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ABSTRAK 

Penelitian ini bertujuan untuk mengembangkan dan menghasilkan media 
permainan MOMO (Monopoli Moral) pada pembelajaran pendidikan 
kewarganegaraan (PKn) materi globalisasi untuk kelas IV Sekolah Dasar. 
Metode yang digunakan pada penelitian ini adalah metode penelitian dan 
pengembangan atau Research and Development (R&D) dengan mengacu 
pada model pengembangan tahap ADDIE. Pengambilan sempel 
menggunakan teknik validasi produk dengan ahli materi, ahli bahasa, dan 
ahli media. Teknik evaluasi yang digunakan adalah evaluasi formatif. 
Evaluasi ini dilaksanakan melalui tiga tahap uji coba, yaitu uji coba lapangan 
awal, uji coba lapangan dan uji coba pelaksanaan lapangan. Hasil penelitian 
media permainan MOMO (Monopoli Moral)  yang telah dikembangkan 
menurut para ahli materi, ahli bahasa dan ahli media  adalah sangat baik 
dengan presentase masing-masing 83%, 89% dan 100%. Respon peserta 
didik pada uji coba pelaksanaan lapangan sangat baik dengan presentase 
92%. Hasil penelitian ini menunjukan bahwa media permainan 
MOMO(monopoli Moral) pada pembelajaran pendidikan kewarganegaraan 
(PKn) materi globalisasi untuk kelas IV Sekolah Dasar yang telah 
dikembangkan dapat digunakan sebagai salah satu penunjang dalam 
kegiatan pembelajaran. 

 

Kata kunci: Media, PKN, Permainan MOMO(Monopoli Moral), Research and 
Development (R&D). 
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THE DEVELOPMENT OF MOMO (MONOPOLI MORAL) GAMES MEDIA IN 
LEARNING CIVIC EDUCATION (PKn) FOR 4TH GRADE OF PRIMARY 

SCHOOL 

 (2016) 
 

Asih Tri Priyati 
 

ABSTRACT 

The purposes of this research are to develop and produce games media of 
MOMO (Moral Monopoly) in learning civic education with topic: globalization 
for 4th grader. The method used in this study is a Research and Development 
(R & D) by reference to the stage of ADDIE development model. The 
samples of this research were using product validation technique by subject 
matter experts, linguists, and media experts. Evaluation techniques used are 
the formative evaluation. This evaluation is carried out through three stages 
of testing; the initial field trials, field trials and pilot implementation field. The 
result of this research of MOMO (Moral Monopoly) games media that have 
been developed according to subject matter experts, linguists and experts in 
media was very good with percentages respectively 83%, 89% and 100%. 
The response of the students in trial implementation was very well  with 92%. 
These results indicate that games media of MOMO (Moral Monopoly) on 
learning civic education (PKn) with globalization material for 4th grade of 
primary school that has been developed can be used as one of the supports 
in learning activities. 

Keywords: Media, Learning Civic Education (PKn), MOMO game (Moral 
Monopoly), Research and Development (R & D) 
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