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RINGKASAN

Qashash Utama / A710160081. PERANCANGAN MEDIA
PEMBELAJARAN GAME EDUKASI AKSARA SUMBAWA “SATERA
JONTAL” BERBASIS ANDROID. Skripsi. Fakultas Keguruan dan Illmu
Pendidikan, Universitas Muhammadiyah Surakarta. Agustus, 2023.

Aksara Sumbawa atau biasa disebut dengan Satera Jontal adalah salah satu
dari banyaknya warisan budaya di Indonesia yang harus tetap dilestarikan. Satera
Jontal merupakan budaya etnis Sumbawa yang diwujudkan dalam bentuk
lambang, kemudian tiap-tiap lambang tersebut memiliki makna tersendiri. Satera
Jontal diambil dari kata sastra dalam bahasa Indonesia dan jontal karena tulisan
ini banyak ditulis diatas jontal (daun lontar). Usaha untuk melestarikannya sudah
ada namun mengalami kendala, salah satunya yaitu keterbatasan media yang ada.
Di sekolah siswa hanya belajar menggunakan media buku dan papan tulis saja
serta metode pembelajaran yang digunakan masih secara konvensional sehingga
perlu adanya media pembelajaran baru untuk menjadi alternatif agar guru dapat
memiliki variasi pada saat pembelajaran di kelas. Media ini diuji cobakan kepada
ahli media, ahli materi dan siswa. Yang pertama diuji cobakan kepada 3 dosen
Universitas Muhammadiyah Surakarta hasilnya yaitu hasil rata-rata koefisien V
ahli media sebesar 0,725 yang dinyatakan valid. Uji coba kedua kepada 1 guru
pengampu mata pelajaran muatan lokal SMA Negeri 4 Sumbawa Besar
mendapatkan nilai hasil rata-rata koefisien V ahli materi sebesar 0,83 yang
dinyatakan valid. Hasil pengujian yang dilakukan kepada 25 responden/siswa sma

didapatkan nilai rata-rata sebesar 78 yang masuk dalam kategori “Layak”.

Kata Kunci : Game Edukasi, Media Pembelajaran, Satera Jontal, Android
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SUMMARY

Qashash Utama / A710160081. LEARNING MEDIA DESIGN OF THE
ANDROID-BASED SUMBAWA Script EDUCATIONAL GAME. Thesis.
Faculty of Teaching and Education, Muhammadiyah University of Surakarta.
August, 2023.

The Sumbawa script, commonly known as Satera Jontal, is one of the many
cultural heritages in Indonesia that must be preserved. Satera Jontal is a
Sumbawa ethnic culture which is embodied in the form of a symbol, then each of
these symbols has its own meaning. Satera Jontal is taken from the word literature
in Indonesian and jontal because most of this writing is written on jontal (palm
leaves). Efforts to preserve it already exist but are experiencing problems, one of
which is the limited media available. At school, students only learn using books
and blackboards and the learning methods used are still conventional, so there is
a need for new learning media to become an alternative so that teachers can have
variations when learning in class. This media was tested on media experts,
material experts and students. The first was tested on 3 lecturers at the
Muhammadiyah University of Surakarta, the result was that the average
coefficient V of media experts was 0.725 which was declared valid. The second
tryout on 1 local content subject teacher at SMA Negeri 4 Sumbawa Besar
obtained an average result value of the material expert coefficient V of 0.83 which
was declared valid. The results of the tests on 25 respondents/high school students

obtained an average value of 78 which was included in the "Decent" category.

Keywords: Educational Games, Learning Media, Satera Jontal, Android
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