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ABSTRAK

Ananda Muslimah Rahmayanie/A710180043. PENGEMBANGAN GAME
EDUKASI “PISAH” PILAH SAMPAH BERBASIS ANDROID UNTUK
ANAK SEKOLAH DASAR.

Skripsi. Fakultas Keguruan dan llmu Pendidikan, Universitas Muhamadiyah
Surakarta. Januari, 2023.

Rendahnya kesadaran masyarakat terhadap pengolahan sampah membuat
permasalahan ini sulit di atasi. Maka dari itu perlu di tanamkan sikap peduli
lingkungan sejak dini melalui pembelajaran pedidikan lingkungan hidup yang
diberikan sejak dini. Agar dapat lebih menarik minat anak untuk belajar
diperlukan sebuah media pembelajaran yang menarik. Tujuan penelitian pada
artikel ini ada tiga yaitu, 1) Mengeksplorasi media pembelajaran pilah sampah
yang selama ini digunakan di SD Negeri soropadan 108 surakarta 2) Membuat
desain pengembangan game edukasi pilah sampah berbasis android untuk anak
sekolah dasar 3) Menguji kelayakan game edukasi “PISAH” pilah sampah
berbasis android untuk anak sekolah dasar. Jenis penelitian adalah penelitian
(R&D) Reserch and Development dan model pengembangan Multimedia
Development Life Cycle (MDLC). Hasil penelitian ini berupa media pembelajaran
game edukasi “PISAH” Pilah sampah berbasis Android. Media Pembelajaran ini
memperoleh nilai ahli media diatas 67% yang berarti layak. Sedangkan ahli
materi bernilai diatas 83% yang berarti sangat layak. Hasil rata-rata angket 20
siswa kelas 4 SD Soropadan 108 Surakarta diperoleh nilai 83,4, temasuk pada
kategori excellent pada grade scale B dan terdapat peningkatan hasil mean pretest
dan postest siswa yang berarti game edukasi yang dikembangkan dapat
meningkatkan pengetahuan siswa.

Kata kunci: Game Edukasi, Pilah Sampah, Android
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ABSTRACT

Ananda Muslimah Rahhmayanie/A710180043. DEVELOPMENT OF THE
ANDROID-BASED EDUCATIONAL GAME "SORTING" WASTE FOR
ELEMENTARY SCHOOL CHILDREN. Thesis. Faculty of Teacher Training
and Education, Muhammadiyah University of Surakarta. January, 2023.

Low public awareness of waste management makes this problem difficult to overcome.
Therefore, it is necessary to instill an attitude of caring for the environment from an early
age through environmental education lessons given from an early age. In order to attract
more children's interest in learning, an interesting learning media is needed. There are
three research objectives in this article, namely, 1) Exploring waste sorting learning media
that has been used so far in Soropadan 108 Surakarta Elementary School 2) Designing an
Android-based waste sorting educational game development design for elementary school
children 3) Testing the feasibility of the "Separate™ educational game Android-based waste
sorting for elementary school children. The type of research is research (R&D) Research
and Development and the Multimedia Development Life Cycle (MDLC) development
model. The results of this study are in the form of an Android-based educational game
learning media "Separate” waste sorting. This Learning Media obtains a media expert
score above 67%, which means it is feasible. While material experts are worth above 83%,
which means it is very feasible. The average result of a questionnaire for 20 grade 4 SD
Soropadan 108 Surakarta students obtained a score of 83.4, including in the excellent
category on grade scale B and the results of the difference in the mean pretest and posttest
of students obtained an increase in value of 21, which means that the educational game
being developed can improve student knowledge.

Keywords: Educational Game, Sorting Trash, Android.
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