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ANALISIS KRITIS PENINGKATAN MINAT BACA PESERTA DIDIK
MENGGUNAKAN MEDIA GAME PEMBELAJARAN PADA SEKOLAH
DASAR NEGERI WATUJARAN SUMBANG BANYUMAS

ABSTRAK

Rendahnya minat baca peserta didik sekolah dasar menjadi permasalahan
serius di tengah dominasi budaya visual dan digital. Kegiatan membaca cenderung
dipersepsikan sebagai aktivitas yang monoton akibat penggunaan metode
pembelajaran yang kurang variatif dan minimnya pemanfaatan media pembelajaran
yang menarik. Kondisi tersebut ditemukan di Sekolah Dasar Negeri Watujaran,
Kecamatan Sumbang, Kabupaten Banyumas, di mana peserta didik menunjukkan
rendahnya antusiasme dan keterlibatan dalam kegiatan literasi membaca. Oleh
karena itu, diperlukan inovasi pembelajaran yang mampu mengintegrasikan unsur
bermain dan belajar secara bermakna, salah satunya melalui penggunaan media
game pembelajaran. Penelitian bertujuan untuk menganalisis secara mendalam: (1)
peningkatan minat baca peserta didik, dan (2) tantangan penggunaan media game
pembelajaran di Sekolah Dasar Negeri Watujaran. Penelitian menggunakan
pendekatan kualitatif deskriptif. Subjek penelitian meliputi peserta didik kelas I-VI
Sekolah Dasar Negeri Watujaran serta guru kelas sebagai informan. Teknik
pengumpulan data dilakukan melalui observasi, wawancara mendalam, dan
dokumentasi. Analisis data menggunakan model Miles dan Huberman yang
meliputi reduksi data, penyajian data, dan penarikan kesimpulan. Keabsahan data
dijamin melalui triangulasi sumber, triangulasi teknik, dan ketekunan pengamatan.
Hasil penelitian menunjukkan = bahwa sebelum penerapan media game
pembelajaran, minat baca peserta didik tergolong rendah, ditandai dengan
kurangnya perhatian, rendahnya pemahaman bacaan, serta minimnya kebiasaan
membaca mandiri. Penggunaan media game pembelajaran dilakukan melalui
perencanaan permainan edukatif yang sesuai dengan karakteristik peserta didik,
pelaksanaan pembelajaran berbasis game secara interaktif, serta evaluasi
berkelanjutan terhadap keterlibatan dan pemahaman membaca peserta didik.
Penggunaan media game pembelajaran terbukti mampu meningkatkan keterlibatan
aktif, motivasi belajar, serta pemahaman isi bacaan peserta didik secara signifikan.
Peserta didik menunjukkan sikap yang lebih positif terhadap kegiatan membaca dan
lebih antusias mengikuti pembelajaran literasi. Simpulan penelitian adalah media
game pembelajaran efektif digunakan sebagai strategi inovatif untuk meningkatkan
minat baca peserta didik sekolah dasar. Media ini mampu menciptakan suasana
belajar yang menyenangkan, interaktif, dan bermakna, sehingga dapat menjadi
alternatif solutif dalam penguatan budaya literasi di sekolah dasar, khususnya pada
lingkungan dengan keterbatasan sarana pembelajaran.

Kata kunci: media, game pembelajaran, minat baca
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A CRITICAL ANALYSIS OF IMPROVING STUDENTS' READING
INTEREST USING LEARNING GAME MEDIA AT WATUJARAN SUMBAN
ELEMENTARY SCHOOL, BANYUMAS

ABSTRACT

The low reading interest of elementary school students is a serious problem
amidst the dominance of visual and digital culture. Reading activities tend to be
perceived as monotonous due to the use of less varied learning methods and
minimal use of interesting learning media. This condition was found at Watujaran
State Elementary School, Sumbang District, Banyumas Regency, where students
showed low enthusiasm and involvement in reading literacy activities. Therefore,
learning innovations are needed that can integrate elements of play and learning
meaningfully, one of which is through the use of learning game media. The study
aims to analyze in depth: (1) increasing students' reading interest, and (2) challenges
in using learning game media at Watujaran State Elementary School. The study used
a descriptive qualitative approach. The research subjects included students in grades
[-VI of Watujaran State Elementary School and class teachers as informants. Data
collection techniques were carried out through observation, in-depth interviews,
and documentation. Data analysis used the Miles and Huberman model which
includes data reduction, data presentation, and drawing conclusions. Data validity
was guaranteed through source triangulation, technical triangulation, and
observational persistence. The results of the study showed that before the
implementation of learning game media, students' reading interest was relatively
low, characterized by a lack of attention, low reading comprehension, and minimal
independent reading habits. The use of learning game media was carried out
through planning educational games that were appropriate to the characteristics of
students, implementing interactive game-based learning, and continuous evaluation
of student engagement and reading comprehension. The use of learning game media
was proven to be able to significantly increase students' active engagement, learning
motivation, and understanding of reading content. Students showed a more positive
attitude towards reading activities and were more enthusiastic about participating
in literacy learning. The conclusion of the study is that learning game media is
effective as an innovative strategy to increase reading interest in elementary school
students. This media is able to create a fun, interactive, and meaningful learning
atmosphere, so it can be an alternative solution in strengthening literacy culture in
elementary schools, especially in environments with limited learning facilities.

Keywords: media, learning games, reading interest
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