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ABSTRAK 

Penelitian ini bertujuan untuk mengembangkan board game edukatif 
monopoli untuk mata pelajaran Pendidikan Pancasila kelas VIII SMP 
menggunakan model Hannafin dan Peck. Model ini terdiri dari tiga 
tahap: analisis kebutuhan, desain, serta pengembangan dan 
implementasi, dengan evaluasi pada setiap tahap. Hasil expert review 
menunjukkan bahwa board game ini memenuhi keakuratan materi, 
kemudahan pemahaman, dan tujuan pembelajaran, serta efektif dalam 
mendorong keterlibatan aktif siswa. Uji coba pengguna menghasilkan 
skor 3,44 (sangat baik) dalam one-to-one evaluation dan 3,47 (sangat 
baik) dalam small group evaluation. Evaluasi hasil belajar melalui field 
test menunjukkan nilai rata-rata posttest sebesar 85,64, meningkat 
signifikan dari rata-rata pretest 61,22, dan melampaui kriteria 
ketuntasan minimal sebesar 75. Berdasarkan hasil ini, board game 
edukatif yang dikembangkan dinyatakan layak digunakan sebagai 
media pembelajaran untuk materi bentuk dan kedaulatan negara di 
kelas VIII Sekolah Menengah Pertama. 

 
Kata Kunci: Pengembangan, Board Game Edikatif Monopoli, Bentuk 
dan Kedaulatan Negara  
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ABSTRACT 

 
This development research aims to produce a monopoly educational 
board game for Pancasila Education subjects in grade VIII of junior high 
school using the Hannafin and Peck model.. This model consists of 
three stages: needs analysis, design, and development and 
implementation, with evaluation at each stage. The results of the expert 
review showed that this board game met the accuracy of the material, 
ease of understanding, and learning objectives, and was effective in 
encouraging active student involvement. The user trial resulted in a 
score of 3.44 (very good) in the one-to-one evaluation and 3.47 (very 
good) in the small group evaluation. Evaluation of learning outcomes 
through field tests showed an average posttest score of 85.64, a 
significant increase from the pretest average of 61.22, and exceeded 
the minimum completeness criteria of 75. Based on these results, the 
educational board game developed is declared feasible to use as 
learning media for the material of state forms and sovereignty in class 
VIII junior high school. 
 

Keywords: Development, Monopoly Edicative Board game, State 
Forms and Sovereignty 
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