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ABSTRAK 

Linda Dewi Nur Hasanah, Dosen Pembimbing (1) Septiana Purwaningrum, 

M.Pd.I dan (2) Atika Anggraini, M.Pd. Pengembangan Media Pembelajaran 

Game Edukasi “BAJUNDA” (Perubahan Wujud Benda) Pada Mata 

Pelajaran IPAS Untuk Meningkatkan Hasil Belajar Kogntif Siswa Di MI 

Miftahul Muna Gondanglegi, Skripsi. Program Studi Pendidikan Guru 

Madrasah Ibtidaiyah, Fakultas Tarbiyah, IAIN Kediri, 2024. 

 

Kata Kunci : Pengembangan Media, Game Edukasi “BAJUNDA” (Perubahan Wujud 

Benda), Hasil Belajar 

 

IPAS adalah mata pelajaran yang bertujuan untuk memperoleh keterampilan 

ilmiah. Penelitian ini berfokus pada materi IPA mengenal perubahan wujud benda. Peneliti 

telah melakukan observasi dan wawancara dengan wali kelas IV dan menemukan masalah 

dalam pembelajaran yaitu siswa mengalami kesulitan dalam pemahaman materi, terlihat 

dari hasil rekapan nilai ulangan harian sebagian anak yang masih rendah di bawah KKTP 

yang telah di tentukan yaitu 78, serta guru jarang sekali menggunakan media pembelajaran 

saat pembelajaran. Tujuan dari penelitian dan pengembangan ini untuk (1) 

mengembangkan media pembelajaran game edukasi “BAJUNDA” (perubahan wujud 

benda (2) mengetahui kelayakan media pembelajaran game edukasi “BAJUNDA” 

(perubahan wujud benda” (3) mengetahui peningkatan hasil belajar kognitif siswa setelah 

diterapkan media pembelajaran game edukasi “BAJUNDA” (perubahan wujud benda). 

Penelitian ini dilaksanakan di MI Miftahul Muna Gondanglegi Prambon Kab. 

Nganjuk, dengan jumlah siswa kelas IV sebanyak 25 siswa. Metode penelitian yang 

digunakan dalam penelitian ini menggunakan ADDIE terdiri dari 5 tahapan yaitu (1) 

Analisis (2) Perancangan (3) Pengembangan (4) Implementasi (5) Evaluasi. 

Hasil pengembangan media game edukasi “BAJUNDA” (perubahan wujud 

benda) menunjukkan bahwa (1) Media game edukasi “BAJUNDA” (perubahan wujud 

benda) telah sesuai dengan materi perubahan wujud benda. Tahapan pengembangan yang 

dilakukan yaitu pertama analisis siswa, kurikulum, kebutuhan, kedua mendesain media 

pembelajaran, ketiga pengembangan yaitu validasi ke ahli media dan materi, keempat 

implementasi ke siswa kelas IV, kelima evaluasi di setiap tahapan pengembangan (2) 

Kelayakan produk media “BAJUNDA” (perubahan wujud benda) mendapatkan skor dari 

ahli media sebesar 83% dinyatakan “sangat layak” dan pada ahli materi I mendapatkan 

skor 95% yang dinyatakan “sangat layak” dan pada ahli materi II mendapatkan skor 98,5 

% yang dinyatakan “sangat layak”. (3) Peneliti melakukan uji coba dengan memberikan 

soal pretest dan posttest ke siswa dengan melakukan uji kelompok kecil dan uji kelompok 

besar. Untuk rata-rata hasil nilai pretest uji kelompok kecil yaitu 62,8 dan rata-rata hasil 

nilai posttest yaitu 91,6 sedangkan rata-rata nilai pretest uji kelompok besar yaitu 51,2 dan 

rata-rata hasil nilai posttest uji kelompok besar yaitu 92,8. Selain itu hasil dari uji t-hitung 

yang dihasilkan yaitu -21,871 kurang dari t-tabel -2,05954 dan untuk hasil uji N-gain yaitu 

0,8729 yang dinyatakan kategori “tinggi” artinya media pembelajaran interaktif game 

edukasi “BAJUNDA” (perubahan wujud benda) menarik dan mampu meningkatkan hasil 

belajar kognitif siswa. 
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ABSTRACT 

 

Linda Dewi Nur Hasanah, Supervisor (1) Septiana Purwaningrum, M.Pd.I 

and (2) Atika Anggraini, M.Pd. Development of Interactive Learning Media 

Educational Game "BAJUNDA" (Changes in the Form of Objects) in the 

Science Subject to Improve Cognitive Learning Outcomes of Grade IV 

Students at MI Miftahul Muna Gondanglegi Prambon, Thesis. Elementary 

Madrasah Teacher Education Study Program, Faculty of Tarbiyah, IAIN 

Kediri, 2024. 

 

Keywords: Media Development, Educational Game “BAJUNDA” (Changes in the Form 

of Objects), Learning Outcomes 

 

Science is a subject that aims to acquire scientific skills. This study focuses on 

science is a subject that aims to acquire scientific skills. This study focuses on science 

material on changes in the state of objects. The researcher has conducted observations 

and interviews with the homeroom teacher of grade IV and found problems in learning, 

namely students have difficulty in understanding the material, as seen from the results of 

the daily test scores of some children which are still low below the KKTP that has been 

determined, namely 78, and teachers rarely use learning media during learning. The 

purpose of this research and development is to (1) develop educational game learning 

media "BAJUNDA" (changes in the state of objects (2) determine the feasibility of 

educational game learning media "BAJUNDA" (changes in the state of objects" (3) 

determine the increase in students' cognitive learning outcomes after the implementation 

of educational game learning media "BAJUNDA" (changes in the state of objects). 

This research was conducted at MI Miftahul Muna Gondanglegi Prambon Kaab. 

Nganjuk, with 25 students in grade IV. The research method used in this research uses 

ADDIE consisting of 5 stages, namely (1) Analysis (2) Design (3) Development (4) 

Implementation (5) Evaluation. 

The results of the development of the educational game media "BAJUNDA" 

(change of form of objects) show that (1) The educational game media "BAJUNDA" 

(change of form of objects) is in accordance with the material of changes in the form of 

objects. The stages of development carried out are first, analysis of students, curriculum, 

needs, second, designing learning media, third, development, namely validation to media 

and material experts, fourth, implementation to grade IV students, fifth, evaluation at each 

stage of development (2) The feasibility of the media product "BAJUNDA" (change of 

form of objects) got a score from media experts of 83% stated as "very feasible" and in 

material expert I got a score of 95% stated as "very feasible" and in material expert II got 

a score of 98.5% stated as "very feasible". (3) The researcher conducted a trial by giving 

pretest and posttest questions to students by conducting small group tests and large group 

tests. For the average pretest score of the small group test, it is 62.8 and the average 

posttest score is 91.6 while the average pretest score of the large group test is 51.2 and 

the average posttest score of the large group test is 92.8. In addition, the results of the t-

test produced are -21.871 less than the t-table -2.05954 and for the N-gain test results, it 

is 0.8729 which is stated in the "high" category, meaning that the interactive learning 

media educational game "BAJUNDA" (changes in the form of objects) is interesting and 

able to improve students' cognitive learning outcomes. 
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