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ABSTRAK

Sugiarto, 2024. “Pengembangan Media Board Game dalam Pembelajaran
Tematik Untuk Peningkatan Kemampuan Literasi Sains Siswa Kelas III
Sekolah Dasar”. Tesis, Program Studi Pendidikan Dasar Konsentrasi
Pendidikan Guru Sekolah Dasar. Program Studi Magister Pendidikan
Dasar. Universitas Muria Kudus. Pembimbing I Dr. Sri Utaminingsih,
M.Pd.; Pembimbing II Dr. Erik Aditia Ismaya, MA

Kata Kunci: board game, pembelajaran tematik, kemampuan literasi.

Tujuan penelitian dan pengembangan ini adalah: 1) Menganalis kebutuhan;
2) Menyusun desain pengembangan; 3) Menganalisis kelayakan; dan 4)
Menganalisis keefektifan media board game dalam pembelajaran Tema 1
Subtema 1 untuk meningkatkan kemampuan literasi sains siswa kelas III di Dabin
IV Kecamatan Toroh Kabupaten Grobogan. Penelitian ini merupakan penelitian
pengembangan atau Research and Development (R&D) yang menggunakan
model ADDIE. ADDIE merupakan akronim dari langkah-langkah yang akan
dilakukan dalam pengembangan yaitu; Analyze (analisis), Design (desain),
Develop (pengembangan), Implementation (implementasi), dan Evaluation
(evaluasi) (Suryani, Setiawan, & Putria, 2018:126).

Teknik pengumpulan data yang digunakan adalah teknik tes, wawancara,
dan angket. Sedangkan data yang diperoleh dalam penelitian ini berupa data
kuantitatif dan kualitatif meliputi observasi pembelajaran, validasi produk, dan
minat belajar siswa. Sumber data pada penelitian ini adalah siswa kelas III dan
guru SD di Kecamatan Toroh Kabupeten Grobogan.

Desain pengembangan board game yang telah dikembangkan peneliti
terdiri atas 3 bagian yakni perencanaan, proses dan isi. Kelayakan produk dilihat
dari hasil validasi ahli materi, ahli media dan ahli bahasa. Dari proses validasi ahli
materi diperoleh hasil rata-rata 3,47 pesentase 86,75% dengan kategori sangat
layak, validasi ahli media memperoleh hasil rata-rata 3,83 persentase 95,75%
dengan kategori sangat layak, dan validasi ahli bahasa memperoleh hasil rata-rata
3,45 persentase 86,25% dengan kategori sangat layak. Selanjutnya produk yang
dikembangkan dapat meningkatkan kemampuan literasi sains siswa. Hal ini
ditunjukkan dengan hasil belajar siswa yang mencapai tingkat ketuntasan 99%
dengan kategori sangat tinggi. Berdasarkan hasil validasi dan dikuatkan dengan
hasil belajar siswa maka Board Game dalam pembelajaran tematik ini efektif
digunakan sebagai media pembelajaran untuk meningkatkan kemampuan literasi
sains siswa kelas III sekolah dasar di Kecamatan Toroh Kabupaten Grobogan.
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ABSTRACT

Sugiarto, 2024. "Development of Board Game Media in Thematic Learning to
Improve the Science Literacy Abilities of Class III Elementary School
Students." Thesis, Primary Education Study Program Concentration in
Primary School Teacher Education. Basic Education Master's Study
Program. Muria Kudus University. Supervisor I Dr. Sri Utaminingsih,
M.Pd.; Supervisor II Dr. Erik Aditia Ismaya, MA

Keywords: board games, thematic learning, literacy skills.

The objectives of this research and development are: 1) Analyze needs; 2)
Develop a development design; 3) Analyzing feasibility; and 4) Analyze the
effectiveness of board game media in learning Theme 1 Subtheme 1 to improve
the scientific literacy skills of class III students in Dabin IV, Toroh District,
Grobogan Regency. This research is development research or Research and
Development (R&D) which uses the ADDIE model. ADDIE is an acronym for
the steps that will be taken in development, namely; Analyze (analysis), Design
(design), Develop (development), Implementation (implementation), and
Evaluation (evaluation) (Suryani, Setiawan, & Putria, 2018:126).

The data collection techniques wused were tests, interviews and
questionnaires. Meanwhile, the data obtained in this research is in the form of
quantitative and qualitative data including learning observations, product
validation, and student interest in learning. The data sources in this research were
grade III students and elementary school teachers in Toroh District, Grobogan
Regency.

The board game development design that researchers have developed
consists of 3 parts, namely planning, process and content. Product feasibility is
seen from the validation results of material experts, media experts and language
experts. From the material expert validation process, an average result of 3.47
percentage 86.75% was obtained in the very feasible category, media expert
validation obtained an average result of 3.83, a percentage of 95.75% in the very
feasible category, and the linguist validation obtained results an average of 3.45, a
percentage of 86.25% with a very feasible category. Furthermore, the products
developed can improve students' scientific literacy skills. This is demonstrated by
student learning outcomes which reach a 99% completion level in the very high
category. Based on the validation results and confirmed by student learning
results, this thematic learning board game is effectively used as a learning
medium to improve the scientific literacy skills of third grade elementary school
students in Toroh District, Grobogan Regency.
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