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Abstract

The purpose of this research is to develop students' learning skills in applying knowledge from the
classroom to real practice. Through a learning package developed from the law course (board games) and
to develop the learning potential of law students in the 20th century. 21 The research team has studied the
document related texts Data collection was also carried out as a project under research with a sample of 30
students. The purpose of the study was to analyze the descriptive data to reveal the concept of development
for developing legal learning potential of law students in the 20th century. 21 The collected data were
analyzed by giving a descriptive lecture by organizing group activities with qualified experts giving lectures.
concepts and principles of building board games from law courses From the researcher analyzing the data
collected from the activities. The research results are as follows: That is, students gain knowledge and can
create a board game by using the idea of creating a board game from a family game. Or traditional board
games (Family Games and Classic Board Games) are the first board games. where the rules are not
complicated Usually start walking from the beginning to the end with a score. and luck involved which does
not focus on planning or complex thinking It may be used as an activity to build relationships with family
or friends or spend free time together. An example of this type of board game is snake and ladder game,
created as a snake and ladder game called Let's to the shop (let's go to the mall) by adding content about
consumer rights into the game. and the idea of creating a board game from a game of creating card sets
(Deck-Building Games) is a game played in the form of a card game (Card game) where each person has
their own number of cards in their hand. and will have all the community cards In which each player must
design a plan to create their own cards to get the most points. In which each card will have different

commands, duties or points. The game will end when the required community cards are exhausted or there



is a special order that occurs. An example of this type of game is Dominion, built as a game with
communication cards. The name of the game is what? and where no one has a partner These two games are
card game variations. It is a terminology that is knowledge about the Consumer Protection Act.

Organizations related to consumer protection, marks and symbols And it's a matching card game.

Key Words: Game Board, Learning
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