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Abstract

This study aims to describe and to analyze how creative school shapes the character of students through
edutainment strategies. Character building is very important so the school need to design the curricula to
develop students’ character. Creative schools can use edutainment strategies to shape students' character,
which provide enjoyable learning process. This qualitative-descriptive study used interviews, observation, and
documentation for collecting the data which are analyzed qualitatively. The results show that the school as a
creative school with edutainment-based character building, designed innovative ideas involving various
activities namely, 1) Tilawah and Tahfidz (recitation and memorization of) Qur'an that formed character of
religious and likes to read; 2) multiple language program that built friendly, communicative, responsible, and
disciplined students; 3) computer education that developed creative and curious; 4) outdoor learning that
included the character values: responsible and care for the environment; 5) leadership and entrepreneurship
that resulted the students to be responsible, independent, disciplined, socially caring, and honest; 6) inviting
native speakers that created the character of friendly and communicative.

Keywords: creative school, character, students, edutainment strategies

1. Introduction

Education is considered to be the most important aspect of nurturing students as the nation's
successors; therefore, success in developing a learning model has become the primary goal of
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education in every country not to mention in Indonesia. Musthan (2019) states that through
education, human potential is developed and human community will be empowered. School is a
platform education and learning, and it holds an essential role in shaping the characters of students.
In addition, Nurhayati (2017) proves that school as a formal institution plays an essential role as a
place for socialization, helping develop students' personalities in relation to the vital role of building
self-concepts. To create a fun and creative school are inseparable from the role of all school
community, namely the principal, teachers, employees, students, stakeholders, and student guardians
who work together in promoting the formation of student characters through edutainment strategies.
Consequently, the school must continuously produce innovative and creative ideas to ensure a child-
friendly and fun learning process. As stated by Kurniawan (2016:6), because school is a place of
learning, care must be taken on whether the learning process is following children's expectations. An
enjoyable school is the hope of both parents and students in which these creative schools are
supported by teacher competence.

For learning, the school environment must be enjoyable for children, one of which is through
fun facilities and proper infrastructure. However, in reality, there are still children who are too lazy to
learn; children who are too spoiled; children who always bother their friends and tend to desire to
play instead of learning. Therefore, the school must work hard to solve students' problems, so that
the school can create a pleasant atmosphere; particularly the principal, the teachers and school
environment should support the students in order to make students can feel at home in school, or
school becomes a comfortable place with a homely environment. Forming student characters with
edutainment strategies will then become very easy because character building starts at home, and
creative schools create ideas for shaping students’ characters with fun strategies; so that, when
building the students character at school, the students do not have a burden of rules.

Furthermore, character education is believed as an important aspect for children at the early
stage of school. The educational systems of world spectrum decide that the values of character should
be embedded in every level of education because this forms children character that will be brought
for the future (Choli & Raihan, 2020; Tirri, 2009; Agboola & Tsai, 2012). Similarly, Asmani (20m1) said
that the human character is the most critical aspect of the triumph of human kindness in the future.
Strong student character will form a strong mentality, and strong mentality will give birth to strong
motivation for struggling in their life.

To form student character, schools must become creative and fun, so students do not
experience boredom in the learning process and can develop their talents with the teacher's
guidance. As stated by Herpratiwi et al (2018), schools and colleges need to develop their own
curricula to improve students’ character. Farida and Rois (2014) asserted that a pleasant school
involves parents (and the community) as a source and learning partner. Parental assistance is needed
because, at home, children's education is the responsibility of parents. Schools, communities, and
families must work together to help children become learners in a fun and exciting culture. To
support this, a learning strategy that makes children happy is needed, so learning objectives are
achieved, and learning materials are delivered following the curriculum used by the school. As said by
Saripudin and Isnaeni (2018: 129), a strategy that is in accordance with the concept of a creative
school is the edutainment strategy. Because edutainment is one of the fun learning processes that can
make students feel at home and provide entertainment, students are happy and assume learning is no
longer something that is frightening for them.

Moreover, as a learning technique, edutainment gives many benefits such as engaging students
in an informal and inexpensive way and utilizing technology as an easy and efficient learning media
(Corona et al., 20m1). Besides, edutainment engages the students, increases student motivation in
learning, provides meaningful learning experience and encourages students to study and apply more
knowledge because edutainment uses various stimuli e.g. pictures, sounds and also characters that
make students keep the knowledge in their deep memory (Gagne, cited in Backhaus & Liff, 2007). In
conclusion, edutainment gives many a for succeeding teaching and learning process and building
student character at school.
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Several previous studies (Kusmarini et al., 2016; Rofiah, 2014; Rusydi, 2017) had already
discussed the implementation of edutainment strategy at Elementary School. Most of the research
focused on the use of edutainment for teaching the subject. However, there are limited discussions to
study about using edutainment for building students’ characters at school. Thus, the present study
was an attempt to fill the gap.

This study was conducted at NU MASTER Elementary School of Sokaraja, Purwokerto,
Banyumas Regency because the school uses a creative and fun school concept in the learning process;
(1) a two-way social interaction of the school community, and (2) the characters of elementary school
students are relatively still easily formed. The school has both excellences in the academic and non-
academic fields. Accordingly, this study aimed to describe and analyze how creative school shape
students' character through edutainment strategies in NU MASTER Elementary School.

2. Literature Review
2.1 Creative School

Creative school has been defined by some experts. Firstly, according to Nurhayati (2017), creative
school involves school community that develops new and different programs; and implements a
creative approach that support students to increase their achievement and reduce the gap of
students’ achievement. In particular, Nurhayati (2017) explains that creative schools include: (1)
aspects of the design of a creative approach, namely by involving all components such as staff,
families and communities to support creative school, building rationalization with the support of
data to construct the design of creative school, creating programs that are maintained by the school,
identifying the design plans to improve student achievement, identifying the program in detail by
deciding clear criteria as the program objectives, and developing instrument by school decision; (2)
the community aspect that begins with the broad participation of parents and community members
in developing designs, namely by collaborating staff, parents and community members to participate
in designing the program and evaluating the result; and by collaborated with staff to identify the
leadership and governance structures for schools; (3) staff aspect that work optimally through
supporting all the designed programs, collaborating with the parents and communities to determine
how staff, parents and community members will participate in program design and work, and
collaborating with families and communities to identify leadership and governance for schools.

In addition, Anna, Suhud and Edis (2014) state in a creative school, the school hold the parents
as learning resources and partners because parents had responsibility in their children’s education
through parental assistance. Meanwhile, schools and the community are only partners to guide
children becoming whole individuals. Besides, the creative school should provide learning as a
tradition that is interesting and fun. Thus, collaboration between school, parents and the community
makes parents understand the curriculum, school activities and can provide more active advice and
input than that parents and the community are expected.

2.2 Edutainment Concept

Edutainment now become a strategy that is popularly conducted at schools. Various concept of
edutainment has been explained by some authorities. Pangastuti (2014:60) and Makarius (2016)
defines that edutainment is stating for “education plus entertainment” which can be inferred as a
program of education or training integrating entertainment in the learning process so that the
students feel unconscious in grasping the value of the lesson. Moreover, Hamruni (2013) states that
the main concept of edutainment is providing learning in a fun way, namely by putting games and
humor into the teaching and learning process, by providing role plays, or using multi-media and
demonstration in the classroom. The purpose of edutainment is to create the learning environment
for making students have joyful and enjoyable learning experience so that the students will be
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interested in learning (Hamruni, 2013; Katsaliaki & Mustafee, 2014). In short, by when the inner
student motivation is grown up, their self-esteem in studying will be very helpful to make them feel
enjoy in the learning environment.

2.3  Character Building

Nowadays, character building is more concerned in the educational aspect. Firstly, the term
character will be defined by several experts. According to Lickona (1991), character is a person's
natural trait in responding to situations morally which shows real action, namely good, honest,
responsible behavior, respecting others, and other noble characters. In addition, Kesuma (2010) states
that character is associated with temperament which gives him a definition that emphasizes the
psychosocial elements associated with education and environmental context. To conclude, character
is a way of thinking, behaving, and acting which becomes the characteristic of a person who becomes
a habit and is displayed in community life (Ningsih, 2020). Inculcating values to school members
means that character education will only be effective if students, teachers, school principals, and non-
educators in schools are involved in character education practices. Finally, character education can
be interpreted as value education, moral education, personality education which aims to develop
students' abilities to make good or bad decisions, nurture what is good, maintain what is good and
realize that good in everyday life by wholeheartedly.

3. Methods

The aim of this study is to describe how a creative school shapes the characters of students through
edutainment strategies. To achieve this aim, a descriptive qualitative method was employed. The
respondents of this research were the principal and two teachers at NU Master Elementary School
Sokaraja, Banyumas Regency, Indonesia. In addition, this study used interview, observation and
documentation for collecting the data. The interview was intended to seek the programs of creative
school in shaping student character through edutainment strategies at the school. Then, the
observation was conducted to perceive the learning activities and environment which develop
students’ characters in this creative school and to support the interview result. Besides,
documentation was also used to support interview and observation result. Thus, triangulation of data
collection techniques and sources of the data is an attempt to validate the data. Finally, the data of
interview, observation and documentation were analyzed qualitatively using Miles & Huberman
theory. According to Miles & Huberman, cited in Sugiono (20m), activities in qualitative data are
carried out interactively and continue continuously to completion, so that the data is saturated. Thus,
the collected data were categorized, reduced, displayed, and concluded. All the data from observation
and interview were transcribed, and then categorized. The data that were not related to the research
were reduced and the related ones were used and displayed. Finally, the conclusion can be drawn.

4. Findings and Discussion

Schools should be a place for learning, playing, and developing students' creativity so that the
learning process can be fun. Creative schools cultivate talents based on student interests with a
humanist approach so that these talents can be appropriately channeled and developed. Creative
schools produce innovative and creative ideas based on a school development concept that utilizes
edutainment strategies. Based on the data of interview and observation, the present study revealed
that the NU MASTER Elementary School uses edutainment strategies in building students’ character
at the school. As the previous research stated that edutainment means integrating education and
entertainment in the learning process (Corona, et.al., 2013; Corona, et.al., 2011). This finding is also in
line with Lestari, et al. (2021) who state that elementary school should enhance the education
through building students’ character. Septiani, et al. (2020) explain that students character that is
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good and strong play an important role for their behavior and social life. The programs of the school
engage the students to learn in fun and enjoyable atmosphere within shaping their character at
school. This result is in line with Kurniawan (2016), who declares that school should be an enjoyable
place for children, so they feel comfortable to stay at school.

A fun and creative school cannot be separated from creative and professional teachers. In the
teaching and learning process, the key lies in the teacher who is in control of the class, because as the
class director, the teacher determines whether the class can stay exciting. Tripathi et al (2018) point
out, ‘the quality of education is directly connected to the quality of instruction’ (p.1455). Especially,
inside the classroom, the teacher must be able to master the class and provide motivation for
students. As stated by the school principal in the interview,

Transcript of interview 1:

P: ‘Every student is a good child and only needs to be given proper attention, affection, and direction. So,
the teachers have to be creative who are required to be imaginative and innovative in the teaching and
learning process in the classroom. This aims to make students will not get quickly bored with the
material provided and can participate in learning with a happy heart.’

With creative learning that is full of innovation, the learning process will run smoothly and
pleasantly. The teacher's creativity is highly required in the classroom. Teachers must avoid
becoming the single ruler of the class, which creates a monotonous atmosphere. In line with this,
Utami, et al. (2021) say that teachers must have quality of knowledge, skills and behavior as the main
aspects in applying educational roles at schools. Therefore, creative teacher is very much needed, so
learning in the classroom becomes fun.

Moreover, the observation result indicate that the NU Elementary School is a school full of
innovation and ideas in developing students’ characters. The activities held at school aim to generate
creative students. In this school, not only knowledge is instilled in students, but character building is
also emphasized. It can be seen from the behavior of students who always politely greet every time
they meet with teachers and seniors. It means that the cultivation of character has been well-
performed, and character-building is carried out through school activities. This school also utilize the
technological programs and digital tools in order to make learners enjoy. The existing generation is
indicated that they are more interested in the various streams of information that include frequent
interaction. It is also known that fun activities are able to increase problem solving, inductive
reasoning, and engagement (Conklin, 2012). The various edutainment-based activities for shaping
students’ characters at the school are as follows:

4.1 Tilawah and Tahfid Qur’an (Qur’an Recitation and Memorization)

The first program based on the edutainment-based activities conducted by the school is Tilawah and
Tahfid Qur’an. Tilawah (recitations) and Tahfid (memorization) are taught directly by competent
teachers who have memorized the Qur'an (Hafidz). Learning is also conducted with a class system
based on students' abilities. The teacher confirmed in the following interview,

Transcript of interview 2:

T1: ‘This system is beneficial for students whose abilities are below their peers. This grouping is a good
idea for learning recitations because, in the process of learning, students looks happy, and the
implementation of recitations and tahfid Qur'an activities provide results that are in accordance with
students’ abilities as well as the institution’s target.’

This program is designed for learning Qur’an in fun activities though grouping and creating
environment like outside the class, such as in the library or in the park. This program creates
students to have religiosity and high motivation in reciting Qur’an as a daily routine. This is in
accordance with Ishak (2017), who states that the implementation of the Qur'an recitation program
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means encouraging people to read the Qur'an, and not merely use it as home decoration. In this
learning process, the teacher uses edutainment strategies that are appropriate to recitation learning
so that students do not simply explore recitations and the memorization of the Qur'an, but more.
The school must ensure students' happiness in the learning process so that learning goals are
properly and successfully achieved. The following figure displays this kind of activity.

Figure 1: Tilawah and Tahfid Qur'an

In the Quran recitation activity, Ustadz (male teacher) invites students to the library to read the
Qur'an correctly, so that students develop motivation to the reading activity and achieve the
knowledge that is needed. The teacher formed the student's like-to-read character through
collaboration with language laboratories or librarian so that the cooperation between Tilawah and
Tahfidz Qur'an teachers runs well. The school also facilitates students to collaborate with parents by
recording teachers' memorization as guidance for learning at home. Collaborative learning with
parents pleases the students, and parents are also very happy for their children's success. The
character formation carried out by the teacher does not bother students, as character-building is
carried out imperceptibly in the form of playing and learning. Therefore, the concept of edutainment
for creating students’ character is applied.

4.2 Multiple Language Program

The next creative program to develop students’ character at the school is providing multiple language
activity for students. This program is as the language habituation carried out in the learning process.
Particularly, the result of the interview shows in the following,

Transcript of interview 3:

T2: ‘The students are accustomed to use English at school every Monday, Tuesday, and Wednesday.
Thursday is for the Javanese language, and Friday is allocated for Arabic. Language habituation is
carried out in morning routines by applying simple sentences (such as permission to go to the toilet,
permission to leave the classroom, apologies and asking for help), and other vocabularies.’

This program aims to develop the students to have language proficiency. In other words,
through multiple language, the students practice multiple language at school in order to improve
their speaking in multiple language especially Indonesian, Javanese, English and Arabic. Similarly,
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Artiyana (2018) states that teachers play an essential role in getting children used to speak foreign
language. Wahyuningsih and Afandi (2020) suggest that it can be conducted by providing practices
through simultaneous communications. This activity encourages the students to have high
motivation and interest in memorizing Arabic, Javanese and English. Besides, the students are
habituated to be brave in practicing foreign language.

The principal considers that the school prepares the students' characters through fun ways to
avoid boredom, as students must always be disciplined and responsible in the learning activities. As
stated by the principal in the following,

Transcript of interview 4:

P: ‘The learning activities are designed to be fun, for example, through games and singing. The
character-building, which the teacher does through activities like studying, playing, and singing, makes
students appear interested in memorizing Arabic, the Javanese language, and English.’

According to the activity observed, the students look happy and enthusiastic, as perceived from
the way they speak. The result of observation also shows that students become less awkward when
hanging out and cooperating with friends, because, at school, they are also trained to enjoy reading
so that language practice can be more fluent. Therefore, multiple language program is involved in the
edutainment strategy for building student character as a concept that is suitable for creative schools.

4.3 Computer Education

The third program that develop students’ character using edutainment based strategy is providing
computer education from the early grade. In adapting to the advancement of an increasingly modern
era, students and teachers are expected to follow global technology. The computer education is one
of the school programs that aims to facilitate the students to master the technology as earlier as
possible. This result is shown in the following figure.

Figure 2: Computer Education

The students are familiarized with the academic main tool in this modern era, computer, which is as
the important technology to help them in the future. Equally, Shinta et al. (2019) state that the
development of technology and information can encourage efficiency and effectiveness for human
life. Particularly, the whole aspects of life need technology, not to mention in education. Besides, this
programs also purposes to build the students’ character, namely their curiosity and creativity. These
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characters were built through various activities that are fun such as game, and tasks that demand the
students to use their creativity. This finding is in line with Normawati (2016) that the teacher
facilitates activities and assignments to students who use computers.

According to the interview, Ustadzah (female teacher) introduced computers in the first grade;
then, students will be taught the next levels gradually according to their grade. This finding was
stated by the teacher in the following interview result.

Transcript of interview 5:

T1: ‘Activities and assignments given to each class are different. The higher the grade, the assignments
and activities are more varied and complex. First and second-grade activities are typing and numeracy
exercises. But the activities of third-grade students are typing, drawing, and internet browsing. Third-
grade students can read and write fluently, so they mostly do activities involving typing assignments and
internet browsing to develop reading skills.

Computer education is designed to be fun; for example, when a child can complete a task
properly, then the child may play educational games on the computer. In addition, the teacher also
provides game-based online learning services, namely Kahoot, as a medium for student evaluation.
This game can be played online and is Android-users friendly. Thus, students are facilitated to study
at home with Kahoot as the media, which also involves parents. The teacher believes that the
aforementioned learning strategies will increase curiosity and creativity in students. Thus,
introducing computer education at the elementary school involving fun activities is as an attempt to
build students character.

4.4 Outdoor Learning

The next interesting program using edutainment based strategy for building students character at
this school is outdoor learning for students. The school holds the outdoor learning activities once a
month. This program is to support thematic learning in the elementary school as the suggested
national curriculum in Indonesia in which the students study the authentic material and have
meaningful experiences. In the same way, Husamah (2013) said that outdoor learning is a form of
learning that invites students to study outside the classroom to see events directly in the field to
familiarize students with their environment. The principal and the teachers explained that outdoor
learning provided many benefits for students, as stated in the following interview results.

Transcript of interview 6:

P: ‘Outdoor learning makes students more enjoyable than learning in the classrooms.’

T1: ‘Outdoor learning has many advantages that greatly help students in the learning process such as
outdoor learning can make students more interested in participating in various class activities.’

T2: ‘Applying this activity, students possess the responsibility of caring for the environment.’

The teacher designs learning activities outside the classroom, such as in the field, to make
students focus on real and tangible objects. Learning materials that fit into this strategy include types
of plants (in natural science), artificial and natural topography, and traditional and modern markets
for the environment (in social studies). Besides sciences, learning material on the religious study
about God's creation is also taught through this strategy. The following figure describe the outdoor
learning at NU MASTER Elementary School.
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Figure 3: Outdoor Learning

Outside the classrooms, the environment can be used as a factual learning source because in the field
students can directly encounter the materials they learned in the classroom. Danarti (2014) also
suggested that through outdoor learning, students will gain knowledge that they personally discover
through the formation of ideas, concepts, and knowledge through direct experience of seeing the
learning objects. In the outdoor learning, the students observe the environment to gain their
knowledge and to build their character directly. Likewise, Septiani, et al. (2020) suggest that applying
observational learning can reinforce the students’ character. Through this program, the students are
fostered to have religiosity, responsibility and empathy. In short, at this school, outdoor learning
aims to foster the character of students to care for the environment, so the students also understand
the importance of cleanliness at school.

4.5 Leadership and Entrepreneurship Program

In addition, the school gives leadership and entrepreneurship program for their students in building
their character over fun learning activities. In this program, the school hold a market day event once
a month that the students are as the buyer and the seller. The activity is conducted alternately, for
example, between first graders as sellers, and second and third graders as buyers.

The teacher confirmed that this activity can form honesty in students by encouraging them to
convey accurate information to buyers; for example, about materials and prices from suppliers. In this
activity, students collaborate with parents in the procurement of products. The buying and selling
process is carried out at school during snack time, provided that snacks sold are healthy foods and
drinks without MSG and artificial sweeteners. The interview result confirmed this finding as follow,
Transcript of interview 7:

P: ‘The independence of students is automatically built through these activities.’

T1: ‘The students learn about problem-solving through a democratic system by discussing it with their
peers in achieving a fair decision.’

This activity is displayed in the following figure,
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Figure 4: Leadership and Entrepreneurship Program

The students apply the principles of leadership, in this fun and enjoyable activity, namely responsible,
independent, disciplined, socially caring, and honest. Besides, the students also practice problem-
solving directly with the groups. This finding is according to Fitroh and Mayangsari (2017) that
entrepreneurial leadership creativity appears in several aspects observed ranging from creativity,
innovation, intuition, and motivation, as well as the courage to take risks. From five aspects above,
motivation and creativity have the highest value. Motivation is having high involvement in the task
and being happy while enjoying each learning activity. Whereas creative is the ability to think
smoothly and flexibly. In this program, parents help the students to prepare the goods to be sold in
the market. In other words, all the components are involved in this program to support the students
to have wonderment characters. This result is in line with Hermino and Arifin (2020) who state that
teachers, parents, religious leaders and community leaders have important role for promoting morals,
role models and positive motivation for building students’ character.

4.6 Inviting Native Speaker

Lastly, inviting native speaker to the school is as the edutainment program at the school to build
students’ character. By welcoming native speakers, students are provided an opportunity to
communicate directly with native speakers using simple conversations that have been taught by
teachers in multiple language learning. The schedule for its arrival has been determined at every
beginning of study year. This school offers the formation of friendly and communicative characters
that is accomplished in a fun and innovative way. Students are presented with a chance to
communicate in Arabic and English—languages set by the school. The principal stated the
advantages of the program in the following interview result.

Transcript of interview 8:

P: ‘This activity gives advantages as native speakers provide the correct way to pronounce a foreign
language and expose students to the various dialects of the language. This program may give an
excellent experience for students and teachers.’

As from the observation result, the invited native speakers to provide learning material and
communicate with students through singing and playing strategies, and the students looks engaged.
The following figure shows the students’ activity in this program.
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Figure 5: Inviting Native Speakers

The students learn Arabic or English directly from the native speakers in which it can improve
students’ motivation. This language learning process is provided in the fun and innovative way, so
that the students feel enjoy. Likewise, Yusuf and Anwar (1995) proposed that bringing native Arabic
speakers (alnathiq al-ashli) as the main instructor will be meaningful for the child. The students have
meaningful experience in conducting this program. The character that were developed from this
activity was that the students became brave and confident.

5. Conclusion and Implications

Creative schools possess innovative, creative ideas and conceptions using the edutainment strategy.
The edutainment programs are developed variously at NU Master Elementary School. Firstly, the
school provides Tilawah and Tahfid Qur'an (Qur'an recitation and memorization) that are taught in
the fun and enjoyable activities in order to form students character to like reading Qur’an. Next, the
school implements multiple language practices to habituate the students using multi language;
besides, the teachers formed various student's characters, namely friendly, communicative, as well as
disciplined and responsible. Thirdly, the students receive computer subject from the early grade, that
are taught in fun and enjoyable activities that aims to increase students’ curiosity and creativity. The
fourth program is that the school always provide outdoor learning activity such as by bringing the
student outside the class in the field for shaping the character of students: including caring for the
environment, responsible, religious, and disciplined. Then, the principles of leadership are given in
the annual program, for example a market day event is held as a form of entrepreneurship learning
including character of responsible, independent, disciplined, socially caring, and honest. Lastly,
inviting native speaker is one of the great programs at the school in which the students had chance to
communicate directly with native speakers so that the students become friendly, communicative and
creative.

Therefore, the elementary school as the early education should consider character education for
their students, especially, creating various activities to make students habituated from school.
Particularly, the school should design each learning activity according to the students’ needs such as
young learner characteristic whose activities are mostly fun and enjoyable. Besides, because current
generation are the millennial who can be fast and independent learner, teachers should provide
interesting learning activities to improve their own potential. In short, edutainment is one of effective
methods to build students’ character at school which is appropriate for young learners.
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