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ABSTRACT

Afdoli, Nazal Syahrul. 2023. “Development of Interactive Media Educational
Games for Water Cycle Material in Improving Cognitive Abilities of Grade
V Students at Dabin | Elementary School Lasem District Rembang
Regency. Thesis. Master of Basic Education Teacher Training and
Education Faculty Muria Kudus University. Supervisior (1) Dr. A Hilal
Madjdi, M.Pd., (2) Dr. Khamdun, M.Pd.

Keywords: games educational media, student cognitive, science

The purpose of this study was to describe the media needs in learning in
grade V elementary schools, describe the design of developing interactive media
educational games, describe the feasibility of interactive media educational games
and describe the effectiveness of interactive media educational games on water
cycle material in improving the cognitive abilities of grade V elementary school
students.

This research is research development or Research and Development
(R&D). The stages of this research consisted of 10 stages (Sugiyono, 2019: 763-
764) which the researchers concluded into 7 stages, namely potentials and
problems, data collection, product design, design validation, design revisions,
product trials and product revisions. Data collection techniques using
questionnaires, interviews, and tests. The analysis used in this research is
quantitative analysis. The data sources in this study were class V Dabin | teachers
in Lasem District and fifth grade students at SDN in Dabin | Lasem District.

The development of interactive educational game media is carried out
with the steps of KI-KD analysis on natural science subject matter, teaching media
that must keep up with the times and media development designs. Educational game
interactive media development design in the form of an application that can be
installed on an Android phone and can be used offline. Interactive media
educational games have an attractive appearance with interactive buttons, there are
games to help students understand the material, there are pictures, sounds, videos,
animations, practice questions to increase student learning interest. Students can
access educational game applications via HP Android offline which can be used by
students to study anywhere and anytime without being limited by time.

Product feasibility is seen from the validation results of media experts and
material experts. The validation results of media experts obtained a value of 91.6%
in the very feasible category. The results of the material expert validation obtained
a value of 94.4% in the very feasible category. Then the interactive educational
game media was applied to the experimental class and the N-gain calculation result
was 0.72 in the high category. The effectiveness test in this study was carried out
by comparing the results of the learning written test in the control class and
experimental class. It is found that tcount is 2.425 in tanie With a = 5% obtained 2.C
so the results of teount > tranle. From the results of this study, it can be concluded that
interactive educational game media can be used in learning in class V of elementary
school.



ABSTRAK

Afdoli, Nazal Syahrul. 2023. “ Pegembangan Media Interaktif Game Edukasi
Materi Siklus Air Dalam Meningkatkan Kemampuan Kogpnitif Siswa Kelas
V SD Dabin 1 Kecamatan Lasem Kabupaten Rembang”. Tesis Program
Studi Magister Pendidikan Dasar Fakultas Keguruan dan llmu Pendidikan
Universitas Muria Kudus. Dosen Pembimbing (1) Dr. A Hilal Madjdi,
M.Pd., (2) Dr. Khamdun, M.Pd.

Kata Kunci : media game edukasi, kognitif siswa, IPA

Tujuan penelitian ini adalah untuk mendiskripsikan kebutuhan media dalam
pembelajaran di kelas V sekolah dasar, mendiskripsikan desain pengembangan
media interaktif game edukasi, mendiskripsikan kelayakan media interaktif game
edukasi dan mendiskripsikan keefektifan media interaktif game edukasi materi
siklus air dalam meningkatkan kemampuan kognitif siswa kelas V sekolah dasar.

Penelitian ini merupakan penelitian pengembangan atau Research and
Development (R&D). Tahapan penelitian ini terdiri 10 tahap (Sugiyono, 2019:763-
764) yang kemudian disimpulkan peneliti menjadi 7 langkah tahapan yaitu potensi
dan masalah, pengumpulan data, desain produk, validasi desain, revisi desain, uji
coba produk dan revisi produk. Teknik pengumpulan data menggunakan angket,
wawancara, dan tes. Analisis yang digunakan dalam penelitian ini adalah analisis
kuantitatif. Sumber data pada penelitian ini adalah guru kelas V Dabin | Kecamatan
Lasem dan siswa kelas VV SDN di Dabin | Kecamatan Lasem.

Pengembangan media interaktif game edukasi dilakukan dengan langkah-
langkah analisis KI-KD pada materi ajar mapel IPA, media ajar yang harus
mengikuti perkembangan zaman dan desain pengembangan media. Desain
pengembagan media interaktif game edukasi yang berbentuk aplikasi yang dapat
diinstal di HP Android dan dapat digunakan secara offline. Media interaktif game
edukasi memiliki tampilan yang menarik dengan tombol interaktif, terdapat
permainan untuk membantu siswa memahami materi, terdapat gambar, suara, vidio,
animasi, latihan soal-soal untuk menambah minat belajar siswa. Siswa dapat
mengakses aplikasi game edukasi melalui HP Android secara offline yang dapat
dipakai oleh siswa untuk belajar dimanapun dan kapanpun tanpa terbatas oleh
waktu.

Kelayakan produk dilihat dari hasil validasi ahli media dan ahli materi.
Hasil validasi ahli media memperoleh nilai 91,6 % dengan kategori sangat layak.
Hasil validasi ahli materi memperoleh nilai 94,4 % dengan kategori sangat layak.
Kemudian media interaktif game edukasi diterapkan pada kelas eksperimen dan
hasil perhitungan N-gain adalah 0,72 dengan kategori tinggi. Uji efektifitas pada
penelitian ini dilakukan dengan membandingkan hasil tes tertulis pembelajaran di
kelas kontrol dan kelas eksperimen. Diperoleh bahwa thiung adalah 2.425 dalam ttapel
dengan a = 5% diperoleh 2.012, jadi hasil thitung > tiabel. Dari hasil penelitian ini, maka
dapat disimpulkan bahwa media interaktif game edukasi dapat digunakan dalam
pembelajaran di kelas V sekolah dasar.
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