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ABSTRACT

Parmi. 2016. “Development of Tradisional game-Based Edutainment Learning
Model to Improve Children’s Social Emotional”. Thesis. Basic Education Study
Program, Concentration of Primary School Teacher Education. Graduate
Program. Muria Kudus University. Advisor | Dr. Santoso, S.Pd., M.Pd., and
Advisor 1l Dr. Mochamad Widjanarko, S.Psi., M.Si.

Keywords: edutainment, games, children's social emotional.

The aims of this research was to analyze and formulate the needs, design,
suitability and effectiveness of the traditional game-based edutainment learning
model to improve children’s social and emotional. The research design used in this
study is Research and Development. The subjects of this study were the students
of TK Negeri 1 Kaliori and TK Rahayu Wiroto, Rembang Regency. The data
collection technique in this study was observation and interviews, while for data
analysis, validity and reliability tests were carried out with SPSS for measuring
the level of accuracy of the concept understanding ability test instrument. To test
the use of learning models through validation, pretest and posttest, feasibility tests
through prerequisite tests using normality and homogeneity tests.

The results showed that 1) an edutainment learning model was needed in
accordance with the needs analysis of the learning model. Based on the results of
interviews and observations, it is known that current learning is still conventional
and does not attract children's interest, 2) the development of an edutainment
learning model based on traditional games is realized in the form of a guide book.
The guidebook contains instructions or guidelines for implementing edutainment
learning, 3) the edutainment learning model is declared suitable for use in TK N 1
Kaliori and TK Rahayu Wiroto both in terms of media and material, 4)
edutainment learning models are effectively used to improve children's social and
emotional abilities in TK N 1 Kaliori and TK Rahayu Wiroto. The effectiveness
of the edutainment learning model is based on hypothesis testing with the results
tcount > ttable. Based on the results of the n-gain test, it was found that the
learning model in the category was quite effective.
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ABSTRAK

Parmi. 2016. “Pengembangan Model Pembelajaran Edutainment Berbasis
Permainan Tradisional untuk Meningkatkan Sosial Emosional Anak”. Tesis.
Program Studi Magister Pendidikan Dasar. Fakultas Keguruan dan
Pendidikan Dasar. Universitas Muria Kudus. Pembimbing | Dr. Santoso,
S.Pd., M.Pd., Pembimbing Il Dr. Mochamad Widjanarko, S.Psi., M.Si.

Kata kunci: edutainment, permainan, sosial-emosional anak

Tujuan dari penelitian ini adalah untuk menganalisis dan merumuskan kebutuhan,
desain, kelayakan dan efektifitas model pembelajaran edutainment berbasis
permainan tradisional untuk meningkatkan sosial emosional anak. Desain
penelitian yang digunakan dalam penelitian ini yaitu Research and Development.
Subjek penelitian ini yaitu siswa siswa TK Negeri 1 Kaliori dan TK Rahayu
Wiroto Kabupaten Rembang. Teknik pengumpulan data dalam penelitian ini
dengan observasi dan wawan cara, sedangkan untuk analisis datanya mealuil uji
validitas, reliabilitas, yang dilakukan dengan SPSS dengan tujuan-untuk
mengukur tingkat ketepatan instrumen tes kemampuan pemahaman konsep.
Untuk uji kelayakan model pembelajaran melalui validasi ahli, pretest dan
posttest, sedangkan uji efektivitas melalaui uji prasyarat yang menggunakan uji
normalitas dan homogenitas.

Hasil penelitian diperoleh bahwa 1) diperlukan model pembelajaran edutainment
sesuali dengan analisis kebutuhan model pembelajaran. Berdasarkan hasil
wawancara dan observasi diketahui bahwa pembelajaran yang ada saat ini masih
bersifat konvensional dan kurang menarik minat anak, 2)pengembangan model
pembelajaran edutainment berbasis permainan tradisional diwujudkan dalam
bentuk buku panduan. Buku panduan berisi mengenai petunjuk atau pedoman
dalam melaksanakan pembelajaran edutainment, -3) ~model pembelajaran
edutainment dinyatakan layak digunakan di TK N 1 Kaliori dan TK Rahayu
Wiroto baik dari segi media maupun materi, 4) model pembelajaran edutainment
efektif digunakan untuk meningkatkan kemampuan sosial emosional anak di TK
N 1 Kaliori dan TK Rahayu Wiroto. Keefektifan model pembelajaran edutainment
berdasarkan uji hipotesis dengan hasil thitung > twavel.  Berdasarkan hasil uji n-gain
diperoleh hasil bahwa model pembelajaran dalam kategori cukup efektif.
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