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ABSTRAK

Nama : Aditya Nugraha
Nim 0306201003
Jurusan : Pendidikan Guru Madrasah Ibtidaiyah

Pembimbing I : Dr. Solihah Titin Sumanti, M.Ag
Pembimbing Il : Abdul Gani Jamora Nasution, M.Pd.I

Judul Skripsi  : Pengembangan Permainan Monopoli Berbasis
Papan IImu Pengetahuan Mata Pelajaran IPS
Pada Siswa Kelas V Di SDN 101751 Desa
Klambir Lima, Kecamatan Hamparan Perak,

Kabupaten Deli Serdang, Sumatera Utara.

Penelitian ini bertujuan untuk mengembangkan dan mengimplementasikan permainan monopoli
berbasis papan ilmu pengetahuan pada mata pelajaran Ilmu Pengetahuan Sosial (IPS) untuk siswa kelas 5
sekolah dasar. Permainan monopoli ini dirancang sebagai media pembelajaran inovatif yang mampu
meningkatkan minat belajar, keterlibatan aktif pada siswa, meningkatkan motivasi belajar, partisipasi
aktif, serta pemahaman siswa terhadap materi IPS. Penelitian ini menggunakan metode Research and
Development (R&D) dan dengan model pengembangan 4D Yaitu Define, Design,Develop,dan
Disseminate yang melibatkan tahap analisis kebutuhan, perancangan produk, validasi ahli, uji coba
produk, dan evaluasi.Hasil penelitian menunjukkan bahwa : 1) Berdasarkan hasil Kelayakan rata-rata
penilaian validator ahli materi, ahli media dan respon guru menunjukkan bahwa Media pengembangan
permainan monopoli berbasis papan ilmu pengetahuan mata pelajaran IPS yang telah dikembangkan
dengan nilai persentase rata-rata 94,625% sehingga masuk kedalam kategori layak digunakan. 2)
Berdasarkan hasil rata — rata kepraktisan suatu media , maka peserta didik memberikan respon yang
sangat positif terhadap media pengembangan permainan monopoli berbasis papan ilmu pengetahuan mata
pelajaran IPS yang dikembangkan, Menunjukkan hasil keseluruhan persentase yang diperoleh dari
penyebaran angket respon peserta didik kelas V SDN 101751 Klambir V Kecamatan Hamparan Perak,
Kabupaten Deli serdang dengan nilai rata ratanya adalah 90% dengan kategori sangat praktis. 3)
Berdasarkan hasil Keefektifan rata-rata Pre — test dan Post —test melalui skala likert menunjukkan
bahwa Media pengembangan permainan monopoli berbasis papan ilmu pengetahuan mata pelajaran IPS
yang telah dikembangkan masuk kedalam kategori Efektif, dengan nilai persentase rata-rata 90,68 %.

Maka dapat disimpulkan bahwa media pengembangan permainan monopoli berbasis papan ilmu
pengetahuan mata pelajaran IPS Pada siswa kelas V di SDN 101751 Desa Klambir Lima Kecamatan
Hamparan Perak, Kabupaten Deli Serdang, Sumatera Utara sangat efektif sehingga layak digunakan
didalam proses pembelajaran.

Kata Kunci : Pengembangan permainan monopoli, Media pembelajaran, liImu Pengetahuan Sosial.



ABSTRACT

Name : Aditya Nugraha

Srudent ID 0306201003

Department  : Madrasah Ibtidaiyah Teacher Education

Supervisor | : Dr. Solihah Titin Sumanti, M.Ag

Supervisor Il : Abdul Gani Jamora Nasution, M.Pd.I

Thesis Title : Development of a Science Board Based Monopoly Game

for Social Sciences Subject For Class V Students at
SDN 101751 Klambir Lima Village, Hamparan Perak

District, Deli Serdang Regency, North Sumatera

This research aims to develop and implement a science board-based monopoly game in Social Sciences (IPS)
subjects for grade 5 elementary school students. This monopoly game is designed as an innovative learning media that is
able to increase students' interest in learning, active involvement in students, increase learning motivation, active
participation, and students' understanding of social studies material. This research uses the method Research and
Development (R&D) and with the 4D development model le Define, Design,Develop,dan Disseminate which involves the
stages of needs analysis, product design, expert validation, product testing, and evaluation. The results of the research
show that: 1) Based on the results of the average feasibility assessment of material expert validators, media experts and
teacher responses, it shows that the monopoly game development media based on science boards for social studies
subjects has been developed with an average percentage value of 94.625% so that it is included in the category suitable
for use. 2) Based on the results of the average practicality of a media, students gave a very positive response to the media
for developing monopoly games based on science boards for social studies subjects that were developed, showing the
overall percentage results obtained from distributing response questionnaires for class V students at SDN 101751
Klambir V Hamparan Perak District, Deli Serdang Regency with an average score of 90% in the very practical category.
3) Based on average effectiveness results Pre-test day Post-test using a Likert scale, it shows that the monopoly game
development media based on science hoards for social studies subjects that has been developed is in the Effective
category, with an average percentage value of 90.68%.

So it can be concluded that the media for developing monopoly games based on science boards for social studies
subjects for class V students at SDN 101751 Klambir Lima Village, Hamparan Perak District, Deli Serdang Regency,

North Sumatra is very effective so it is suitable for use in the learning process.

Keywords : Monopoly game development, learning media, social science
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