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ABSTRAK

Saniyah Fikriyah, 2024. Pengembangan Media Powerpoint Interaktif Berbasis
Game Edukasi Pada Pengamalan Sila Pancasila Kelas 1 Sekolah Dasar.
Skripsi Jurusan Pendidikan Guru Sekolah Dasar FKIP Universitas
Muhammadiyah Malang, Pembimbing: (I) Delora Jantung Amelia M.Pd,
(1) Bahrul Ulum M.Pd

Kata Kunci: pengemmbangan, media interaktif, pengamalan sila Pancasila

Media pembelajaran adalah sebuah alat bantu pendidik yang digunakan
untuk menyampaikan materi kepada peserta didik agar lebih mudah dipahami.
Pada saat observasi dan wawancara di SDN 3 Kucur didapatkan bahwa peserta
didik kelas 1 memiliki kekurangan dalam memahami suatu materi yakni
pengamalam sila Pancasila pada pembelajaran Pendidikan Pancasila. Di era
digital saat ini teknologi dapat dimafaatkan dalam merancang sebuah media
digital salah satunya yakni multimedia interaktif yang menjadi ketertarikan
tersendiri bagi peserta didik. Di kelas tersebut belum pernah diterapkan media
interaktif, media pembelajaran yang digunakan masih melalui buku cetak
termasuk pada pembelajaran Pendidikan Pancasila.

Metode  penelitian yang digunakan dalam penelitian ini  yakni
pengembangan dengan maodel ADDIE yakni Analysis, Design, Development,
Implmentation dan Evaluation. Model ADDIE digunakan dalam penelitian ini
karena struktur-struktur yang ada sangat sistematis serta dapat membantu peneliti
dalam mengembangkan media yang dibutuhkan di lokasi penelitian. Teknik
pengumpulan data yang digunakan berupa observasi, wawancara, angket dan
dokumentasi.

Hasil penelitian ini menunjukan kevalidan dari ahli media sebesar 82,5%
dan dari ahli materi sebesar 95%. Sedangkan angket respon peserta didik yang
telah dirata-rata mendapatkan skor sebesar 96% dengan jumlah peserta didik 11
sementara angket respon guru sebesar 97,5%. Dari skor yang didapatkan tersebut
dapat disimpulkan bahwasanya media telah layak untuk digunakan dalam
pembelajaran dan pada saat media tersebut digunakan terlihat peserta didik
tertarik dengan medianya sehingga kegiatan pembelajaran dengan materi
pengamalan sila Pancasila menjadi aktif dan seluruh peserta didik ikut
berpartisipasi dalam pembelajaran tersebut.
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ABSTRACT

Saniyah Fikriyah, 2024. Development of Educational Game-Based Interactive
Powerpoint Media on the Practice of Pancasila Precepts in Grade 1
Elementary School. Thesis Department of Teacher Education, FKIP
Elementary School, University of Muhammadiyah Malang, Supervisor:
(1) Delora Jantung Amelia M. Pd, (I1) Bahrul Ulum M.Pd

Keywords: development, interactive media, practice of pancasila precepts

Learning media is an educator tool used to convey material to students so
that they are easier to understand. During observations and interviews at SDN 3
Kucur, it was found that grade 1 students had shortcomings in understanding a
material, namely the learning of the Pancasila precepts in learning Pancasila
Education. In today's digital era, technology can be used in designing a digital
media, one of which is interactive multimedia which is a special interest for
students. In the classroom, interactive media has never been applied, the learning
media used is still through printed books, including in Pancasila Education
learning.

The research method used in this study is the development with the
ADDIE model, namely Analysis, Design, Development, Implmentation and
Evaluation. The ADDIE model is used in this study because the existing
structures are very systematic and can help researchers in developing the media
needed at the research site. The data collection techniques used are in the form of
observation, interviews, questionnaires and documentation.

The results of this study show the validity of media experts by 82.5% and
from material experts by 95%. Meanwhile, the student response questionnaire that
has been taken on average gets a score of 96% with the number of students 11
while the teacher response questionnaire is 97.5%. From the score obtained, it can
be concluded that the media is suitable for use in learning and when the media is
used, it can be seen that students are interested in the media so that learning
activities with materials for practicing the Pancasila precepts become active and
all students participate in the learning.
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Demikian surat keterangan ini dibuat dengan sebenarnya untuk dapat digunakan

sebagaimana mestinya.

Malang, 9 Agustus 2024
Kaprodi PGSD Tim Plagiasi PGSD
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z'l-.l turnitin = Page2 of74- Integrity overview

8% Overall Similarity

10 trmiold:::

The combined total of all matches, including overlapping sources, for each database.

Filtered from the Report
* Bibliography
* Quoted Text

Exclusions
* 1 Excluded Source

Top Sources

2% (@ Internet sources
5% W3 Publications
7% 2 Submitted works (Student Papers)

Integrity Flags
0 Integrity Flags for Review

No suspicious text manipulations found.
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Our system's algorithms look deeply at a for any that
would set It apart from a normal submission. If we notice something strange, we flag
it for you to review,

AFlag Is not necessarlly an indicator of a problem. However, we'd recommend you
focus your attention there for further review.
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