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ABSTRAK

AHMAD BAHAUDDIN : Pengembangan Media Pembelajaran Matematika
Edutainment Berbasis Guided Inquiry Berorientasi Pemahaman Konsep dan Minat
Belajar Siswa pada Materi Peluang Kelas VIII SMP. Tesis. Yogyakarta : Program
Pascasarjana, Universitas Negeri Yogyakarta, 2019.

Penelitian pengembangan ini bertujuan untuk menghasilkan produk berupa
media pembelajaran matematika edutainment yang bernama “Proadventure’.
Materi di dalam produk dikembangkan dengan pendekatan Guided Inquiry yang
dapat memberikan pemahaman konsep dan meningkatkan minat belajar siswa pada
materi peluang kelas VIII SMP. Produk yang dihasilkan dapat diunduh dari Google
Playstore dan dapat dijalankan pada Smartphone Android.

Proses pengembangan produk mengadopsi model pengembangan ADDIE
yang terdiri dari 5 tahapan yaitu: (1) tahap analyze yang mencakup; memilih materi,
menentukan tujuan  pembelajaran, memeriksa landasan pengembangan,
mengonfirmasi  calon  pengguna, menentukan metode  penyampaian,
mengidentifikasi sumber daya, dan menyusun rencana proyek, (2) tahap design
yang mencakup; membuat flowchart, membuat storyboard, membuat dan
mengumpulkan konten, menggabungkan konten, dan memilih strategi pengujian
serta penyusunan instrumen tes, (3) tahap develop yang mencakup; membangun
produk, mengembangkan panduan penggunaan, melakukan validasi ahli, dan
melakukan revisi formatif, (4) tahap implement yang mencakup; mempersiapkan
guru dan siswa, serta penggunaan produk, (5) tahap evaluate, yang merupakan
kajian akhir produk hasil pengembangan. Produk telah diimplementasikan kepada
siswa kelas VIII SMP Negeri 3 Semparuk di Kabupaten Sambas, Kalimantan Barat.
Instrumen yang digunakan untuk pengambilan data dalam penelitian ini terdiri dari:
lembar validasi ahli materi, lembar validasi ahli media, lembar observasi
keterlaksanaan pembelajaran, angket minat belajar siswa, dan instrumen tes
pemahaman konsep materi peluang.

Kualitas produk yang dikembangkan dikaji melalui 3 aspek yaitu: kevalidan,
kepraktisan, dan keefektifan. Hasil penelitian menunjukkan bahwa produk
“Proadventure” valid dengan rerata skor validasi materi 4.91 dengan skor maksimal
5 dan rerata skor validasi media 4.80 dengan skor maksimal 5. Produk juga dinilai
praktis dengan rerata persentase keterlaksanaan pembelajaran 95%. Produk juga
dinilai efektif ditinjau dari pemahaman konsep dan minat belajar siswa. Siswa yang
memiliki skor di atas batas ketuntasan minimal sebanyak 88%. Kemudian rata-rata
minat belajar siswa meningkat dari 79,96 dalam kategori rendah hingga 89,96
dalam kategori sedang.

Kata kunci : Media Pembelajaran, Edutainment, Pendekatan Guided Inquiry,
Pemahaman Konsep, Minat Belajar Siswa
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ABSTRACT

AHMAD BAHAUDDIN : Development of an Edutainment Instructional Math
Media based on Guided Inquiry oriented to Conceptual Understanding and Student
Learning Interests in Probability subject for Junior High School. Thesis.
Yogyakarta: Postgraduate Program, Yogyakarta State University, 2019.

This development research aims to produce a product in the form of
edutainment mathematics learning media called "Proadventure". The material in the
product was developed with a Guided Inquiry approach that can provide
understanding of concepts and increase students' interest on learning Probability
subject in Junior High School. The product can be downloaded from Google
Playstore and can be run on an Android Smartphone.

The product development process adopts the ADDIE development model
which consists of 5 stages: (1) analyze stage which includes; choose material,
determine learning objectives, examine the basis of development, confirm
prospective users, determine the delivery system, identify resources, and create
project plans, (2) design stage which includes; create a flowchart, create a
storyboard, create and collect content, combine content, and choose a testing
strategy and create the test instruments, (3) development stage which includes;
build products, develop usage guidelines, conduct expert validation, and formative
revisions, (4) implement stages that include; preparing teachers and students, as
well as the use of products, (5) the evaluate stage, which is the final study of the
product from the development. The product has been implemented for class VIII
students of SMP Negeri 3 Semparuk at Sambas Regency, West Borneo.
The instruments used for data collection in this study is: material expert validation
sheet, media expert validation sheet, learning implementation observation sheet,
student learning interest questionnaire, and test instrument for conceptual
understanding of Probability subject.

The quality of the product being developed is assessed through 3 aspects,
namely: validity, practicality, and effectiveness. The results showed that
"Proadventure" was valid with a mean score of material validation 4.91 with a
maximum score of 5 and a mean score of media validation 4.80 with a maximum
score of 5. Products were also considered practical with a mean percentage of
learning implementation 95%. Products are also considered effective in terms of
understanding concepts and student learning interests. Students who have a score
above the minimum completeness of mastery learning are 88%. Then the average
student learning interest increased from 79.96 which is in the low category to 89.96
which is in the medium category.

Keywords : Learning Media, Edutainment, Guided Inquiry Approach,
Conceptual Understanding, Student Learning Interest
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