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ABSTRAK

PENGEMBANGAN MEDIA PEMBELAJARAN GAME EDUKATIF “ZAT
QUEST” BERBASIS SMARTPHONE UNTUK MENINGKATKAN
LITERASI SAINS PADAIMATERI WUJUD, ZAT DAN PERUBAHANNYA
FASE B SDN KADIPATEN 1 KADIPATEN

Silviana, M.Romadlon Habibullah, M.Pd.I, Firda Zakiyatur Rofi’ah, M.Pd.

Berdasarkan observasi'yang dilakukan oleh peneliti dengan guru kelas 1V
di SDN Kadipaten I*Bojonegoro, bahwa permasalahan yang ditemukan yaitu pada
pelajaran 1IPAS materi wujud zat dan perubahannya guru.masih menggunakan
modul ajar siswarPeserta didik tidak-bersemangat mengikuti proses-pembelajaran,
materi~wujud” zat. dan perubahnnya dianggap sulit, siswa ‘merasa bosan jika
mendengarkan ™ penjelasan darli guru saja yang mengakibatkan.siswa tidak
memahami pelajaran sehingga literasi sains siswa menurun. Pengembangan media
pembelajaran-game edukatif “Zas Ouest” merupakan solusivdari permasalahan ini.

Tujban penelitian.ini yaitu: (1).Mengetahui tahapanpengembangan Game
Edukatif “Zat Quest ” berbasis Smartphone sebagai pendukung pembelajaran IPAS
padasmateri Wujud Zat dan Perubahannya untuk siswa kelas IV SDN"1 Kadipaten
Bojonegoro (2). Mengetahui kelayakan Game Edukatif “Zar Quest” berbasis
Smartphone pada materi Wujud Zat dan Perubahannya siswa ‘kelas 1V SDN 1
Kadipaten (3) Mengetahui peningkatan literasi sains siswa terhadap Game Edukatif
“Zat Quest” berbasis Smartphone sebagai pendukung<pembelajaran IPAS pada
materi Wujud Zat dan Perubahannya untuk siswa kelas 1\ SDN 1 Kadipaten.

Jenis penelitianini yaitu Research'and Development (R&D) dengan model
ADDIE yang terdiri dari ‘Anaysis’ (Analisis), 'Design (Desain), Development
(Pengembangan), Implementation (Pelaksanaan) dan Evaluate (Evaluasi).
Pengumpulan.data. dilakukan‘dengan cara observasi, wawancara,.angket.dan tes.
Teknik analisis data meliputi-ujivvalidasi ahli, uji'validitas untuk mengetahui baik
tidaknya instrument penelitian. yang digunakan dan uji reliabilitas untuk
mengetahui instrument penelitian yang.digunakan reliabel.

Hasil penelitian menunjukkan bahwa produk layak digunakan sesuai
dengan uji validitas para ahli. Berdasarkan uji validasi ahli media mendapatkan
92% kriteria ”sangat baik”, validasi ahli materi mendapatkan 92% kriteria “sangat
baik”, validasi bahasa mendapatkan 78% kriteria “baik”, serta analisis respon siswa
mendapatkan 84% dan memenuhi standar ‘‘sangat praktis”. Analisis hasil belajar
siswa mendapat hasil rata-rata nilai 83% dan memperoleh’ uji N-Gain% 0,83
kategori baik. Oleh karena itu, dapat disimpulkan bahwa game edukatif ~Zat
Quest” berbasis smartphone ‘pada materi-wujud zat dan perubahannya untuk
meningkatkan literasi sains siswa, sangat layak, praktis, dan efektif.

Kata Kunci: Media Pembelajaran, Game Edukatif, Literasi Sains, wujud zat dan
perubahannya
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ABSTRACT
DEVELOPMENT OF SMARTPHONE-BASED EDUCATIVE GAME
LEARNING MEDIA "SUBSTANCE QUEST" . TO INCREASE SCIENTIFIC
LITERACY ON THE FORM OF SUBSTANCE AND THEIR CHANGES
PHASE B/SDN 1 KARIPATEN

Silviana, M. Romadlon Habibullah, M.Pd.I, Firda,Zakiyatur Rofi'ah, M.Pd.

Based on observations made by researchers'with class IV teachers at SDN
Kadipaten 1 Bojonegor0;the problem-foundywas that-in the science and science
lessaons, the material on thedforms of substances andytheir changes, teachers still
used student teaching modules. Students are not enthusiastic about participating in
the learning process, the material on the forms of substances ‘and their changes is
considered difficult,/students feel bored if they-just listen to explanations, from the
teacher which' results in students not understanding the lesson’so that students'
scientific literacy,decreases. The development of educational game“learning media
“Zat Quest" is a solution to this problem.

The~objectives of this research: are: (1) To find, out (the stages of
developmentof the Smartphone-based educational game-~Zat Quest" as a support
for, science learning on material Forms-of Substances and their Changes for class
IV students at*SDN 1 Kadipaten Bojonegoro (2) To find out the feasibility of'the
Smartphone-based "Zat Quest" educational game on the imaterial Forms® of
Substances and“Their Changes for-class IV students at SDN. 1, Kadipaten (3)
Knowing the increase in students' scientific literacy regarding-the Smartphone-
based educational-game *'Substance Quest" as a suppert for.science learning on
the material Forms of Substanees and Their Changes for.class IV students at SDN
1 Kadipaten.

This type of research is Research and.Development (R&D) with the

ADDIE model which_consists of Analysis, Design, Development, Implementation
and Evaluate. Data.collection'was carried out by means.of observation,interviews,
questionnaires and tests. Data analysis techniques include expert validation tests,
validity tests to determine whether the research instruments used are good or not
and reliability tests to determine, whether the research instruments used are
reliable.
The research results show that the product is suitable for use according to experts'
validity tests. Based on the validation test, media experts got 92% of "very good"
criteria, material expert validation got 92% of "very good™" criteria, language
validation got 78%of "good" criteria, and student response analysis got 84% and
met the "very practical’ standard. . Analysis of student learning outcomes obtained
an average score of 83% and obtained ‘an N-Gain% test of 0:83 in the good
category. Therefore, it can be concluded that the smartphone-based educational
game "Substance Quest on the material of substances and their changes to
increase students' scientific literacy is very feasible, practical and effective.

Keywords: Learning Media, Educational Games, Scientific Literacy, states of
matter and their changes
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