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ABSTRAK 

Prayitno, Mulyo. 2019. “Model Entrepreneur Education Berbasis Permainan 

Tradisional Pasaran Pada Anak Usia Sekolah Dasar di Desa 

Karangampel Kecamatan Kaliwungu Kabupaten Kudus”. Tesis. 

Program Studi Magister Pendidikan Dasar Konsentrasi Pendidikan 

Guru Sekolah Dasar. Program Pascasarjana Universitas Muria Kudus. 

Pembimbing (1) Dr. Sri Utaminingsih, M.Pd., Pembimbing (2) Dr. 

Santoso, M.Pd. 

Kata Kunci: entrepreneur education, permainan tradisional pasaran, usia anak 

sekolah dasar 

Tujuan Penelitian ini adalah (1) mengidentifikasi permainan tradisional 

pasaran  yang mempunyai nilai karakter kewirausahaan di desa karangampel 

kaliwungu kudus. (2) mengidentifikasi nilai-nilai entrepreneur education berbasis 

permainan tradisional pasaran di desa karangampel kaliwungu kudus. (3) 

membuat desain model entrepreneur education berbasis permainan tradisional 

pasaran di desa karangampel kaliwungu kudus. (4) uji efektifitas model 

entrepreneur education berbasis permainan tradisional pasaran di desa 

karangampel kaliwungu kudus 

Jenis penelitian ini adalah Research and Development. Subyek dari 

penelitian ini adalah anak-anak usia sekolah dasar di desa karangampel kecamatan 

kaliwungu kabupaten kudus. Produk dari penelitian ini merupakan model 

entrepreneur education berbasis permainan tradisional pasaran. Penelitian ini 

terdiri dari tujuh langkah, yaitu: 1) potensi dan masalah; 2) pengumpulan data; 3) 

desain produk; 4) validasi desain; 5) revisi desain; 6) uji coba produk; 7) revisi 

produk. Pengumpulan data dengan menggunakan observasi, wawancara dan 

dokumentasi.  

Keefektifan model entrepreneur education berbasis permainan tradisional 

pasaran pada anak usia sekolah dasar menunjukkan bahwa skor rata-rata di dukuh 

blolo sebesar 3,48 dengan kriteria sangat baik, di dukuh Nganti 3,44 dengan 

kriteria sangat baik, dan di dukuh kiyongan sebesar 3,36 dengan kriteria sangat 

baik. Sedangkan untuk  raata-rata di desa karangampel yaitu 3,43 juga dengan 

kriteria sangat baik . 
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ABSTRACT 

Prayitno, Mulyo. 2019. “the traditional model of entrepreneurial education based 

on the market in primary school age children”. Thesis. Master of 

Primary Education Program Concentration of Primary School Teacher 

Education. Muria University Postgraduate Program. Advisor (1) Dr. Sri 

Utaminingsih, M.Pd., Advisor (2) Dr. Santoso, M.Pd. 

Keywords: entrepreneurship education, traditional game market, age of 

elementary school children. 

The purpose of this study was (1) identify traditional market play that has 

entrepreneurial character values in karangampel village kaliwungu district kudus 

city. (2) identify the values of traditional market-based entrepreneurship education  

in the karangampel village kaliwungu district kudus city. (3) design a traditional 

game-based entrepreneurship education in the market in karangampel village 

kaliwungu district kudus city. (4) test the effectiveness of the traditional game-

based entrepreneurship education model in karangampel village kaliwungu district 

kudus city. 

This research includes Research and Development. The subjects of this 

study were elementary school age children in karangampel village kaliwungu 

district kudus city. The products of this research is a traditional game-based 

entrepreneurship education in the market. This research consist of seven stages: 1) 

potential and problem; 2) data collection; 3) product design; 4) validation design; 

5) revised design; 6) product trial; 7) revised product. Data collection using 

observation, interviews and documentation. 

The effectiveness of the traditional game-based entrepreneur education 

model in primary school-age children shows that the average score in blolo hamlet 

is 3,48 with very good criteria, in hamlet nganti 3,44 with very good criteria. As 

for the average in the village of karangampel which is 3,43 also with very good 

criteria. 
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