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RINGKASAN

Ferdian Edi Saputro/A710170123. PERANCANGAN GAME EDUKASI
SARJO (AKSARA JOWO) SEBAGAI MEDIA PEMBELAJARAN BAHASA
JAWA. Skripsi. Fakultas Keguruan dan Illmu Pendidikan, Universitas
Muhammadiyah Surakarta. April, 2021.

Aksara jawa merupakan salah satu kearifan lokal bangsa Indonesia. Namun
banyak siswa yang belum mengetahui tulisan aksara jawa ataupun asal usulnya, itu
disebabkan oleh beberapa faktor yang mempengaruhinya, salah satunya adalah
perubahan zaman modern serta pembelajaran aksara jawa selama ini disekolah-
sekolah masih menggunakan metode konvensional (ceramah) yang membuat
peserta didik kurang tertarik dan cepat merasa bosan. Dengan adanya
perkembangan teknologi yang semakin pesat dapat mempermudah pemberian
materi dengan media pembelajaran. Game yang diambil bukan tipe game yang
ditunjukkan untuk hanya bermain saja, tetapi juga mengandung unsur pembelajaran
(game edukasi). Game edukasi adalah game yang didesain untuk belajar, tapi tetap
bisa menawarkan bermain dan bersenang-senang. Penelitian ini bertujuan untuk
membuat game edukasi SARJO(aksara jowo) berbasis android. Penelitian ini
menggunakan metode penelitian Research and Development (R&D) dan metode
pengembangan ADDIE (analysis, development, design, implementation,
evaluation). Media ini diujicobakan kepada 3 dosen Universitas Muhammadiyah
Surakarta hasilnya yaitu rata-rata koefisien V ahli media sebesar 0,85 yang
dinyatakan valid. Hasil uji reliabilitas ahli media sebesar 0,711 dan dinyatakan
reliabilitas kuat. Sedangkan diujicobakan kepada 3 orang guru pendamping di
sekolah SDN 1 Blulukan memperoleh nilai rata-rata koefisien V ahli materi sebesar
0,86 yang dinyatakan valid. Hasil uji reliabilitas ahli materi memperoleh nilai 0,959
dan dinyatakan reliabilitas sempurna. Hasil uji interpretasi presentase pengujian
yang dilakukan oleh 5 responden atau siswa memperoleh nilai presentase sebesar
64,5% yang masuk dalam kategori “Setuju/Baik/Suka”.

Kata Kunci : aksara jawa, game edukasi, media pembelajaran
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SUMMARY

Ferdian Edi Saputro/A710170123. EDUCATIONAL GAME DESIGN SARJO
(aksara jowo) AS JANESE LEARNING MEDIA. Thesis. Faculty of Theacher
Training and Education, University Muhammadiyah of Surakarta. April, 2021.

Javanese alphabet is one of the local wisdoms of the Indonesia people.
However, man student do not know Javanese alphabet writis or its origin, it is
caused by several factors that influence it, one of wwhich is the changes in modern
times and learning Javanese alphabet so far ini schools still uses conventional
methods (lectures) which makes students less interested and get bored quickly. With
the rapid development of technology , it can facilitate the provision of material with
learning media. The games taken are not the type of games that are shown to just
play, but also contain elements of learning (educational games). Educational
games are games that are designed to learn, but can still offer play and fun. This
study aims to create an android-based SARJO (aksara jowo) educational game.
This study uses Research and Development (R&D) research methods and ADDIE
development methods (analysis, development, design, implementation, evaluation).
This media was tested n 3 lectures at the University of Muhammadiyah Surakarta.
The result were the average coefficient V of media experts was 0,85 which was
declared valid. The results of the media expert’s reliability test were 0,711 and
declared strong reliability. Meanwhile, it was tested on 3 accompanying teachers
at the SDN 1 Blulukan school to obtain an average coefficient V of material experts
of 0,86 which was declared valid. The results of material expert reliability test
obtained a value 0,959 and declared perfect reliability. The results of the
interpretation test of percentage of test carried out by 5 respondents or students
obtained a percentage value of 64,5% which was included in the
“Agree/Good/Like” category.

Keywords : Javanese alphabet, educational games, learning media
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