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ABSTRACT

Herbs is not only a potent Indonesia herbal medicine but also the ancestor tried to keep the 
preservation of herbs. Therefore, knowledge about herbs is important to be preserved from an early 
age. However, currently the interest of Indonesian children in consuming herbs tends to decrease. 
The stigma that herbs is bitter is the reason why herbs is unlikeable. Based on the analysis of the 
demographic condition in Bangkalan, the quality of education is still low, interest and 
knowledge about herbs is also low. The purpose of this program is to increase students’ interest 
and knowledge about herbs at SDN Demangan 3 Bangkalan. The methods are socializing, 
implementing educational games about herbs, and drinking together. Furthermore, students’ 
interest on herbs was evaluated by using a questionnaire. Meanwhile, students’ knowledge about 
herbs was analyzed and evaluated based on the results of the pre-test and post-test. The results 
of the program showed that students' interest in herbs increased by 83% after a learning media 
namely herbs snake ladder game was applied. In addition, students’ knowledge about herbs 
also increased by 76% from 24 respondents. Thus, this program is recommended to increase 
the interest and knowledge of elementary school students about herbs.
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1. INTRODUCTION

Indonesia has the second biggest biodiversity in the world after Amazon’s Forest in Brazil. This
biodiversity becomes a big profit for Indonesia human resource. The Indonesian Country Study on 
Biodiversity reported that there are about 25,000-30,000 plants species in Indonesia. There are about 
6,000 species used as treatment and only 2,500 plant species that have been reported to be potential 
as herbal medicines (Elfahmi et al., 2014). In Indonesia, people have known herbal medicine as herbs. 
Herbs was known as a traditional herbal medicine since a long time ago. One of Indonesia’s biodiversity 
is defined on Herbs (Fatmawati & Putri, 2019). Herbs is reciped from the natural products. About 85% 
of herbal ingredients involved extract of plants. Furthermore, the potential of herbal plants also was 
attracted for developing countries such as India and China. About 65% of people in India consumed 
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herbal plants as their treatment. While in China, about 40% of recipes doctor based on herbal medicines 
(Putri & Fatmawati, 2019). Accordingly, this is a big opportunity for Indonesian researcher on natural 
products to develop herbs as herbal medicine and also participate to preserving herbs as an Indonesia 
inheritance ancestor.

In Indonesia, herbs is a local wisdom that is guarded its sustainability. Along with advancing 
knowledge science and technology, researchers have developed herbs in capsules, powders and also 
liquids ready to drink (Lisminingsih, 2022). In addition, herbs in Indonesia was not only used as herbal 
medicine, but also as a supplement health for maintaining body from diseases. Herbs can also be 
made from house plants called as Tanaman Obat Keluarga (TOGA) such as turmeric, kencur, ginger, 
galangal, and others (Hidayati, et al., 2017; Fitriana, et al., 2016). TOGA was also used to increasing the 
children appetite (Army, 2018). However, the interest of Indonesian children in consuming herbs tends 
to decreased (Itsmis, 2019). There is a stigma that herbs is bitter. So, it becomes the reason why herbs is 
unlikeable (Anisa, 2019). Hence, the team help to increase interest and knowledge children specifically 
about herbs through their reported research.

Based on the previous research, that many natural products have good pharmacological effects 
such as Momordica charantia, Glycine max, Chromolaena odorata, Muntingia calabura, and Ananas 
comosus. Furthermore, the researchers also reported that Indonesia postpartum herbs had good 
antibacterial and toxicity activities (Fitriana et al., 2021). Besides that, the team have also applied the 
research result through a community service program conducted at SMPN 19 Surabaya and published 
to many online mass media (Anisa, 2019; Goestiana, 2019, Itsmis, 2019). Therefore, this program is very 
helpful to increasing interest and knowledge student about herbs.

According to the previous studies, the team want to develop this community service program on 
elementary school as known as Sekolah Dasar (SD) in Bangkalan. The determination of elementary school 
students as public object was based on the previous analysis situation and survey that the students was 
not interested about herbs, drinking herbs is unusual, they were assumed that herbs is bitter, and they 
have not enough knowledge about herbs ingredients and its benefits. Furthermore, the students were 
not enough interested to study about herbs. 

Bangkalan is a regency area in East Java which is located on the western tip of Madura Island. This 
geographical area becomes profit for Bangkalan because Bangkalan is bordered directly with Surabaya 
as a mother city East Java. However, the growth economy in Bangkalan is still very low. Badan Pusat 
Statistik data on 2020 reported that the economy Bangkalan is the lowest second and ranked on 6th of 
poor people in East Java. Because of that, the level education is also still low. Hence, the team was trying 
to improve the quality of education from an early age through science and technology approach.

Refer to the analysis situations and problems that have been outlined, the team is trying to 
apply the science and technology (Ghozali & Fatmawati, 2021) and their reported research through 
this community service program to increasing interest and knowledge student about herbs at SDN 
Demangan 3 Bangkalan. SDN Demangan 3 is one of the elementary schools located in Bangkalan, East 
Java. Although it is located in the center of city, SDN Demangan 3 has only 81 students from class 1 to 
6 in 2022. Therefore, this program is expected capable to increase the quality education, interest and 
knowledge specifically about herbs at SDN Demangan 3 Bangkalan.

2.	 METHODS

The Activity Design

The activity design of this program was conducted based on ADDIE model (Analysis, Design, 
Development, Implementation, dan Evaluation) as shown in Figure 1. 
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Figure 1. Schematic the activity design based on ADDIE model 

 
Materials 

Tools and materials used in this community service program are projector, pointer, educational 
media namely herbs snake ladder game, the large dice, and glasses. While, the used materials are 
mineral water, herbs, ginger, kencur, turmeric, temulawak, galangal, betel leaves, lemongrass, 
cardamom, cloves, tamarind java, lemon, and fennel seeds. The materials were used as demo to show 
directly about the usual ingredients to make herbs. 

 
Implementation 

Implementation of this program was conducted with indoor and outdoor learning system in one 
time meeting. The indoor learning consists of the following activities: socialization about herbs, and 
drinking herbs together. While, the outdoor system is implementation of learning media or namely 
education game about herbs. Besides that, before and after activities were conducted pre-test and 
post-test to students. 

Socialization about herbs was completed by the presented material by the team in class 
(indoor). The presentation contains the history, efficacy, various types of herbs, and also an 
introduction about herbs ingredients. Moreover, the team have also given tool demonstration about 
herbs ingredients such as ginger, kencur, turmeric, temulawak, galangal, betel leaves, lemongrass, 
cardamom, cloves and others. The aim of this tool demonstration is to introduce herbs ingredients 
physically  

Next, the second activity was implementation of learning media or namely herbs snake ladder 
game in outside class (outdoor). In this learning media was provided a large snake ladder board about 
3 x 3 meters. There are 100 columns that have been numbered. Some of the columns were given 
pictures of herbs ingredients, snakes, and ladders. In addition, two of the large dice about 20 x 20 
centimeters containing numbers were also provided. The students played by moving foot step as the 
appear dice number and guess the name of herbs ingredients in the column. If the student is able to 
guess the name of the herbal ingredients correctly, then he will go to the next column according to the 
ladder instruction. While, when the student guesses it wrongly, then he will go to the previous column 
according to the snake instruction. This activity was done until either they reach the highest column 
number, which is number of 100 or the time is over. This education game could be played by more 
than two students. From here, students will study about herbs ingredients quickly and fun. In addition, 
this game will stimulate students to increase their interest and knowledge about herbs. 
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Tools and materials used in this community service program are projector, pointer, educational 

media namely herbs snake ladder game, the large dice, and glasses. While, the used materials are mineral 
water, herbs, ginger, kencur, turmeric, temulawak, galangal, betel leaves, lemongrass, cardamom, cloves, 
tamarind java, lemon, and fennel seeds. The materials were used as demo to show directly about the 
usual ingredients to make herbs.

Implementation
Implementation of this program was conducted with indoor and outdoor learning system in one 

time meeting. The indoor learning consists of the following activities: socialization about herbs, and 
drinking herbs together. While, the outdoor system is implementation of learning media or namely 
education game about herbs. Besides that, before and after activities were conducted pre-test and post-
test to students.

Socialization about herbs was completed by the presented material by the team in class (indoor). 
The presentation contains the history, efficacy, various types of herbs, and also an introduction about 
herbs ingredients. Moreover, the team have also given tool demonstration about herbs ingredients 
such as ginger, kencur, turmeric, temulawak, galangal, betel leaves, lemongrass, cardamom, cloves and 
others. The aim of this tool demonstration is to introduce herbs ingredients physically 

Next, the second activity was implementation of learning media or namely herbs snake ladder 
game in outside class (outdoor). In this learning media was provided a large snake ladder board about 3 
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x 3 meters. There are 100 columns that have been numbered. Some of the columns were given pictures 
of herbs ingredients, snakes, and ladders. In addition, two of the large dice about 20 x 20 centimeters 
containing numbers were also provided. The students played by moving foot step as the appear dice 
number and guess the name of herbs ingredients in the column. If the student is able to guess the name 
of the herbal ingredients correctly, then he will go to the next column according to the ladder instruction. 
While, when the student guesses it wrongly, then he will go to the previous column according to the snake 
instruction. This activity was done until either they reach the highest column number, which is number 
of 100 or the time is over. This education game could be played by more than two students. From here, 
students will study about herbs ingredients quickly and fun. In addition, this game will stimulate students 
to increase their interest and knowledge about herbs.

The activity of drinking herbs together is the final activity step and at the same time to closing 
this activities. In this activity, all students, teachers, and the team drank herbs that had been prepared by 
the team. The prepared herbs has been certified by BPOM and have a distribution permit so that herbs 
is safe for consumption.

3.	 RESULTS AND DISCUSSION

Results
Based on the implementation activity held in June 2022 at SDN Demangan 3 Bangkalan, there are 

some results.

Socialization of herbs
The socialization about herbs was presented by the team in the class (indoor). The presentation 

was conducted about the history, efficacy, and the various types of herbs, and also introduction herbs 
ingredients as shown in Figure 2. Introduction about herbs ingredients was done by showing directly of 
the common example herbs ingredients used in daily life. This activity was attended by students from 
class 1 to 6 with total of 60 students.
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Figure 2. Socialization of herbs by team: (a) The presentation; and (b) The sharing session 

 
Implementation of education game about herbs 

The applied education game was a media education with snake ladder game concept. The 
dimension of media is 3 x 3 meters. In addition, a big dice could attract the students to join this game. 
The implementation of this media was done in outside class (outdoor) with the representative students 
in four teams. Every team was contained about 4-5 students. The winner is when the team can achieve 
the highest number and play with a right technical rule. The situation of implementation educational 
game media called herbs snake ladder game was shown in Figure 3. 

 

 
Figure 3. Implementation of education games media: (1) Application of herbs snake ladder game; and (2) Giving a 
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The activity of drinking herbs together was executed in the class (indoor) by all students, 
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given a number of snacks also. The aim is for avoid the worst thing happened like vomit or sick 
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The activity of drinking herbs together is the final activity step and at the same time to closing 
this activities. In this activity, all students, teachers, and the team drank herbs that had been prepared 
by the team. The prepared herbs has been certified by BPOM and have a distribution permit so that 
herbs is safe for consumption. 
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The activity of drinking herbs together
The activity of drinking herbs together was executed in the class (indoor) by all students, teachers 

and team. Before drink herbs, every student has been already confirmed for breakfast and given a 
number of snacks also. The aim is for avoid the worst thing happened like vomit or sick stomach. In this 
activity, every student was given a cup of herbs that has been prepared by the team as in Figure 4.
stomach. In this activity, every student was given a cup of herbs that has been prepared by the team as 
in Figure 4. 
 

 
Figure 4. Students of SDN Demangan 3 are drinking herbs together 

 
Student characteristics based on the class 

Table 1 is the characteristics of students as known as respondents who filled in questionnaire, 
pre-test and post-test. According to data on Table 1, the most respondents was the class of 6th with 
total of 13 students (54.17%). 

 
Table 1. Respondent characteristics in SDN Demangan 3 
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Class 5 2 8.33 
Class 6 13 54.17 
Total 24 100 
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Analysis of student’s interest about herbs was based on the results reviewed questionnaire from 
some of the parameters that become the activities in this program. Those parameters were the 
presented material in socialization activity, the applied learning media, and drinking herbs together as 
shown in Figure 5. The questionnaire results provided that the most of students was very interested 
about herbs with the percentage values of 58%, 83%, and 63%, respectively. This result showed that 
the program activities are able to increase the student’s interest about herbs. Among three stimulus 
parameters, the applied learning media, snake ladder game about herbs, is the most interested with 
percentage of 83%. 

 

 
 

Figure 5. The chart questionnaire results about student’s interest reviewed of: (1) The presented material; (2) The 
applied learning media; and (3) the activity of drink herbs together 

 
Student’s knowledge about herbs after the program was implemented 

The difference analysis student’s knowledge about herbs before and after the program was 
analyzed based on the results pre-test and post-test. The test result was reviewed from the correct 
answer of 12 questions about herbs ingredients. Based on the test results in Figure 6, before the 
program was implemented, the student’s knowledge was still very low with an average of 31%. While, 
after the program was given, an increasing student’s knowledge was presented with an average of 
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Table 1 is the characteristics of students as known as respondents who filled in questionnaire, pre-

test and post-test. According to data on Table 1, the most respondents was the class of 6th with total of 
13 students (54.17%).

Table 1. Respondent characteristics in SDN Demangan 3
Grade level Frequency Percentage (%)

Class 4 9 37.5
Class 5 2 8.33
Class 6 13 54.17
Total 24 100

Student’s interest about herbs
Analysis of student’s interest about herbs was based on the results reviewed questionnaire from 

some of the parameters that become the activities in this program. Those parameters were the presented 
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material in socialization activity, the applied learning media, and drinking herbs together as shown in 
Figure 5. The questionnaire results provided that the most of students was very interested about herbs 
with the percentage values of 58%, 83%, and 63%, respectively. This result showed that the program 
activities are able to increase the student’s interest about herbs. Among three stimulus parameters, 
the applied learning media, snake ladder game about herbs, is the most interested with percentage of 
83%.

stomach. In this activity, every student was given a cup of herbs that has been prepared by the team as 
in Figure 4. 
 

 
Figure 4. Students of SDN Demangan 3 are drinking herbs together 

 
Student characteristics based on the class 

Table 1 is the characteristics of students as known as respondents who filled in questionnaire, 
pre-test and post-test. According to data on Table 1, the most respondents was the class of 6th with 
total of 13 students (54.17%). 

 
Table 1. Respondent characteristics in SDN Demangan 3 

Grade level Frequency Percentage (%) 
Class 4 9 37.5 
Class 5 2 8.33 
Class 6 13 54.17 
Total 24 100 

 
Student’s interest about herbs 

Analysis of student’s interest about herbs was based on the results reviewed questionnaire from 
some of the parameters that become the activities in this program. Those parameters were the 
presented material in socialization activity, the applied learning media, and drinking herbs together as 
shown in Figure 5. The questionnaire results provided that the most of students was very interested 
about herbs with the percentage values of 58%, 83%, and 63%, respectively. This result showed that 
the program activities are able to increase the student’s interest about herbs. Among three stimulus 
parameters, the applied learning media, snake ladder game about herbs, is the most interested with 
percentage of 83%. 

 

 
 

Figure 5. The chart questionnaire results about student’s interest reviewed of: (1) The presented material; (2) The 
applied learning media; and (3) the activity of drink herbs together 

 
Student’s knowledge about herbs after the program was implemented 

The difference analysis student’s knowledge about herbs before and after the program was 
analyzed based on the results pre-test and post-test. The test result was reviewed from the correct 
answer of 12 questions about herbs ingredients. Based on the test results in Figure 6, before the 
program was implemented, the student’s knowledge was still very low with an average of 31%. While, 
after the program was given, an increasing student’s knowledge was presented with an average of 

58%38%
4%

83%

17% 63%
33%

4%

very enough less

Figure 5. The chart questionnaire results about student’s interest reviewed of: 
(1) The presented material; (2) The applied learning media; and (3) the activity of drink herbs together

Student’s knowledge about herbs after the program was implemented
The difference analysis student’s knowledge about herbs before and after the program was 

analyzed based on the results pre-test and post-test. The test result was reviewed from the correct 
answer of 12 questions about herbs ingredients. Based on the test results in Figure 6, before the program 
was implemented, the student’s knowledge was still very low with an average of 31%. While, after the 
program was given, an increasing student’s knowledge was presented with an average of 76%. This 
result exhibited that there is an improvement student’s knowledge about herbs after the program was 
implemented.
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 The community service program activity to improve the student’s interest and knowledge 
about herbs at SDN Demangan 3 Bangkalan was successfully attended by 60 students from class 1 to 
6. The implementation of this program through a number of activities such as socialization about 
herbs, implementation of learning media namely herbs snake ladder game, and drink herbs together. 
These activities were made as analysis parameters of student’s interest about herbs through 
questionnaire. Furthermore, the student’s knowledge was measured based on the results of pre-test 
and post-test about herbs ingredients. The pre-test and post-test were given based on the level ability 
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The respondents who filled the questionnaire, pre-test and post-test were elementary school 
students in class of 4, 5, and 6 with percentage of 37.5; 8.33; and 54.17%, respectively, as shown in 
Table 1. Based on these data, the highest respondent is the 6th class students. There are the caused 
factors including: (1) The limit ability of students to read and write; (2) The low level of student’s self-
confident to meet a new challenge; and (3) the minimum student facility for example a writing tool. 
Because of that, the respondents obtained only 24 students from total of 60 students who attended. 
Therefore, this program is recommended for students in class of 4th, 5th, and 6th. 

The student’s interest about herbs was validated based on the questionnaire results after the 
program was applied. The result was evaluated from the parameters of implemented program 
activities: the presented material about herbs in socialization activity, the applied education game 
about herbs, and the activity of drinking herbs together. All the implemented activites exhibited good 
testimony results from the respondents as shown in the graph as Figure 5. The result showed that the 
conducted program activities could improve the student’s interest about herbs. Therefore, this 
program activities could be applied to elementary school students in class of 4th, 5th, and 6th to 
increase the student’s interest about herbs. 

Among the three implemented program activities, the implementation of learning media namely 
herbs snake ladder game has the highest results with value of 83% (see Figure 5). The created media 
was based on the reported study previously about developing learning media about snake ladder 
game to improve student’s interest on social studies (Syawaluddin et al., 2020) and geometry study 
(Munadah et al., 2021) in elementary school. By little modification, the team is trying to develop 
learning media then called it herbs snake ladder game. Hence, herbs snake ladder game could be 
applied to increase student’s interest in elementary school about herbs. Besides that, the presented 
material in socialization activity and drinking herbs together are also based on the previous reported 
study that the methods are also effective to be applied for students in elementary school (Setiawan et 
al., 2018). 
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herbs ingredients. The pre-test was given before the program activities have been applied. Then post-
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about herbs at SDN Demangan 3 Bangkalan was successfully attended by 60 students from class 1 to 6. 
The implementation of this program through a number of activities such as socialization about herbs, 
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implementation of learning media namely herbs snake ladder game, and drink herbs together. These 
activities were made as analysis parameters of student’s interest about herbs through questionnaire. 
Furthermore, the student’s knowledge was measured based on the results of pre-test and post-test 
about herbs ingredients. The pre-test and post-test were given based on the level ability of elementary 
school students who are still at the elementary level or fundamental.

The respondents who filled the questionnaire, pre-test and post-test were elementary school 
students in class of 4, 5, and 6 with percentage of 37.5; 8.33; and 54.17%, respectively, as shown in Table 
1. Based on these data, the highest respondent is the 6th class students. There are the caused factors 
including: (1) The limit ability of students to read and write; (2) The low level of student’s self-confident 
to meet a new challenge; and (3) the minimum student facility for example a writing tool. Because of 
that, the respondents obtained only 24 students from total of 60 students who attended. Therefore, this 
program is recommended for students in class of 4th, 5th, and 6th.

The student’s interest about herbs was validated based on the questionnaire results after the 
program was applied. The result was evaluated from the parameters of implemented program activities: 
the presented material about herbs in socialization activity, the applied education game about herbs, 
and the activity of drinking herbs together. All the implemented activites exhibited good testimony 
results from the respondents as shown in the graph as Figure 5. The result showed that the conducted 
program activities could improve the student’s interest about herbs. Therefore, this program activities 
could be applied to elementary school students in class of 4th, 5th, and 6th to increase the student’s 
interest about herbs.

Among the three implemented program activities, the implementation of learning media namely 
herbs snake ladder game has the highest results with value of 83% (see Figure 5). The created media 
was based on the reported study previously about developing learning media about snake ladder game 
to improve student’s interest on social studies (Syawaluddin et al., 2020) and geometry study (Munadah 
et al., 2021) in elementary school. By little modification, the team is trying to develop learning media 
then called it herbs snake ladder game. Hence, herbs snake ladder game could be applied to increase 
student’s interest in elementary school about herbs. Besides that, the presented material in socialization 
activity and drinking herbs together are also based on the previous reported study that the methods are 
also effective to be applied for students in elementary school (Setiawan et al., 2018).

The student’s knowledge about herbs was based on the results of pre and post-test related with 
herbs ingredients. The pre-test was given before the program activities have been applied. Then post-test 
have been given after the activities was applied completely. The test results showed enhancement result 
rapidly (see Figure 6). Even, there are 6 students (25% of respondents) with excellent result. Therefore, 
the student’s knowledge about herbs increased after the program was applied.

4.	 CONCLUSION AND RECOMMENDATIONS

The community service program activities had been implemented at SDN Demangan 3 Bangkalan. 
The aims of this program are increasing student’s interest and knowledge about herbs in elementary 
school at SDN Demangan 3. The method implementation was conducted by many activities such as 
socialization about herbs, the application of learning media namely herbs snake ladder game, and 
drinking herbs together. The result showed that the student’s interest about herbs increased about 
83% after the learning media was applied. And student’s knowledge about herbs also increased about 
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76%. Therefore, this program activities are effective to be applied for increasing student’s interest and 
knowledge about herbs at SDN Demangan 3 Bangkalan.

The program is recommended to be applied in class of 4th, 5th, and 6th on elementary school 
students to know more that herbs is an inheritance culture of Indonesian ancestors. Other educational 
game media modifications about herbs are expected to be developed for improving the student’s 
interest on herbs. Furthermore, for preserving herbs, the stakeholders support is also needed.
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