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ABSTRAK

Muhammad Faisal Mujib. 2026. Pengembangan Board Game Wise Move sebagai
Media Pembelajaran Pendidikan Pancasila untuk Meningkatkan Minat
Belajar Siswa Kelas IV Madrasah Ibtidaiyah Negeri 1 Kota Kediri.
Skripsi, Program Studi Pendidikan Guru Madrasah Ibtidaiyah, Fakultas
Tarbiyah dan Ilmu Keguruan, Universitas Islam Negeri Syekh Wasil
Kediri. Dosen Pembimbing: (1) Dr. Septiana Purwaningrum, M.Pd.I., (2)
Aulia Rohmawati, M.Pd.1.
Kata Kunci: Pengembangan, Board Game Wise Move, Media Pembelajaran, Minat
Belajar, Pendidikan Pancasila
Penelitian ini dilatarbelakangi oleh rendahnya minat belajar peserta didik
terhadap mata pelajaran Pendidikan Pancasila di kelas IV MIN 1 Kota Kediri.
Berdasarkan observasi awal, proses pembelajaran masih didominasi penggunaan
buku paket konvensional sehingga peserta didik cenderung pasif dan kurang terlibat
aktif dalam pembelajaran. Kondisi ini mendorong perlunya inovasi media
pembelajaran yang interaktif dan menyenangkan. Penelitian ini bertujuan untuk: (1)
mendeskripsikan prosedur pengembangan media Board Game Wise Move, (2)
menguji kelayakan media berdasarkan penilaian para ahli, dan (3) menganalisis
peningkatan minat belajar peserta didik setelah pemanfaatan media tersebut.
Metode penelitian yang digunakan adalah penelitian dan pengembangan
(Research and Development/R&D) dengan menerapkan model ADDIE (Analysis,
Design, Development, Implementation, Evaluation). Subjek uji coba dalam
penelitian ini terdiri atas 25 peserta didik kelas IV MIN 1 Kota Kediri. Data
dikumpulkan melalui angket validasi ahli serta angket minat belajar peserta didik
yang diberikan sebelum (pra uji coba) dan sesudah (pasca uji coba) implementasi
produk. Teknik analisis data menggunakan analisis deskriptif kuantitatif serta uji
statistik inferensial Wilcoxon Signed-Rank Test dan uji N-Gain.
Hasil penelitian menunjukkan bahwa: (1) pengembangan media Board
Game Wise Move berhasil dilaksanakan secara sistematis melalui lima tahapan
model ADDIE; (2) media dinyatakan sangat layak digunakan dengan rata-rata
persentase kelayakan validator sebesar 95,6%, yang diperoleh dari penilaian ahli
materi (100%), ahli media (90%), ahli pembelajaran (100%), dan ahli angket minat
belajar (87,5%); (3) terdapat peningkatan minat belajar peserta didik yang
signifikan, dibuktikan dari kenaikan rata-rata skor angket dari 2,644 (kategori
tinggi) menjadi 3,492 (kategori sangat tinggi). Peningkatan ini diperkuat oleh hasil
uji Wilcoxon Signed-Rank yang menunjukkan nilai Asymp. Sig. (2-tailed) < 0,001
(lebih kecil dari taraf signifikansi 0,05) serta perolehan nilai rata-rata N-Gain
sebesar 0,673 yang termasuk dalam kategori sedang. Dengan demikian, media
Board Game Wise Move terbukti efektif dan layak digunakan sebagai media
pembelajaran Pendidikan Pancasila untuk meningkatkan minat belajar peserta didik
kelas IV MIN 1 Kota Kediri.



ABSTRACT

Muhammad Faisal Mujib. 2026. The Development of Board Game Wise Move as
a Learning Media for Pancasila Education to Improve the Learning Interest
of Fourth Grade Students at Madrasah Ibtidaiyah Negeri 1 Kediri City.
Thesis, Islamic Elementary School Teacher Education Study Program,
Faculty of Tarbiyah and Teacher Training, Universitas Islam Negeri Syekh
Wasil Kediri. Advisors: (1) Dr. Septiana Purwaningrum, M.Pd.1., (2) Aulia
Rohmawati, M.Pd.I.

Keywords: Development, Board Game Wise Move, Learning Media, Learning

Interest, Pancasila Education

This research was conducted in response to the fourth-grade students’ low
interest towards learning Pancasila at MIN 1 Kota Kediri. Based on preliminary
research, observations, the learning process was heavily dominated by conventional
textbooks, causing students to be passive and less engaged. This condition has
emerged to lead to development of innovative, interactive and enjoyable learning
media. This study aims to: (1) describe the development procedure of the Board

Game Wise Move media, (2) determine its feasibility based on expert assessment,

and (3) analyze the increase in students' interest in learning after using this medium.

This research method employed Research and Development (R&D) using

ADDIE model (Analysis Design, Development, Implementation, Evaluation). The

trial subjects consisted of 25 fourth-grade students at MIN 1 Kota Kediri. Data were

collected through expert validation questionnaires and a student learning interest
questionnaires administered before (pretest) and after (post-test) the product
implementation. Data analysis techniques included quantitative descriptive
analysis, the statistical inferential Wilcoxon Signed-Rank Test, and the N-Gain test.

The result showed that: (1) The Wise Move board game was successfully

developed in a systematic manner through the five stages of the ADDIE model; (2)

the game was considered highly suitable for use, with an average validity

percentage of 95.6% as determined by subject matter experts (100%), media experts

(90%), instructional designers (100%), and learning interest questionnaire experts

(87.5%); (3) there was a significant increase in students’ learning interest,

evidenced by a rise in the average questionnaire score from 2.644 (high category)

to 3.492 (very high category). This improvement is strengthened by the results of
the Wilcoxon Signed-Rank test, which showed an Asymp. Sig. (2-tailed) value of
< 0.001 (less than the significance level of 0.05) and an average N-Gain score of

0.673, which falls into the moderate category. Therefore, the Wise Move board

game has been proven effective and suitable for use as a teaching tool for Pancasila

Education to boost the learning interest of fourth-grade students at MIN 1 Kota

Kediri.
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