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1 Making Hopes Come True,

Educating with Love

Solid Family of Bidikmisi Universitas
Sebelas Maret Students or more
commonly referred to as Komadiksi
Smart, has successfully held the 2023
Komadiksi Mengajar translated to
Komadiksi Teaching activity. The 2023
Komadiksi Mengajar with the theme
"Making hopes come true, Educating with
love" has the aim of helping the learning
process of students at the
elementary/middle school level. This
activity was attended by several
Komadiksi administrators Smart and the
volunteers who were registered as active
UNS students were 87 students in 26
schools. Komadiksi Mengajar activities
were carried out from July 17 to August 19
2023, in 8 teaching meetings. In the last
meeting, farming activities were held.
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2 Making Hopes Come True,

Educating with Love

The group 134 of Community Service
Program of Sebelas Maret University
provided learning innovation with
gamification methods in 5th class of
State Elementary School (SDN) 2
Banmati, Sukoharjo. Gamification is a
learning method that applies the working
principles of games in the learning
process. In the context of this program,
gamification is applied in the classroom
as a way to create a more interactive
and interesting learning environment.
The main purpose of the Gamification
program is to introduce a more
interactive class atmosphere through
the application of games in learning.
Through element identification games,
The UNS KKN Team hopes that students
can be more active and interested in
learning, so that they can improve
students’ understanding and skills in

absorbing lesson material.
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