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ABSTRACT 

Sumartini, Titik. 2023. “ Development of Guided Inquiry Learning Model Based on 

The Cublak- Cublak Suweng Game To Increase The Learning Motivation of 

6th Grade Students at SDN 6 Blingoh Donorojo District”. Thesis. Program 

Study of Elementary School Teacher Education. Master’s of Elementary 

Education. Muria Kudus University. Advisor I Dr. Nur Fajrie, M.Pd., 

Supervisor II Dr. Slamet Utomo, M.Pd. 

Keywords: guided inquiry, suweng cubak-cublak game, learning motivation 

  

 This research is motivated by the low motivation and learning outcomes of 

students in science subject grade 6 SDN 6 Blingoh in Donorojo District. This is 

triggered by learning that is monotonous and less interesting so students get bored 

easily and lack concentration. In addition, the teacher's creativity is lacking, the 

media/model used is minimal, students' dependence on gadgets, the difficulty of 

accessing networks and information, conventional learning still dominates the teacher

 This type of research is research development (R&D) of guided inquiry 

models with traditional games. The purpose of this research is to develop a guided 

inquiry model with a game of cublak-cublak suweng to increase student motivation. 

The results of the research are in the form of learning syntax from development 

results and learning modules. The development stages consist of planning, product 

design, design validation, design revision, product trial, product revision and 

implementation. 

 The data collection techniques through observation, questionnaires, interviews 

and documentation. Based on the assessment of material experts and media experts, 

scores of 3.78 and 4.03 were obtained in the good category. So it can be concluded 

that the development model is feasible to apply. While data analysis using reliability 

test, validity test and feasibility test (user response). The reliability test uses 

Cronbach's alpha with a value of 0.817 for the x variable, meaning that the data is in 

the strong reliability category and 0.783 for the y variable, meaning that the data is in 

the sufficient reliability category. The normality test results are at 0.229 > 0.05, 

meaning that the data shows a normal distribution. Meanwhile, to assess the effect of 

variable x on variable y with the t-test of multiple linear analysis, if the Sig value 

<0.05 then there is an influence between x and y. The results of the t-test obtained Sig  

value of -1,038 <0,05, it can be concluded that H₁ is accepted, meaning that there is 

an influence between the variable x and y variable. 

 Based on the above research, it can be concluded that the results of the 

development of a guided inquiry model based on the Suweng cublak-cublak game 

have an effect on students' learning motivation in grade 6 natural sciences subject 

matter on plant propagation. The results of the validation of material and media 

experts and user response tests show that the development of the model is feasible. 
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ABSTRAK 

 

Sumartini, Titik. 2023. Pengembangan Model Pembelajaran Inkuiri Terbimbing 

Berbasis Permainan Cublak- Cublak Suweng untuk Meningkatkan Motivasi 

Belajar Siswa Kelas 6 di SDN 6 Blingoh Kecamatan Donorojo. Tesis. 

Program Studi Pendidikan Guru Sekolah Dasar. Magister Pendidikan Dasar.  

Muria Kudus University. Pembimbing I Dr. Nur Fajrie, M.Pd., Pembimbing II 

Dr. Slamet Utomo, M.Pd. 

Kata Kunci : inkuiri terbimbing, permainan cubak-cublak suweng, motivasi belajar  

      

 Penelitian ini di latar belakangi oleh motivasi dan hasil belajar siswa pada 

mata pelajaran IPA kelas 6 SDN 6 Blingoh di Kecamatan Donorojo Jepara yang 

rendah. Hal ini dipicu oleh pembelajaran yang monoton dan kurang menarik sehingga 

siswa mudah bosan dan kurang berkonsentrasi. Selain itu kreatifitas guru kurang, 

minimnya media/ model yang digunakan, ketergantungan siswa pada gadget, sulitnya 

akses jaringan dan informasi, pembelajaran konvensional masih mendominasi guru 

 Jenis penelitian ini merupakan penelitian pengembangan (R&D) dari model 

inkuiri terbimbing dengan permainan tradisional. Tujuan penelitian  mengembangkan 

model inkuiri terbimbing dengan permainan cublak-cublak suweng untuk 

meningkatkan motivasi belajar siswa. Hasil penelitian berupa sintak pembelajaran 

hasil pengembangan dan modul pembelajaran. Tahapan pengembangan terdiri dari 

perencanaan, desain produk, validasi desain, revisi desain, uji coba produk, revisi 

produk dan implementasi. 

 Adapun teknik pengumpulan data melalui observasi, angket, wawancara dan 

dokumentasi. Berdasarkan penilaian ahli materi dan ahli media diperoleh skor 3,78 

dan 4,03 dalam kategori baik. Jadi dapat disimpulkan bahwa model pengembangan 

layak untuk diterapkan. Sedangkan analisis data menggunakan uji reliabilitas, uji 

validitas dan uji kelayakan ( respon pengguna). Uji Reliabilitas menggunakan alpha 

Cronbach’s dengan nilai 0,817 untuk variabel x, artinya data dalam kategori 

reliabilitas kuat dan 0,783 untuk variabel y artinya data dalam kategori reliabilitas 

mencukupi. Hasil uji normalitas pada angka 0,229 > 0,05, artinya data menunjukkan 

distribusi normal. Sedangkan untuk menilai pengaruh variabel x terhadap variabel y  

dengan uji t analisis linier berganda, jika nilai Sig < 0,05 maka ada pengaruh antara x 

dan y. Hasil uji-t diperoleh nilai Sig -1,038 < 0,05, dapat disimpulkan bahwa H₁ 
diterima, artinya ada pengaruh antara variabel x dan variabel y. 

 Berdasarkan penelitian di atas dapat disimpulkan bahwa hasil pengembangan 

model inkuiri terbimbing berbasis permainan cublak-cublak suweng berpengaruh 

terhadap motivasi belajar siswa pada mata pelajaran IPA kelas 6 materi 

perkembangbiakan pada tumbuhan. Hasil validasi ahli materi dan media dan uji 

respon pengguna menunjukkan bahwa pengembangan model layak diterapkan.    
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