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ABSTRAK

Fatma Pratiwi: Pengembangan Media Pembelajaran Boardgame Untuk
Meningkatkan Keterampilan Berbicara Dan Sikap Peduli Lingkungan Pada Siswa
Kelas IV Sekolah Dasar. Tesis. Yogyakarta: Program Pascasarjana, Universitas
Negeri Yogyakarta, 2019.

Penelitian ini bertujuan untuk mengetahui (1) kelayakan boardgame Pelajar
Go! dari studi pendahuluan dan pengembangan media, 2) keefektifan media
pembelajaran boardgame Pelajar Go! untuk meningkatkan keterampilan berbicara
dan sikap peduli lingkungan siswa Kelas IV Sekolah Dasar.

Penelitian pengembangan ini mengacu pada pendapat Borg & Gall
(1983:775) yang terdiri dari 10 langkah yang dikelompokkan menjadi 3 tahapan,
yaitu: (1) tahap studi pendahuluan, (2) tahap pengembangan produk, terdiri atas
perencanaan, pengembangan produk awal, uji coba terbatas, revisi hasil uji coba
terbatas, uji coba lapangan, dan penyempurnaan produk hasil uji coba lapangan, uji
coba produk operasional, dan penyempurnaan produk akhir, (3) tahap diseminasi
dan penyebaran produk. Subjek uji coba terbatas terdiri dari 4 siswa kelas IV SD
Negeri Ngentakrejo, subjek uji coba lapangan terdiri dari 8 siswa kelas IV SD
Negeri Ngentakrejo yang belum terlibat dalam uji coba terbatas, dan subjek uji coba
produk operasional terdiri dari 25 siswa kelas IV SD Negeri 2 Wijirejo, dan 20
siswa siswa kelas IV SD Negeri 2 Sanden.

Hasil penelitian menunjukkan bahwa; 1) studi pendahuluan yang diperoleh
dari hasil wawancara, observasi pembelajaran, dan studi pustaka mendorong
pengembangan boardgame Pelajar Go. Pengembangan boardgame Pelajar Go!
dirancang bersama praktisi pembelajaran dengan memperhatiakan latar belakang
cerita, penentuan keberhasilan permainan, komponen permainan, pewarnaan, gaya
ilustrasi, dan gaya tulisan. Validasi memperoleh hasil bahwa boardgame Pelajar
Go! dinilai sangat layak untuk digunakan. Persentase kelayakan dari ahli media
sebesar 85,1%, ahli materi sebesar 94,4%, praktisi pembelajaran sebesar 93,1%,
dan siswa sebesar 87%. 2) Berdasarkan uji-t independen didapat nilai probability
for inference (p) pada gain score untuk keterampilan berbicara sebesar 0,000 dan
sikap peduli lingkungan sebesar 0,000. Hasil tersebut menunjukkan ada perbedaan
yang signifikan keterampilan berbicara dan sikap peduli lingkungan siswa kelas
kontrol dan eksperimen setelah mengikuti pembelajaran dengan menggunakan
media boardgame Pelajar Go!. Dengan demikian media ini efektif berpengaruh
terhadap keterampilan berbicara dan sikap peduli lingkungan siswa Kelas IV
Sekolah Dasar.

Kata Kunci: Keterampilan Berbicara, Sikap Peduli Lingkungan, Boardgame
Pelajar Go!



ABSTRACT

Fatma Pratiwi: Developing a Boardgame Learning Media to Improve Speaking
Skills and Environmental Care Attitude of Grade IV Student. A Thesis.
Yogyakarta: Graduate School, Yogyakarta State University, 2019.

This study aimed to determine (1) the feasibility of Pelajar Go! boardgame
based on the preliminary study, and media development, 2) the effectiveness of
Pelajar Go! boardgame to improve speaking skills and environmental care attitudes
of grade IV students.

This developmental research refers to the opinion of Borg & Gall (1983:
775) which consists of 10 steps which are grouped into 3 stages, namely: (1)
preliminary study stage; (2) product development stage, consisting of planning,
developing prototype, preliminary field testing, main product revision, main field
testing, and operational product revision; operational field testing, and final product
revision, (3) dissemination and implementation stage. The limited trial subjects
consisted of 4 grade IV students of SD Negeri Ngentakrejo, the field trial subject
consisted of 8 fourth grade students of SD Negeri Ngentakrejo who had not been
involved in the limited trial, and the operational product trial subjects consisted of
25 fourth grade students of SD Negeri 2 Wijirejo, and 20 students the of fourth
grade of SD Negeri 2 Sanden.

The results of the study showed that; 1) the preliminary studies based on
interviews, learning observations, and literature studies encouraged the
development of Pelajar Go! Boardgame. The development of Pelajar Go!
boardgame was designed with learning practitioners by taking into account the story
background, determining the success of the game, the components of the game,
coloring, illustration style, and writing style. The validation produced the result that
the Pelajar Go! Boardgame was considered very feasible to use. The feasibility
percentage gained from media experts was 85.1%, from material experts was
94.4%, from learning practitioner was 93.1%, and from users was 87%. 2) Based
on the independent t-test, the probability for inference (p) value of the gain score
for speaking skills was 0.000 and the environmental care attitude was 0.000. These
results indicate that there were significant differences in speaking skills and
environmental care attitude of the control and experimental students after learning
by using the Pelajar Go! Boardgame learning media. Thus this media were effective
towards speaking skills and environmental care attitude of grade IV students.

Keywords: Speaking Skills, Environmental Care Attitudes, Pelajar Go! as a
Boardgame
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