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INTISARI 

 

Pembelajaran Bahasa Indonesia materi Ide Pokok dan Ide Pendukung sering 

membuat siswa merasa bosan dan monoton membuat siswa susah memahami 

materi tersebut karena metode konvensional yang kurang interaktif menjadikan 

penelitian ini bertujuan membuat inovasi baru dalam mengembangkan game 

edukasi berbasis android dengan fitur Augmented Reality (AR) berupa visualisasi 

hewan laut untuk meningkatkan hasil pemahaman konsep siswa sekaligus 

memberikan hiburan bagi siswa kelas IV SD Negeri Sarikarya. 

Model pengembangan penelitian ini menggunakan Multimedia 

Development Life Cycle (MDLC) terdiri dari concept, design, material collecting, 

assembly, testing, distribution. Uji kelayakan aplikasi dilakukan melalui blackbox 

testing, sementara efektivitas terhadap hasil pemahaman konsep diujikan melalui 

desain one-group pretest-posttest dan uji N-Gain pada 19 siswa kelas IV SD Negeri 

Sarikarya.  

Hasil pengujian blackbox testing menunjukkan aplikasi berfungsi maksimal 

sementara pretest-posttest memperoleh peningkatan skor siswa dari pretest sebesar 

59,47 dan posttest 93,16 kemudian diujikan melalui uji N-Gain mendapatkan 0,831 

berada di dalam rentang indeks “Game sangat efektif meningkatkan hasil 

pemahaman konsep”, maka dari itu penelitian dapat disimpulkan bahwa game 

edukasi meningkatkan hasil pemahaman konsep siswa secara signifikan dan 

aplikasi layak digunakan sebagai media pembelajaran Bahasa Indonesia materi Ide 

pokok dan Ide Pendukung di SD Negeri Sarikarya 

Kata kunci: Game Edukasi, Bahasa Indonesia, Augmented Reality, Efektivitas, 

Hasil Pemahaman Konsep.  
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ABSTRACT 

 

Indonesian Language Learning Main Ideas and Supporting Ideas often 

makes students feel bored and monotonous, making it difficult for them to 

understand the material because conventional methods are less interactive. This 

research aims to create new innovations in developing Android-based educational 

games with Augmented Reality (AR) features in the form of visualizations of marine 

animals to improve students' understanding of concepts while providing 

entertainment for fourth-grade students at Sarikarya Public Elementary School. 

The research development model used Multimedia Development Life Cycle 

(MDLC) consisting of concept, design, material collecting, assembly, testing, 

distribution. The application feasibility test was conducted through blackbox 

testing, while the effectiveness on the results of understanding the concept was 

tested through a one-group pretest-posttest design and N-Gain test on 19 fourth 

grade students at Sarikarya State Elementary School.  

The blackbox testing results showed that the application functioned 

optimally, while the pretest-posttest obtained an increase in student scores from the 

pretest of 59.47 to the posttestof 93.16. This was then tested through the N-Gain 

test  and obtained a score of 0.831, which is within the range of the “The game is 

very effective in improving concept comprehension results.” Therefore, the study 

concluded that the educational game significantly improved students' concept 

comprehension results, and the application is suitable for use as a learning medium 

for Indonesian language material on main ideas and supporting ideas at SD Negeri 

Sarikarya. 

Keyword: Educational Games, Indonesian Language, Augmented Reality, 

Effectiveness, Learning Outcomes


