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ABSTRAK

Implementasi Permainan Edukatif Berbasis Macromedia Flash dengan
Algoritma Fisher Yates Shuffle dalam Pembelajaran Bahasa Indonesia Di
SMP

Ermira Nilansari Putri, S200220005, Magister Pendidikan Bahasa dan Sastra
Indonesia, Universitas Muhammadiyah Surakarta. 2024.

Penelitian ini bertujuan untuk: (1) Mengembangkan implementasi permainan
edukatif berbasis Macromedia Flash dengan algoritma Fisher Yates Shuffle untuk
pembelajaran bahasa Indonesia di SMP; (2) Mendeskripsikan respons siswa dan
guru terhadap permainan edukatif berbasis Macromedia Flash dengan algoritma
Fisher Yates Shuffle untuk pembelajaran bahasa Indonesia di SMP; (3)
Mendeskripsikan hasil pembelajaran bahasa Indonesia siswa dengan permainan
edukatif berbasis Macromedia Flash dengan algoritma Fisher Yates Shuffle.
Metode yang digunakan adalah metode deskriptif kualitatif dengan model studi
kasus. Objek penelitian juga mencakup implementasi, respons siswa dan guru, hasil
pembelajaran dengan permainan edukatif. Data penelitian adalah informasi dan
fakta. Sumber data primer dari hasil wawancara pada kegiatan lokakarya
(implementasi permainan edukatif, wawancara (guru) dan instrumen Kkuesioner
(respons keaktifan siswa). Sumber data primer melalui pengamatan langsung di
SMP Negeri 2 Jatisrono pada hasil pembelajaran siswa. Sumber data sekunder
adalah RPP. Pengumpulan data observasi dilakukan pada proses lokakarya tentang
permainan edukatif “TISTER”. Instrumen kuesioner dirancang untuk
mengumpulkan informasi terkait respons keaktifan siswa. Wawancara dilakukan
dengan guru mata pelajaran bahasa Indonesia yang terlibat untuk mendapatkan data
respons guru (penilaian materi dan media). Analisis dokumen dilakukan terhadap
dokumen RPP dan hasil evaluasi pembelajaran pre-test dan post-test penggunaan
permainan edukatif. Teknik keabsahan data pada penelitian ini adalah triangulasi
sumber. Penelitian ini menerapkan metode analisis data yang dikembangkan oleh
Miles dan Huberman. Hasil penelitian implementasi dilakukan dengan
mengembangkan materi ajar, permainan edukatif Macromedia Flash, lokakarya dan
penerapan permainan edukatif “TISTER” di kelas. Pemanfaatan media permainan
edukatif secara signifikan berkontribusi terhadap peningkatan keaktifan siswa. Hal
ini termanifestasi berdasarkan tingkat partisipasi sebesar 87%. Evaluasi guru
terhadap materi dan media pada permainan edukatif mencakup lima indikator
kinerja (V1-V5). Hasil nilai minimal yang diperoleh siswa pada Pre-test adalah 40,
sedangkan nilai maksimal sejumlah 80. Hasil penilaian Post-test siswa kelas VIIIC
termuat nilai minimal Post-test sejumlah 60, sedangkan nilai maksimal sejumah 95.
Rata-rata nilai Pre-test dan Post-test siswa kelas VIIIC adalah 68,333 dan 83,333.
Nilai rata-rata hasil belajar siswa kelas VIIIC pada Pre-test termasuk kategori
cukup (C) dan Post-test termasuk kategori baik (B).

Kata kunci: Algoritma Fisher Yates Shuffle; Macromedia Flash; Bahasa
Indonesia; Permainan Edukatif
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ABSTRACT

Implementation of Macromedia Flash-Based Educational Games with the
Fisher Yates Shuffle Algorithm in Indonesian Language Learning in Middle
Schools

Ermira Nilansari Putri, S200220005, Master of Indonesian Language and
Literature Education, Muhammadiyah University of Surakarta. 2024.

This research aims to: (1) Develop the implementation of Macromedia Flash-based
educational games with the Fisher Yates Shuffle algorithm for Indonesian language
learning in junior high schools; (2) Describe student and teacher responses to
educational games based on Macromedia Flash with the Fisher Yates Shuffle
algorithm for learning Indonesian in junior high schools; (3) Describe the results
of students’' Indonesian language learning using educational games based on
Macromedia Flash with the Fisher Yates Shuffle algorithm. The method used is a
qualitative descriptive method with a case study model. Research objects also
include implementation, student and teacher responses, learning outcomes with
educational games. Research data is information and facts. The primary data
source is the results of interviews at workshop activities (implementation of
educational games, interviews (teachers) and questionnaire instruments (student
active responses). The primary data source is direct observation at SMP Negeri 2
Jatisrono on student learning outcomes. The secondary data source is lesson plans.
Collection Observation data was carried out during the workshop process on the
educational game "TISTER". The questionnaire instrument was designed to collect
information regarding students' active responses. Interviews were conducted with
the Indonesian language subject teachers involved to obtain teacher response data
(assessment of materials and media). Document analysis was carried out on lesson
plan documents and pre-test and post-test learning evaluation results using
educational games. The data validity technique in this research is source
triangulation. This research applies the data analysis method developed by Miles
and Huberman. The results of implementation research were carried out by
developing teaching materials, games educational Macromedia Flash, workshops
and application of the educational game "TISTER" in the classroom. The use of
educational game media significantly contributes to increasing student activity.
This is manifested by the participation rate of 87%. Teacher evaluation of materials
and media in educational games includes five performance indicators (V1-V5). The
minimum score obtained by students in the pre-test is 40, while the maximum score
is 80. The post-test assessment results for class VIIIC students contain a minimum
post-test score of 60, while the maximum score is 95. The average score for the pre-
test and The post-test for class VIIIC students was 68.333 and 83.333. The average
value of learning outcomes for class VIIIC students in the pre-test is in the sufficient
category (C) and the post-test is in the good category (B).

Keywords: Fisher Yates Shuffle Algorithm; Macromedia Flash; Indonesian
Language; Educational Games
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