. Journal of Computer
Assisted Learning, 40(5), 2049. https://doi.org/10.1111/jcal.13009

Nitiasih, P. K., Budiarta, L. G. R., & Mahayanti, N. W. S. (2020). Gamifying
Balinese Local Story: Facilitating Gen Z in Learning English.
https://doi.org/10.2991/assehr.k.200115.038

Prayitno, P. H. (2017). The Implementation of Role Playing Learning Model to
Increase Student Learning Activities and Outcomes. Classroom Action
Research Journal, 1(2), 73. https://doi.org/10.17977/um013v1i22017p073

Suliswaningsih, S., Widiawati, C. R. A., Syafa’at, A. Y., & Fajrina, B. T. N. (2021).
Pelatihan Membuat Game Menggunakan Software Construct 2 untuk
Meningkatkan Motivasi Belajar pada Siswa SMK. SEMAR (Jurnal Ilmu
Pengetahuan Teknologi Dan Seni Bagi Masyarakat), 10(1), 1.
https://doi.org/10.20961/semar.v1011.44463

Tenoério, M. M., Reinaldo, F., Géis, L. A. de, Lopes, R. P., & Santos, G. dos. (2018).
Elements of Gamification in Virtual Learning Environments. In Advances

in intelligent systems and computing (p. 86). Springer Nature.
https://doi.org/10.1007/978-3-319-73204-6 12

Toquero, C. M. D., Sonsona, D. A., & Talidong, K. J. B. (2021). Game-based
learning: Reinforcing a paradigm transition on pedagogy amid COVID-19
to complement emergency online education. International Journal of
Didactical Studies, 2(2), 10458. https://doi.org/10.33902/ijods.2021269730

Wahidah, N. 1., Sari, W. R., Festiana, 1., & Nasir, N. (2020). Game Based Learning:
Design a Multimedia with DDD-E Model for Mathematics Education.
International Journal of Emerging Technologies in Learning (1JET), 15(21),
277. https://doi.org/10.3991/ijet.v15121.16353

Wyk, M. M. van. (2013). The Use of Economics Games as a Participative Teaching
Strategy to Enhance Student Learning. Journal of Social Sciences, 35(2),
125. https://doi.org/10.1080/09718923.2013.11893153



