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ABSTRAK

Penlitian ini bertujuan untuk mengembangkan dan menghasilkan media
pembelajaran GAULL (Game Edukasi Wordwall) bagi siswa yang valid, praktis dan
efektif sehingga dapat diterapkan scbagai media pembelajaran pada materi
“Indonesiaku_ Kaya Budaya” untuk meningkatkan minat belajar siswa. Jenis
penelitian ini adalah penelitian pengembangan yang. dikenal dengan istilah
Research and Development (R&D), menggunakan salah satu model pengembangan
yaitu model pengembangan ADDIE. Adapun prosedur pengembangan pada
penelitian ini terdiri atas 5 tahap, yaitu (1) Analisis (Analysis), (2) Desain (Desain)
(3)Pengembangan (Development) (4) Implementasi (Implementation) (5)Evaluasi
(Evaluation). Uji kevalidan produk dilakukan oleh 5 validator yaitu 2 orang
validator ahli media, 2 orang ahli materi dan 1 orang validator ahli pengguna. Uji
coba kepraktisan dan keefekiifan produk dilakukan pada 27 orang siswa kelas IV
SD. Instrumen penelitian yang digunakan adalah lembar validasi dan lembar
angket. Hasil penelitian menunjukkan: (1) Kevalidan media berdasarkan penilaian
ahli media 1, ahli media 2, ahli materi 1, ahli materi 2, dan ahli pengguna
mendapatkan rata-rata sebesar 4,49 dengan kriteria "sangat valid", dengan rincian
ahli media | dengan nilai 4,80, ahli media 2 dengan nilai 3,97, ahli pengguna
dengan nilai 4,58, ahli materi 1 dengan nilai 5, dan ahli materi 2 dengan nilai 4, 14.
(2) Kepraktisan media pembelajaran berdasarkan hasil analisis terlihat bahwa dari
kelima validator rata-rata total jumlah nilai akhir adalah scbesar 90,4 dengan
kategori "sangat valid", maka media pembelajaran secara teori dengan kategori
“praktis" atau media dinyatakan dapat digunakan tanpa revisi. Kepraktisan media
pembelajaran juga dilihat berdasarkan respon siswa secara prakiik setelah
menggunakan ‘media mendapatkan rata-rata persentase scbesar 91,03% yang
dinyatakan "praktis”. (3) Keefektifan media pembelajaran berdasarkan hasil
persentase rata-rata respon minat belajar siswa sebesar 4,47, maka respon siswa
pada media pembelajaran GAULL (Game Edukasi Wordwall) dinyatakan "sangat
baik" atau dinyatakan “efektif” meningkatkan minat belajar siswa. Dari hasil
penelitian pengembangan media pembelajaran GAULL (Game Edukasi Wordwall)
diatas, maka dapat disimpulkan bahwa media pembelajaran mempunyai kualitas
baik karena telah memenuhi kriteria kevalidan, kepraktisan dan keefektifan dalam
‘meningkatkan minat belajar siswa kelas IV SD Negeri 067775 Medan.
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ABSTRACT 1

The objective of the research was o develop and produce a valid, practical, and
effective GAULL learning media (Wordwall Educational Game) for students. It can
be applied as a learning medium for the "My Indonesia is Rich in Culture" topic to
increase student learning interest. This type of research is development research,
known as Research and Development (R&D), using one of the development model
the ADDIE development model. The development procedure in this research
consists of 5 stages, namely (1) Analysis, (2) Design (3) Development (4)
Implementation (5) Evaluation. The product validity test was carried out by 5
validators, namely 2 media expert validators, 2 material experts and | user expert
validator. The product’s practicality and cffectiveness trial was conducted on 27
Jourth grade students. The research instruments used were validation sheets and
questionnaires. The results of the research show: (1) The validity of the media based
on the assessment of media expert 1, media expert 2, material expert 1, material
expert 2, and user expert got an average of 4.49 with the criteria of "very valid",
with details of media expert 1 with a value of 4.80, media expert 2 with a value of
3.97, user expert with a value of 4.58, material expert 1 with a value of 5, and
material expert 2 with a value of 4.14. (2) The practicality of the learning media
based on the results of the analysis shows that from the five validators the average
total mumber of final values is 90.4 with the category of *very valid", so the learning
media in theory is in the category of "practical” or the media is stated to be usable
without revision. The practicality of the learning media is also seen based on the
response of students in practice afier using the media, getting an average
percentage of 91.03% which i stated as "practical”. (3) The effectiveness of the
learning media, based on the average percentage of student learning interest
responses of 4.47, means that student responses o the GAULL (Wordwall
Educational Game) learning media are declared "very good" or "effective” in
increasing student learning interest. Based on the research results on the
developmeat of the GAULL (Wordwall Educational Game) learning media above,

racticality, and effectiveness in increasing the learning interest
lents at Medan State Elementary School 067775.




