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ABSTRAK

Pengembangan Media Game Interaktif “Tebak Kambuh” Dalam Pembelajaran
Kata Imbuhan Bahasa Indonesia Untuk Meningkatkan Critical Thinking Skill
Siswa Kelas V SD Muhammadiyah Purworejo

Penelitian ini bertujuan untuk (1) mendeskripsikan kebutuhan pengembangan
media game interaktif; (2) mendeskripikan model pengembangan media game
interaktif; (3) mendeskripsikan hasil kelayakan uji validasi pengembangan media
game interaktif; (3) mendeskripsikan uji efektifitas pengembangan media game
interaktif. Subjek penelitian ini adalah peserta didik kelas V SD Muhammadiyah
Purworejo dan SD Muhammadiyah Kemiri. Hasil penelitian pengembangan
media game interaktif “Tebak Kambuh” dalam pembelajaran kata imbuhan
Bahasa Indonesia untuk meningkatkan critical thinking skill yaitu : (1) Kebutuhan
dan Model Pengembangan Media Game Interaktif “Tebak Kambuh” Berbasis
Critical Thinking Skill didasarkan pada model pada penelitian ini yaitu model
ADDIE yang merupakan terdiri dari 5 tahapan yaitu tahap analysis, tahap design,
tahap developmen, tahap implementation, dan tahap; (2) Kevalidan pengembangan
media game interaktif “Tebak Kambuh” berbasis critical thinking skill dapat
dikategorikan sangat valid; (3) Keefektifan pengembangan media game interaktif
“Tebak Kambuh” berbasis critical thinking skill didasarkan pada hasil nilai pretest
dan postest peserta didik. Berdasarkan uji T yang dilakukan mendapatkan hasil
12,681 > 2,02108 atau thitung > tranel SEhiNgga dapat disimpulkan bahwa terdapat
adanya pengaruh penggunaan media game interaktif “Tebak Kambuh” terhadap
critical thinking skill peserta didik.

Kata Kunci : Bahasa Indonesia, critical thinking skill, media game interaktif
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ABSTRACT

Development Of The Interactive Media Game “Guess The Recurrence” In
Learning Indonesian Affixes To Improve The Critical Thinking Skill of Class V
Student At Elementary School Muhammadiyah Purworejo

This research aims to (1) describe the needs for developing interactive game
media; (2) describe the interactive game media development model; (3) describe
the results of the feasibility test for developing interactive game media; (3)
describes the effectiveness test for developing interactive game media. The
subjects of this research were fifth grade students at elementary school
Muhammadiyah Purworejo and elementary school Muhammadiyah Kemiri. The
results of research on the development of the interactive media game "Tebak
Recurrence" in learning Indonesian affix words to improve critical thinking skills,
namely: (1) The need and model for developing the interactive media game
"Guess Relapse” based on Critical Thinking Skills based on the model in this
research, namely the ADDIE model which consists of 5 stages, namely the
analysis stage, design stage, development stage, implementation stage, and stage;
(2) The validity of the development of the interactive game media "Guess the
Relapse™ based on critical thinking skills can be categorized as very valid; (3) The
effectiveness of developing the interactive media game "Guess the Recurrence”
based on critical thinking skills is based on the results of students' pretest and
posttest scores. Based on the T test carried out, the results were 12.681 > 2.02108
or tcount > ttable so it can be concluded that there is an influence of the use of the
interactive game media "Guess the Relapse" on students' critical thinking skills.

Keyword : Indonesian, Critical Thinking Skill, Interactive Game Media
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