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Penelitian ini bertujuan untuk menghasilkan sebuah produk media pembelajaran serta mengetahui kevalidan dan kepraktisan dari pengembangan media monopoli pada materi "Indonesiaku kaya budaya" yang dilatarbelakangi dengan kurangnya inovasi terhadap media pembelajaran sehingga membuat siswa kurang aktif dalam proses pembelajaran berlangsung. Penelitian ini merupakan jenis penelitian pengembangan (R&D). Penelitian ini dikembangkan dengan menggunakan lima langkah model pengembangan ADDIE, yaitu 1) analyze, 2) design, 3) development, 4) implemention, 5) evaluation. Teknik pengambilan data yang digunakan dengan wawancara, observasi, dan kuesioner. Data kuantitatif dan kualitatif dianalisis menggunakan skala Likert. Penelitian ini menghasilkan media pembelajaran berupa media pembelajaran monopoli berbasis budaya lokal Sumatra utara pada pembelajaran IPAS kelas IV SD dengan materi "Indonesiaku kaya budaya". Berdasarkan validasi yang telah dilakukan oleh ahli materi menghasilkan skor 38 dengan presentase 95%, ahli media menghasilkan skor 49 dengan presentase 94% serta praktikalitas menghasilkan skor 55 dengan presentase 92% dengan kategori "sangat baik". Hasil validasi menunjukkan produk media pembelajaran layak diuji coba pada siswa. Hasil uji coba lapangan menghasilkan skor 560 dengan presentase 87,5 dengan kategori "sangat baik". Dengan demikian produk media pembelajaran monopoli berbasis budaya lokal Sumatra utara pada pembelajaran IPAS kelas IV SD materi "Indonesiaku kaya budaya" yang dibuat oleh peneliti layak digunakan dalam proses pembelajaran IPAS.
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ABSTRACT

DEVELOPMENT OF LOCAL CULTURE-BASED MOBUIN
MEDIA IN NORTH SUMATRA ON THE MATERIAL "MY
INDONESIA IS RICH IN CULTURE'" FOR 4TH GRADE
ELEMENTARY SCHOOL STUDENTS
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The objective of this research was to produce an educational media product and
determine the validity and practicality of the development of monopoly media on
the material "My Indonesia is Rich in Culture," which was motivated by the lack of
innovation in educational media, resulting in students being less active during the
learning process. This research was a type of development research (R&D). This
research was developed using the five steps of the ADDIE development model: 1)
analyze, 2) design, 3) development, 4) implementation, 5) evaluation. Data
collection techniques used included interviews, observation, and questionnaires.
Quantitative and qualitative data were analyzed using a Likert scale. This research
produced educational media in the form of monopoly educational media based on
the local culture of North Sumatra in science learning for 4th grade elementary
school students with the material "My Indonesia is Rich in Culture." Based on
validation conducted by material experts, a score of 38 with a percentage of 95%
was obtained, media experts provided a score of 49 with a percentage of 94%, and
practicality resulted in a score of 55 with a percentage of 92% in the "very good"
category The validation results indicated that the educational media product was
.{gd on students. The field trial results obtained a score of 560 with
% in the "very good" category. Thus, the monopoly educational
on the local culture of North Sumatra in science learning for
p school students with the material "My Indonesia is Rich in
Al;y the researcher was deemed suitable for use in the science
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