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ABSTRACT

Sutrisni, Dwi Margo. 2021. “The Development of Budiran Game ( Sound and
Auditory Sense) based on Android Assisted with SAC3 to Improve the
Science Learning Outcomes of Primary Schools” Thesis The Primary
Education Study Profram Concentrated of Primary School Teacher
Education. Postgraduate School. Universitas Muria Kudus. Advisors | Dr.
Sri Utaminingsih,M.Pd., Advisors Il Dr. Murtono,M.Pd

Keywords: Budiran Game Development, Android , SAC3, Learning Outcomes.

This research aims to (1) analyze the teachers’ and learnes’ needs toward
budiran game based on android assisted with SAC3 to improve the science
learning outcomes of the fourth graders with theme 1, (2) arrange the developed
game to improve the science outcomes of the fourth graders with theme 1, (3)
analyze the reliability of the developed game to improve the science learning
outcome of the fourth graders with theme 1, (4) analyze the effectiveness of the
developed game to improve the science learning outcomes of the fourth graders
with theme 1.

An educational game is a game to improve the understanding and
activeness of the learners. The budiran game based on android assisted with SAC3
is educative in the form of an android application made with SAC3 to improve the
primary school learners’ science learning outcomes.

This Research and Development used Borg and Gall, adapted form
Sugiyono,with seven stages (1) seeking potency and problem, (2) collecting the
initial data, (3) designing the product, (4) validating tehe design (5) revising the
product (6) testing product, and (7) revising the product. The trial run of the
product used pretest-postest control group design with the fourth graders of Public
Primary School 2 Bendanpete and Public Primery School 2 Ngetuk as the
experimental group. Then, the control groups consisted of the fourth graders of
Public Primary School 1 and 3 Bendanpete. The researcher obtained the data
from observasion, documentation, interview, questionnaire, and test. The data
analyses included aualitativ descriptif analysis, n-gain, and t-test with a significant
level of 0.05.

The results showed that the developed game was based on the fourth
graders’ needs in five Prmary School in Ki Hajar Dewantoro. The results 80%
teachers and learners “very needed” the developed. The remaining percentage,
20%, ‘needed’ the developed game. The game reliability was based on the media
and material experts’ judgments. The results were 88% and 90%, with criteria of
”very reliabel.” The responses of the leraners, 88.50%; while the teachers with a
percentage of 87.80%, with ‘very interesting’ category. The game effectively
improved the leraning outcomes because there was a score gain between the
posttest of the was 64%, categorized moderate. The t-test of the posttest obtained
the teount = 8.803 with significant level 0.000 < a = 0.05.

Thus, the developed game was evidently in line with the needs. The game
was also reliabel and effective.

viii



ABSTRAK

Sutrisni, Dwi Margo. 2021. “Pengembangan Game Budiran (Bunyi dan Indra
Pendengaran) Berbasis Android Berbantuan SAC3 Untuk Meningkatkan
Hasil Belajar IPA Sekolah Dasar”. Tesis. Program Studi Pendidikan Dasar
Konsentrasi PGSD. Program Pascasarjana. Universitas Muria Kudus.
Pembimbing I Dr.Sri Utamingsih,M.Pd., Pembimbing Il Dr.Murtono,M.Pd.

Kata Kunci: Pengembangan Game Budiran, Android, SAC3, Hasil Belajar.

Penelitian ini bertujuan (1) menganalisis kebutuhan guru dan siswa terhadap
game budiran berbasis android berbantuan SAC3 untuk meningkatkan hasil
belajar IPA kelas IV tema 1, (2) menyusun desain game budiran berbasis android
berbantuan SAC3 untuk meningkatkan hasil belajar IPA kelas 1V tema 1, (3)
menganalisis kelayakan game budiran berbasis android berbantuan SAC3 untuk
meningkatkan hasil belajar IPA kelas IV tema 1, (4) menganalisis keefektifan
game budiran berbasis android berbantuan SAC3 untuk meningkatkan hasil
belajar IPA kelas IV tema 1

Menurut Novaliendry (2017:107) game edukasi adalah permainan disertai
pembelajaran untuk meningkatkan pemahaman dan keaktifan siswa. Game
budiran berbasis android berbantuan SAC3 adalah game edukasi berbentuk
aplikasi android yang dibuat menggunakan SAC3 untuk meningkatkan hasil
belajar IPA SD.

Penelitian ini merupakan penelitian Research and Development dengan
desain Borg and Gall yang diadaptasi Sugiyono dengan tujuan tahapan yaitu: (1)
mencari potensi dan masalah, (2) pengumpulan data awal, (3) desain produk, (4)
validasi desai, (5) revisi produk, (6) uji coba produk, dan (7) revisi produk. Uji
coba produk menggunakan pretest posttest control group design pada siswa kelas
IV SDN 2 Bendanpete dan SDN 3 Ngetuk sebagi kelas eksperimen dan kelas 1V
SDN 1 dan 3 Bendanpete sebagai kelas kontrol. Data dikumpulkan dengan
observasi, dokumentasi, wawancara, angket, dan tes. Analisis data dengan analisis
deskriptif kualitatif, uji n-gain,dan uji t pada taraf signifikansi 0,05

Hasil penelitinan ini adalah game budiran dikembangkan berdasarkan
analisis kebutuhan siswa dan guru kelas 1V di lima SD pada Gugus Ki Hajar
Dewantoro dengan hasil bahwa guru dan siswa 80% “sangat butuh” dan 20%
“butuh” terhadap game budiran. Kelayakan game budiran didapat dari pendapat
ahli media dan ahli materi yang melakukan validasi dengan nilai msing-masing
88% dan 90% dengan kriteria “sangat layak”. Selain itu juga dari respon siswa
sebesar 88,50% dan respon guru sebesar 87,80% dengan kriteria “sangat baik”.
Keefektifan game budiran untuk miningkatkan hasil belajar didapat dari adanya
peningkatan nilai postes kelas eksperimen > dari kelas kontrol. Berdasarkan uji n-
gain dihasilkan bahwa nilai postest kelas eksperimen sebesar 64% dengan
kategori sedang dan uji t nilai postest diperoleh nlsi thiwng = 8,803 dengan taraf
signifikan 0,000< a = 0,05

Dengan nilai demikian dapat disimpulkan bahwa pengembangan game
budiran berbasis android berbantuan SAC3 terbukti sesuai kebutuhan, layak dan
efektif meningkatkan hasil belajar IPA SD. Disarankan agar guru menggunakan
game budiran dalam pembelajaran.
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