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ABSTRAK

Syifa Isnaini Wibawaning Yusman. Pengembangan Multimedia Berbasis Game
Interaktif “Petualangan Si Thole” Untuk Meningkatkan Pemahaman Peserta Didik
Pada Mata Pelajaran IPAS Di Mi Miftahul Huda Ngreco, 2024. Skripsi, Pendidikan
Guru Madrasah Ibtidaiyah Study, Fakultas Tarbiyah, IAIN Kediri. Dosen
pembimbing (1) Dr. Muhammad Ilman Nafi’an, M.Pd., (2) Mochamad Desta
Pradana, M.Pd.

Kata Kunci: Multimedia berbasis Game, Keragaman Budaya Jawa, Kemampuan

Pemahaman

Berdasarkan hasil pra penelitian di MI Miftahul Huda Ngreco Kediri diketahui
bahwa kurangnya minat dan fokus belajar siswa, serta terbatasnya penggunaan
media pembelajaran mengakibatkan peserta didik kurang tertarik pada materi
pembelajaran yang berdampak pada terbatasnya kemampuan pemahaman peserta
didik terutama pada mata pelajaran IPAS materi keragaman budaya daerah,
khususnya Jawa. Penelitian ini bertujuan untuk 1) Mengetahui pmengetahui
prosedur pengembangan game interaktif “Petualangan Si Thole”, 2) Mengetahui
kelayakan game interaktif “Petualangan Si Thole”, 3) Mengetahui keefektifan game
interaktif “Petualangan Si Thole”, dan (4) Mengetahui pemahaman siswa kelas [V
terhadap pengembangan game interaktif “Petualangan Si Thole” mata pelajaran
IPAS materi keragaman budaya.

Penelitian ini, merupakan jenis penelitian (Research and Development) R&D
dengan menggunakan model ADDIE yang menggunakan lima tahapan yaitu
analysis (analisis), design (desain), development (pengembangan), implementation
(implementasi), evaluation (evaluasi). Subjek validasi pada penelitian ini yaitu 1
ahli media, 1 ahli materi, dan 5 peserta didik untuk uji pengguna kelompok kecil
dan 17 peserta didik untuk uji pengguna kelompok besar.

Hasil Penelitian menunjukkan (1) Pada tahap pengembangan multimedia berbasis
game "Petualangan Si Thole" melalui lima tahapan yaitu: analisis yang terdiri dari
analisis kebutuhan, analisis kurikulum, dan analisis karakteristik; desain atau
rancangan multimedia, pengembangan produk multimedia, implementasi kepada
subjek uji coba, dan evaluasi dari semua tahapan. Berdasarkan hasil validasi ahli
media dan ahli materi diperoleh rata-rata persentase 98,6% dengan kriteria sangat
layak (2) Analisis kelayakan dengan angket respon peserta didik diperoleh temuan
bahwa rata-rata persentase pada kelompok kecil sebesar 93% dengan kriteria sangat
layak, kemudian untuk kelompok besar diperoleh rata-rata persentase pada
kelompok kecil sebesar 95% dengan kriteria sangat layak, (3) Efektivitas
multimedia berbasis game "Petualangan Si Thole" dilihat dari hasil ketuntasan
belajar siswa secara klasikal yaitu 100%, ketercapaian penguasaan materi
pembelajaran sebesar 75,6%, siswa mampu memenuhi penguasaan materi dengan
kategori tinggi, dan (4) Terjadi kenaikan kemampuan pemahaman peserta didik
yang ditunjukkan dengan hasil uji Wilxocon diperoleh nilai sig. < 0,05 yang
menunjukkan adanya pengaruh Multimedia Berbasis Game “Petualangan Si Thole”
terhadap hasil belajar siswa, serta hasil analisis N-Gain diketahui bahwa terdapat
kenaikan kemampuan pemahaman siswa setelah diberikan Multimedia Berbasis
Game “Petualangan Si Thole” sebesar 0,49 pada kategori sedang.
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ABSTRACT

Syifa Isnaini Wibawaning Yusman. Development of Interactive Game-Based

Multimedia "Adventure of Si Thole" to Increase Students’ Understanding on IPAS

at Mi Miftahul Huda Ngreco, 2024. Thesis, Madrasah Ibtidaiyah Teacher Education

Study Program, Tarbiyah Faculty, IAIN Kediri. Supervisor (1) Dr. Muhammad

Ilman Nafi’an, M.Pd., (2) Mochamad Desta Pradana, M.Pd.

Keywords: Game-based Multimedia, Javanese Cultural Diversity, Comprehension
Ability

Based on the results of pre-research at MI Miftahul Huda Ngreco Kediri, it is known
that students' lack of interest and focus in learning, as well as the limited use of
learning media, resulted in students being less interested in learning material which
had an impact on students' limited understanding abilities, especially in science
and science subjects, material on regional cultural diversity. especially Java. This
research aims to 1) find out the procedures for developing the interactive game
"Adventure of Si Thole", 2) determine the feasibility of the interactive game
"Adventure of Si Thole", 3) determine the effectiveness of the interactive game
"Adventure of Si Thole", and (4) determine the understanding of class students IV
towards the development of the interactive game "Adventure of Si Thole" in the
science and science subject material on cultural diversity.

This research is a type of R&D research using the ADDIE model which uses five
stages, namely analysis, design, development, implementation, evaluation. The
validation subjects in this research were 1 media expert, 1 material expert, and 5
students for the small group user test and 17 students for the large group user test.

The research results show (1) The development stage of the game-based multimedia
"Adventure of Si Thole" went through five stages, namely: analysis consisting of
needs analysis, curriculum analysis, and characteristics analysis;, multimedia
design or design, multimedia product development, implementation on test subjects,
and evaluation of all stages. Based on the validation results of media experts and
material experts, the average percentage was 98.6% with very feasible criteria. (2)
Feasibility analysis using student response questionnaires found that the average
percentage in the small group was 93% with very feasible criteria, then for the large
group, the average percentage obtained in the small group was 95% with very
feasible criteria, (3) The effectiveness of the game-based multimedia "Adventure of
Si Thole" was seen from the results of students' classical learning completion,
namely 100%, achievement of mastery of learning material was 75, 6%, students
were able to fulfill material mastery in the high category, and (4) There was an
increase in students' understanding ability as indicated by the results of the
Wilxocon test which obtained a sig. < 0.05 which shows the influence of Game-
Based Multimedia "Adventure of Si Thole" on student learning outcomes, and the
results of the N-Gain analysis show that there is an increase in students’
understanding abilities after being given Game-Based Multimedia "Adventure of Si
Thole" of 0.49 in the category currently.
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