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ABSTRAK

Penelitian pengembangan ini bertujuan untuk memberikan gambaran
bagaimana model penelitian 4D pada bidang pendidikan Sekolah Dasar.
Penelitian pengembangan ini berfokus  kepada  bagaimana
mengembangakan media pembelajaran bagi peserta didik Sekolah Dasar.
Penelitian ini menggunakan model 4D pada tahapan pengembangan media
dengan tahapan: 1) Tahap Define (Tahap Analisis Kebutuhan), 2) Tahap
Design (Desain/Perancangan), 3) Tahap Develop (Tahap Pengembangan),
4) Tahap Dissiminate (Tahap Penyebarluasan). Evaluasi pada penelitian
pengembangan produk ini dilakukan melalui expert review, one to one,
small group, dan field test. Tahap expert review melibatkan 1 orang ahli
materi, 1 orang ahli desain pembelajaran, dan 1 orang ahli media. Nilai
persentase yang diperoleh dari ahli materi 95%, ahli media 84,16%, ahli
desain pembelajaran 87,5%. Tahap one to one melibatkan 3 orang siswa
yang memiliki kemampuan akademik tinggi, sedang, dan rendah. Nilai rata-
rata yang diperoleh pada tahap ini yaitu 93%.Tahap small group melibatkan
9 orang siswa yang memiliki kemampuan tinggi, sedang, dan rendah. Nilai
rata-rata yang diperloeh dalam tahap small group yaitu 94%.Tahap terakhir
adalah tahap field test yang melibatkan 16 orang siswa kelas V untuk
menjawab soal pre test dan menghasilkan nilai rata-rata sebesar 60,31
serta melibatkan 16 siswa untuk bermain board game “Magnet, Listrik, dan
Teknologi Untuk Kehidupan” dan menghasilkan nilai rata-rata pada post
test yang mengalami peningkatan yaitu 85, serta didapatkan interpretasi
peningkatan pada hasil N-Gain Score yaitu menghasilkan rata-rata
persentase pada 16 siswa yaitu 61,19%. Dari hasil keseluruhan yang
diperoleh dapat disimpulkan bahwa permainan board game “Magnet,
Listrik, dan Teknologi Untuk Kehidupan” dikatakan baik.

Kata kunci: Iimu Pengetahuan Alam dan Sosial (IPAS), Board Game,
Materi BAB 3 limu Pengetahuan Alam dan Sosial, Sekolah Dasar, N-Gain
Score.



DEVELOPMENT OF “MAGNETS, ELECTRICITY, AND TECHNOLOGY
FOR LIFE” BOARD GAME FOR 5TH GRADE ELEMENTARY SCHOOL
STUDENTS IN SCHOOL TUGU UTARA 17 MORNING

2025
Tiara Klaudia

ABSTRACT

This development research aims to provide an overview of the concept of
R&D research in the field of elementary school education. This development
research focuses on how to develop learning media for elementary school
students. This study uses a 4D model at the stage of media development
with the following stages: 1) Define Stage (Needs Analysis Stage), 2)
Design Stage (Design/Design), 3) Develop Stage (Development Stage), 4)
Dissiminate Stage (Dissemination Stage). Evaluation of this product
development research is carried out through expert review, one to one,
small group, and field test. The expert review stage involves 1 material
expert, 1 learning design expert, and 1 media expert. The percentage
values obtained from material experts were 95%, media experts 84.16%,
learning design experts 87.5%. The one-to-one stage involves 3 students
who have high, medium, and low academic abilities. The average score
obtained at this stage is 93%. The small group stage involves 9 students
who have high, medium, and low abilities. The average score in the small
group stage was 94%. The last stage was the field test stage which involved
16 students of class V to answer the pre-test questions and produced an
average score of 60.31 and involved 16 students to play the board game
"Magnets, Electricity, and Technology for Life" and produced an average
score in the post test which increased which was 85, and an improved
interpretation was obtained in the results of the N-Gain Score, which
resulted in an average percentage of 16 students which was 61.19%. From
the overall results obtained, it can be concluded that the board game
"Magnets, Electricity, and Technology for Life" is said to be good.

Keywords: Keywords: Natural and Social Sciences (IPAS), Board Game,
Material for CHAPTER 3 Natural and Social Sciences, Elementary School,
N-Gain Score.
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