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Abstract

The purpose of this study is to describe the development needs and
characteristics of education games learning media based on the perceptions of
teachers and students, compile and validate education games learning media and
test the effectiveness of learning education learning media at Public Elementary
School Jatibarang Lor 02. The type of research used is research and
development. These stages of research and development include potential
problems, product manufacturing, product validation, product revisions, and
product trials. Based on the results of the needs analysis, it can be concluded that
the development of learning education learning media is in accordance with the
characteristics of teachers and students including material aspects, presentation
aspects, linguistic aspects, and graphic aspects. These characteristics are
developed into education games learning media products that are ready for
expert validation testing. Based on the validation test, education games learning
media got a score of 84 with good categories. After going through expert
validation tests, then the learning media is tested on students. The results showed
that education games learning media were effective and could improve cognitive
learning outcomes and skills of students at Public Elementary School Jatibarang
Lor 02. So, it can be concluded that this education games learning media became
one of the solutions in learning elementary school students, especially on map
material.

© 2018 Universitas Negeri Semarang

> Correspondence address:

Pangeran Diponegoro KM.2, Pesantunan, Wanasari, RW. 11,
Pesantunan, Wanasari, Brebes, Jawa Tengah, 52221

p-ISSN 2252-6404
e-ISSN 2502-4515

E-mail: laelianurpratiwiningsih@umus.ac.id

249


https://journal.unnes.ac.id/sju/index.php/jpe/article/view/26251
https://doi.org/10.15294/jpe.v8i3.26251
https://doi.org/10.15294/jpe.v8i3.26251
mailto:laelianurpratiwiningsih@umus.ac.id
http://u.lipi.go.id/1333987313
http://u.lipi.go.id/1456402065

Laelia Nurpratiwiningsih & Didik Tri Setiyoko
Journal of Primary Education 8 (3) (2018) : 249 — 257

INTRODUCTION

The curriculum applied in Brebes Regency
is the 2013 curriculum. In the curriculum,
directing teachers to be more creative and
innovative in learning activities. It is possible for
teaching and learning activities between students
and teachers to be more active, and students more
easily absorb learning material.

The learning process activities according to
Hasyim (2014) is a process that contains a series
of actions by teachers and students on the basis of
reciprocal relationships that take place in
educational situations to achieve certain goals.
Teaching is a form of activity in which there is a
relationship of interaction in the learning and
teaching process between educational staff and
students. Training is almost the same as teaching
but is more about developing certain skills.

The results of preliminary observations
regarding the learning process of social science
education in class IV showed that, so far, the
teacher used learning media in the form of
textbooks and worksheets on map material.
Learning activities take place with students
working on the questions in the book and taking
notes from the teacher in front of the class. This
shows that the teacher has not been able to
maximize the learning media, so the teacher
needs interactive learning media.

Media according to Mahnun (2012) is a
means of channeling messages or learning
information to be conveyed by the message
source to the target or recipient of the message.
Learning media can be used by teachers in
teaching and learning activities. This is in line
with the opinion of Falahudin (2014) that the use
of learning media in teaching and learning
activities can generate new interests and desires,
generate motivation and stimulate learning
activities, and even bring psychological influence
to the learner. Thus the learning media that are
less than optimal in the implementation of
teaching and learning activities can affect the
learning outcomes of their students.

According to Bloom as quoted by Sudjana
(2010) classifies the types of learning outcomes
into 3 namely (1) types of cognitive learning

(2) types of learning outcomes
and (3) types of learning
psychomotor fields. Assessment of learning

outcomes,
affective fields,

outcomes from class IV social science education
is carried out thoroughly, namely cognitive,
affective and psychomotor. Cognitive learning
outcomes are closely related to thinking abilities,
and affective learning outcomes include
behavioral traits, while psychomotor learning
outcomes are related to physical activity.
Achieving the objectives to be achieved in the
three aspects of learning outcomes must appear as
student learning outcomes in school.

The reality in the field shows that the
assessment of the learning outcomes of social
science education in Public Elementary School
Jatibarang Lor 02 is mostly done on cognitive
aspects, while the assessment of affective and
psychomotor aspects has not been carried out
optimally. Assessment of attitudes and skills has
not been fully implemented by the teacher, so the
assessment is still cognitive in general. In
addition, the results of studying social science
education in class IV are still low.

The material of the map in this study
focused on learning social science education class
IV, Theme 8, Sub-theme 1 on the Environment of
Residence. Basic competencies (KD) in the
learning are KD 3.3 and KD 4.3. KD 3.3 contains
the understanding of humans in relation to the
geographical conditions in their surroundings
and KD 4.3 contains about telling people in
relation to the geographical environment in
which they live. Basic competencies can be
achieved by students through learning material
maps with indicators to be achieved, among
others: being able to explain the state of nature in
Indonesia and explain the impact of the situation
with the population.

Learning the of the

environment requires interactive learning media.

theme living
Education games are expected to be one of the
learning media for students in understanding map
material. Education games are games that
contain subject matter so that students can better
understand the lesson with high learning
motivation through playing while learning. This

educational game is an educational tool that is
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educational. One example of educational games
that can affect social skills for students is

traditional games (Nugraha, Handoyo, and
Sulistyorini, 2018).

Educational game tools are one of the
media or facilities that can stimulate student
activities to learn a learning material and can
increase understanding of something, both using
advanced technology and simple technology.
This technology is used as an educational tool
that provides opportunities to increase the desire
for learning and behavior in students (Hermina,
and Nurfi, 2010). This desire can be illustrated by
students' cognitive and psychomotor.

The functions

include the following:

of educational games

1. Providing knowledge to children through the
learning process of playing while learning.

2. Stimulating the development of thinking
power, creativity and language, in order to
grow attitudes, mentality and good morals.

3. Creating an attractive playing environment,
providing a sense of security and fun.

4. Improve the quality of children's learning.

Educational games used in this study are
Puzzle type media. The puzzle is a game of
composing an image or object that has been
broken down in several parts. Puzzles are
included in games that contain associative
activities connecting or coupling. The task of the
player is to rearrange or rearrange a random
system.

The puzzle images to
communicate with students. According to
Sanaky (2010), the advantages of the picture
include the following:

1. The concrete picture is more realism, showing

media uses

the main problems when compared to verbal
ones,

2. Images can overcome space and time,
meaning that not all objects, object objects can
be taken to class and learners can carry the
object,

3. Images can overcome the limitations of the
five senses,

4. Clarify a problem presentation in any field
and for any age level,

5. This media is cheaper, easier to get and use
without the need for special tools.

In addition, images also have weaknesses
in their use, these weaknesses include the
following:

1. More emphasis on the sensory perception of
the eye,

2. Objects are too complex, less effective for
learning,

3. Size is very limited for limited groups,

4. Must be authentic means that the image must
honestly describe the situation,

5. Simple, the composition should be clear
enough to point out the main points in the
picture,

6. The size is relative, not too big or too small,
but according to needs,

7. The image shows an activity, activities, or
certain actions,

8. Good pictures do not necessarily reach the
learning goals.

This research is expected to help solve
problems for students and teachers related to
learning media, so students no longer encounter
difficulties in map material. In addition, teachers
are expected to be able to provide information
about innovative and creative education games so
that they can be utilized in learning activities.

METHODS

This research and development method
uses the research design proposed by Sugiyono
(2010). The stages of this study
(1) potential problems, namely activities to

include:

identify education media learning needs of
teachers and students, (2) product development,
namely the activity of composing education
games learning media developed based on the
needs of teachers and students, (3) product
validation, namely the activity of validating
learning media products for education games
from several experts, (4) product revisions,
namely activities to revise products based on
suggestions from validators, (5) product testing,
which is an activity to test the education games
learning media for students in Public Elementary
School Jatibarang Lor 2.
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The population in this study were all
fourth-grade students, Public Elementary School
Jatibarang Lor 02 Jatibarang Subdistrict, Brebes
Regency. Sampling in this study uses cluster
random sampling. Sampling used by researchers
is a population that has its own group
characteristics. The group in this study were all
fourth-grade students, Public Elementary School
Jatibarang Lor 02. Sampling was randomly
assigned to determine the experimental class and
the control class.

RESULTS AND DISCUSSION

This study obtained the results of (1) the
needs and characteristics of the development of
education games learning media based on the
perceptions of teachers and students, (2) drafts
and results of expert validation tests on the
development of education games learning media,
(3) the effectiveness of education games learning
media for elementary students.

Results of Needs Analysis and Characteristics
of Learning Media Development

The results of the analysis of the needs of
teachers and students on education games
learning media on map material produce
characteristics of the development of learning
media. These characteristics include four aspects,
namely material aspects, presentation aspects,
linguistic aspects, and graphic aspects. To be
more complete, these four aspects will be
explained as follows:
1. Material Aspects

Teachers and students in the material
aspects want the material delivered to be
complete, including the understanding,
functions, types, elements, and requirements of
the map. In addition, so that students easily
understand the material, in the material, must be
explained briefly, densely, and clearly. For a
sample, material maps are more devoted to the
province. Learning media education games are
more specialized in media puzzles.

2. Presentation Aspects

The students
teachers in the aspect of presenting education
games learning media are more desirable to be

characteristics of and

sorted in accordance with the scientific approach.
In addition, for the presentation of teacher and
student evaluations requires a sequence of
theories, examples, exercises, and finally the
competency test. Then the presentation of
education games learning media is reproduced
and shared with each student. The display of
learning media is presented in an interesting and
easy way to be implemented in puzzle learning
media. Making it easy for students to discuss and

cooperate with other friends in one group.

3. Language Aspects

Characteristics of teachers and students on
the desired aspects of language, namely the
writing of letters and punctuation in accordance
with the Indonesian Spelling (EBI). Selection of
the right words and terms that are easy for
students to understand. The sentence used is
effective, straightforward and unambiguous.
Communicative learning makes students more
active. The choice of words used also uses terms
that are easily understood by students. In
addition, the use of language in learning media is
communicative.

4. Graphical aspects

Characteristics of graphic aspects that are
desired by the teacher and students are in the
form of a title that has a right and left layout. Font
used times new romance. The scale used in the
media is quite representative of the level of detail
of the image. Bright and striking map color
composition. Writing legends must be detailed.
The image, size, and composition of the map
color are appropriate. Materials made make the
media suitable and easily presented to students.

Draft Media Learning Education Games and
Expert Validation Test

Draft learning media for education games
developed based on the needs and
students.
Characteristics of teachers and students want

are

characteristics of teachers and
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educational games in the form of puzzles. To be
more clear about the draft education games
learning media, see the following Figure 1.

PROVIS! Vi TEHGA;/I\ = “

Figure 1. Draft Learning Media Education
Games with Puzzles

After the draft media learning is arranged,
the next is an expert validation test. Expert
validation tests consist of media experts and
media experts. It was assessed in the form of
aspects, namely material aspects, presentation
aspects, language aspects, and graphics aspects.
Based on the expert validation test, it can be
concluded that the development of the education
games learning media is categorized as good with
a score of 84. For more details, see Table 1 below.

Table 1. Expert Validation Test Results

Aspect Total score Criteria
Material 74 Good
Presentation 83 Good
Language 87 Very good
Graphical 90 Very good
Average 84 Good
The Effectiveness of Education Games

Learning Media for Elementary Students

After going through the validation test
stage and obtaining good criteria, then the
effectiveness of education games learning media
products is carried out. The effectiveness test is
IV students, Public
Elementary School Jatibarang Lor 2 by dividing

carried out for class

the control class in IVA and the experimental
class on IVB. In both classes the effectiveness test
according to cognitive learning outcomes and
skills will be taken.

Cognitive learning outcomes in the control
class at IVA can be seen in Table 2 below.

Table 2. Cognitive Learning Outcomes of

Control Class Students (IVA)
The number of students

Valuerange  Category Control class (IVA)
85-100 Very good 0
75-84 Good 1
65-174 Adequate 5
00 - 64 Less 20
Total 26

Based on the data in Table 2 it can be
concluded that cognitive learning outcomes in the
control class (IVA) carried out using books and
worksheet are the lowest scores of 30 and the
highest score of 80. From these data, it can be
seen that there are 25 students who have not yet
finished learning. This is evidenced by the
achievement of cognitive values between the
range 75-84 as many as 1 students, 65-74 as many
as 5 students and 00-64 as many as 20 students.

Furthermore, cognitive learning outcomes
in the experimental class on IVB can be seen in
Table 3 below.

Table 3. Cognitive Learning Outcomes of

Experimental Class Students (IVB)
The number of students

Valuerange  Category Experimental class (IVB)
85-100 Very good 10
75-84 Good 6
6574 Adequate 8
00-64 Less 2
Total 26

Based on Table 3, it can be concluded that
cognitive learning outcomes in the experiment
(IVB) carried out using education games learning
media is the lowest score of 55 and the highest
score of 95. From these data, it can be seen that
there are 10 students who have not yet finished
learning. This is evidenced by the achievement of
cognitive values between the range 85-100 as
many as 10 students, 75-84 as many as 6 students,
65-74 as many as 8 students and 00-64 as many as
2 students.

The value of students' skills in the control
class at IVA can be seen in Table 4 below.
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Table 4. Values of Skills Control Class Students

(IVA)
Value range  Category The number of students
Control class (IVA)
85-100 Very good 1
75-84 Good 2
65-174 Adequate 7
00— 64 Less 16
Total 26

Based on the data in Table 4 it can be
concluded that the value of skills in the control
class (IVA) carried out wusing books and
worksheets is the lowest score of 40 and the
highest score of 90. From these data, it can be
seen that there are 23 students who have not yet
finished learning. This is evidenced by the
achievement of skills between the range 85-100 as
many as 1 student, 75-84 as many as 2 students,
65-74 as many as 7 students and 00-64 as many as
16 students.

The value of students' skills

experimental class on IVB can be seen in Table 5

in the
below.
Table 5. Values of Skills Experimental Class

Students (IVB)
The number of students

Valuerange  Category Experimental class (IVB)
85-100 Very good 8
75-84 Good 11
65—-74 Adequate 6
00 - 64 Less 1

Total 26

Based on the data in Table 5, it can be
concluded that the value of skills in the
experimental class (IVB) carried out using
education games learning media is the lowest
score of 60 and the highest score of 100. From

these data, it can be seen that there are 7 students
who have not yet finished learning. This is
evidenced by the achievement of cognitive values
between the range 85-100 as many as 8 students,
75-84 as many as 11 students, 65-74 as many as 6
students and 00-64 as many as 1 student.

After getting scores on students' cognitive
results and student skills, the next is testing the
effectiveness of education games learning media
through a table of independent sample tests. The
results of these tests can be seen in Table 6 below.

Based on Table 6 it can be seen that from
the cognitive results of the control class students
and experiments with the sig value = 0.000 <
0.05. This means that Hy is rejected, meaning that
there is a difference between the experimental
group and the control group. Therefore, it is said
that the education games learning media can
improve students' abilities towards cognitive
learning outcomes. So, education games learning
media are effective and acceptable.

The results of testing the effectiveness of
students' skills in the control class at IVA and IVB
experimental class can be seen with a table of
independent sample test. The results of these tests
can be seen in Table 7 below.

Based on Table 7 it can be seen that the sig
value. = 0.000 < 0.05. This means that Hy is
rejected, meaning that there is a difference
between the experimental group and the control
group. Therefore, it is said that the education
games learning media can improve students'
abilities towards student skills. So, education
learning media are effective

games and

acceptable.

Table 6. Results of Student Cognitive Learning Effectiveness

F Sig. t df Sig. (2-tailed)
Learnine outcomes Equal variances assumed 711 403 -7.043 50 .000
& Equal variances not assumed -7.043  48.065 .000

Table 7. Test Results for the Effectiveness of Student Skills

F Sig. t df Sig. (2-tailed)
Skills Equal variances assumed .654 422 -6.217 50 .000
! Equal variances not assumed -6.217  49.140 .000

The use of educational games learning
media in the learning process depends on the
creation and initiative of the instructor. Creativity

can develop well towards the optimal point is
supported by two main factors, namely the

environment, facilities, and infrastructure.
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A good environment in the process of developing
creativity can deliver creative human beings.
Through play, children get lessons that contain
aspects of cognitive, social, emotional and
physical development. Likewise with a teacher.
The teacher must be able to grow his creativity.
One example is that the teacher can use
something in the environment as a creative
Suarno (2015) stated that
learning media must demand the creation of the
teacher so that the learning process can be fun.

learning media.

For example with education games learning
media. Through the activity of playing with
various forms of play, children are stimulated to
develop toward the totality of personality.

Games as learning media involve students
in the process of experience and experience
challenges, get inspired, are encouraged to be
creative and interact in the activities of fellow
students in playing games. Each student performs
the same game, but the inner process of each
student can vary. The inner process can be seen
by the form of words and behavior to understand
the process of developing students' potential.
Games are facts that are analyzed to understand
behavior through experience. According to
Dananjaya (2010), people learn from experience
through the
analyzing, concluding and applying.

Learning is the activity of individuals

stages of doing, expressing,

acquiring knowledge, behavior, and skills by way
of processing learning materials. The learning
process is not always effective and efficient and
the results of teaching and learning are not always
optimal, because there are a number of obstacles.
A good way of learning shows efficient learning
to meet the set time, is able to take notes, or read,
is ready to learn, has learning skills, and supports
parents. Learning difficulties can be overcome by
setting clear goals and learning goals, avoiding
negative suggestions and criticisms, and creating
a competitive learning atmosphere.

Cognitive and psychomotor learning
outcomes in students can be said to increase with
the education games. In line with Ramasyah
(2015); Budiyanto, Widjanarko, and Pramono
(2014) that educational games can provide
interesting learning alternatives. So that the

cognitive abilities and skills of students will
increase. In line with that, Fahmi (2016);
Pratama, and Haryanto (2017) also said that
educational games can improve students'
knowledge. Students' knowledge and skills in
learning maps can be demonstrated in learning.
This shows that learning education learning
media is a learning process for students who need
a stage to do, express, analyze, conclude and
apply map material in learning activities.

The learning process in map material
needs an innovative review of learning media.
Therefore it is necessary to develop learning
media. Media that can be developed as learning
namely maps media (Muzakki, and Endro,
2014). Thus, the learning objectives in map
material can be fulfilled. Both of students'
cognitive results and student skills. Therefore,
there is continuity between material map and
learning media. Both must run simultaneously to
the fullest. One of the learning media that can be
utilized is the media puzzle. According to
Saifullah, Pargito, and Darsono (2013);
Maududi, Purwanto, and Awalya (2018), Puzzle
map media has proven to be more effectively
applied in map material compared to
conventional map media. In order for students to
achieve completeness in map material, the
teacher must integrate with learning media that
are interesting, innovative, and creative. The
completeness of the map material is determined
from the learning media used, namely the media
puzzle. Therefore the media puzzle is strongly
recommended to be applied to the map material
(Naemah, Indri, and Umar, 2017).

CONCLUSION

Based on the results of the study it can be
concluded that the development of educational
games learning media has been adjusted to the
perceptions of elementary school teachers and
students. So that these perceptions are generated
from the characteristics of the learning media
needed. After the learning media has been
developed, the next stage is the expert validation
test stage. Validation test consists of material
expert validation test and validation test of
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learning media experts. From some of these
experts, this learning media obtained a score in a
good category. After that, learning media was
tested on students of Public Elementary School
Jatibarang 2. There are two classes tested, namely
the experimental class (IVB) and the control class
(IVA). Based on the effectiveness test on the
independent samples test table, it can be
concluded that the education games learning
media on map material are suitable to be used in
Public Elementary School Jatibarang 02.
Education games on map material have an effect
on significantly improving student learning
outcomes both from students' cognitive outcomes
and student skills.

REFERENCES

Budiyanto, Widjanarko, D., & Pramono. (2014).
Pengembangan Education Game untuk
Pembelajaran Perbaikan Sistem Pengisian dan
Identifikasi Komponen-komponennya. Jurnal
Pendidikan  Teknik  Mesin, 14(2), 29-35.
Retrieved from
https://journal.unnes.ac.id/nju/index.php/JP
TM/article/view/5468

Dananjaya, U. (2010). Media Pembelajaran Aktif:
Bandung: Nuansa.

Fahmi, F. K. (2016). Pengembangan Media Games
Education dalam Pembelajaran Matematika.
Jurnal Kajian Pendidikan Matematika, 1(2), 215-
226. Retrieved from
http://journal.lppmunindra.ac.id/index.php/j
kpm/article/view/1189

Falahudin, I. (2014). Pemanfaatan Media dalam
Pembelajaran. Jurnal Lingkar Widyaiswara, 1(4),
104-117. Retrieved from
http://juliwi.com/published/E0104/Paper01
04 104-117.pdf

Hasyim, M. (2014). Penerapan Fungsi Guru dalam
Proses  Pembelajaran.  Auladuna  Jurnal
Pendidikan Dasar Islam, 1(2). Retrieved from

http://journal.uin-
alauddin.ac.id/index.php/auladuna/article/vi

ew/556
Hermina, & Nurfi, A. (2010). Pengembangan
Permainan  (Game-Play) Edukasi Gizi

Berbasis-Komputer untuk Murid Sekolah
Dasar (Development of Computer-Based
Nutritional Education Game-Play for Primary
School Students). Penelitian Gizi dan Makanan

(The Journal of Nutrition and Food Research),
33(2), 161-172. Retrieved from
http://ejournal.litbang.depkes.go.id/index.ph
p/pgm/article/view/3121

Mahnun, N. (2012). Media Pembelajaran (Kajian
terhadap Langkah-langkah Pemilihan Media
dan Implementasinya dalam Pembelajaran).
An-Nida' Jurnal Pemikir Islam, 37(1), 27-35
Retrieved from
http://ejournal.uin-
suska.ac.id/index.php/Anida/article/view/31
0

Maududi, A., Purwanto, E., & Awalya. (2018).
Influence of Pictorial Crossword Puzzle Media

toward Vocabulary Mastery and Initial Writing
Skills of Elementary School Students. Journal of
Primary Education, 7(3), 318-323. Retrieved
from
https://journal.unnes.ac.id/sju/index.php/jp
e/article/view/24214

Muzakki, F., & Endro, W. (2014). Pengembangan
Media Peta Timbul Kenampakan Alam IPS
bagi Siswa Tunanetra kelas VI SDLB. Jurnal
Ortopedagogia, 1(3), 188-190. Retrieved from
http://journal.um.ac.id/index.php/jo/article
/view/8232

Naemah, T., Indri, A., & Umar, S. (2017).
Pengembangan Media Puzzle untuk kecakapan
Membaca Peta Buta pada Siswa Sekolah
Dasar. Jurnal Pendidikan dan Pembelajaran, 6(3),
1-12. Retrieved from
http://jurnal.untan.ac.id/index.php/jpdpb/ar
ticle/view/19201

Nugraha, Y. A., Handoyo, E., & Sulistyorini, S.
(2018). Traditional Game on The Social Skill of
Students in The Social Science Learning of
Elementary  School. Journal  of  Primary
Education, 7(2), 220-227. Retrieved from
https://journal.unnes.ac.id/sju/index.php/jp
e/article/view/23475

Pratama, U. N., & Haryanto. (2017). Pengembangan
Game Education Berbasis Android tentang
Domain Teknologi Pendidikan. Jurnal Inovasi
Teknologi Pendidikan, 4(2), 167-184. Retrieved
from

https://journal.uny.ac.id/index.php/jitp/artic
le/view/12827

Ramansyah, W. (2015). Pengembangan Education
Game (Edugame) Berbasis Android pada Mata
Pelajaran Bahasa Inggris untuk Peserta Didik
Sekolah Dasar. Edutic - Scientific Journal of
Informatics Education, 2(1). Retrieved from

http://journal.trunojoyo.ac.id/edutic/article/
view/1560

256


https://journal.unnes.ac.id/nju/index.php/JPTM/article/view/5468
https://journal.unnes.ac.id/nju/index.php/JPTM/article/view/5468
http://journal.lppmunindra.ac.id/index.php/jkpm/article/view/1189
http://journal.lppmunindra.ac.id/index.php/jkpm/article/view/1189
http://juliwi.com/published/E0104/Paper0104_104-117.pdf
http://juliwi.com/published/E0104/Paper0104_104-117.pdf
http://journal.uin-alauddin.ac.id/index.php/auladuna/article/view/556
http://journal.uin-alauddin.ac.id/index.php/auladuna/article/view/556
http://journal.uin-alauddin.ac.id/index.php/auladuna/article/view/556
http://ejournal.litbang.depkes.go.id/index.php/pgm/article/view/3121
http://ejournal.litbang.depkes.go.id/index.php/pgm/article/view/3121
http://ejournal.uin-suska.ac.id/index.php/Anida/article/view/310
http://ejournal.uin-suska.ac.id/index.php/Anida/article/view/310
http://ejournal.uin-suska.ac.id/index.php/Anida/article/view/310
https://journal.unnes.ac.id/sju/index.php/jpe/article/view/24214
https://journal.unnes.ac.id/sju/index.php/jpe/article/view/24214
http://journal.um.ac.id/index.php/jo/article/view/8232
http://journal.um.ac.id/index.php/jo/article/view/8232
http://jurnal.untan.ac.id/index.php/jpdpb/article/view/19201
http://jurnal.untan.ac.id/index.php/jpdpb/article/view/19201
https://journal.unnes.ac.id/sju/index.php/jpe/article/view/23475
https://journal.unnes.ac.id/sju/index.php/jpe/article/view/23475
https://journal.uny.ac.id/index.php/jitp/article/view/12827
https://journal.uny.ac.id/index.php/jitp/article/view/12827
http://journal.trunojoyo.ac.id/edutic/article/view/1560
http://journal.trunojoyo.ac.id/edutic/article/view/1560

Laelia Nurpratiwiningsih & Didik Tri Setiyoko
Journal of Primary Education 8 (3) (2018) : 249 — 257

Saifullah, Pargito, & Darsono. (2013). Pengembangan

Media Peta Puzzel dalam Pembelajaran IPS
Madrasah Ibtidaiyah Uswatun Hasanah
Merambung. Jurnal Studi Sosial, 1(3), 1-10.
Retrieved from
http://jurnal.fkip.unila.ac.id/index.php/JSS/
article/view/1712

Sanaky, A. H. (2013). Media Pembelajaran Interaktif-

Inovatif. Bantul: Kaukaba Dipantara.

257

Suarno, D. T., & Sukirno. (2015). Pengembangnan

Media Pembelajaran IPS dengan Tema
Pemanfaatan dan Pelestarian Sungai untuk
Siswa Kelas VII SMP. Harmoni Sosial: Jurnal
Pendidikan IPS, 2(2), 115-125. Retrieved from
https://journal.uny.ac.id/index.php/hsjpi/art
icle/view/7663

Sudjana, N. (2009). Penilaian Hasil Proses Belajar

Mengajar. Bandung: PT. Remaja Rosdakarya.

Sugiyono. (2010). Metode Penelitian Kuantitatif,

Kualitatif dan R&D. Bandung: Alfabeta.


http://jurnal.fkip.unila.ac.id/index.php/JSS/article/view/1712
http://jurnal.fkip.unila.ac.id/index.php/JSS/article/view/1712
https://journal.uny.ac.id/index.php/hsjpi/article/view/7663
https://journal.uny.ac.id/index.php/hsjpi/article/view/7663

	INTRODUCTION
	The curriculum applied in Brebes Regency is the 2013 curriculum. In the curriculum, directing teachers to be more creative and innovative in learning activities. It is possible for teaching and learning activities between students and teachers to be m...
	The learning process activities according to Hasyim (2014) is a process that contains a series of actions by teachers and students on the basis of reciprocal relationships that take place in educational situations to achieve certain goals. Teaching is...
	The results of preliminary observations regarding the learning process of social science education in class IV showed that, so far, the teacher used learning media in the form of textbooks and worksheets on map material. Learning activities take place...
	Media according to Mahnun (2012) is a means of channeling messages or learning information to be conveyed by the message source to the target or recipient of the message. Learning media can be used by teachers in teaching and learning activities. This...
	According to Bloom as quoted by Sudjana (2010) classifies the types of learning outcomes into 3 namely (1) types of cognitive learning outcomes, (2) types of learning outcomes affective fields, and (3) types of learning psychomotor fields. Assessment ...
	The reality in the field shows that the assessment of the learning outcomes of social science education in Public Elementary School Jatibarang Lor 02 is mostly done on cognitive aspects, while the assessment of affective and psychomotor aspects has no...
	The material of the map in this study focused on learning social science education class IV, Theme 8, Sub-theme 1 on the Environment of Residence. Basic competencies (KD) in the learning are KD 3.3 and KD 4.3. KD 3.3 contains the understanding of huma...
	Learning the theme of the living environment requires interactive learning media. Education games are expected to be one of the learning media for students in understanding map material. Education games are games that contain subject matter so that st...
	Educational game tools are one of the media or facilities that can stimulate student activities to learn a learning material and can increase understanding of something, both using advanced technology and simple technology. This technology is used as ...
	The functions of educational games include the following:
	1. Providing knowledge to children through the learning process of playing while learning.
	2. Stimulating the development of thinking power, creativity and language, in order to grow attitudes, mentality and good morals.
	3. Creating an attractive playing environment, providing a sense of security and fun.
	4. Improve the quality of children's learning.
	Educational games used in this study are Puzzle type media. The puzzle is a game of composing an image or object that has been broken down in several parts. Puzzles are included in games that contain associative activities connecting or coupling. The ...
	The puzzle media uses images to communicate with students. According to Sanaky (2010), the advantages of the picture include the following:
	1. The concrete picture is more realism, showing the main problems when compared to verbal ones,
	2. Images can overcome space and time, meaning that not all objects, object objects can be taken to class and learners can carry the object,
	3. Images can overcome the limitations of the five senses,
	4. Clarify a problem presentation in any field and for any age level,
	5. This media is cheaper, easier to get and use without the need for special tools.
	In addition, images also have weaknesses in their use, these weaknesses include the following:
	1. More emphasis on the sensory perception of the eye,
	2. Objects are too complex, less effective for learning,
	3. Size is very limited for limited groups,
	4. Must be authentic means that the image must honestly describe the situation,
	5. Simple, the composition should be clear enough to point out the main points in the picture,
	6. The size is relative, not too big or too small, but according to needs,
	7. The image shows an activity, activities, or certain actions,
	8. Good pictures do not necessarily reach the learning goals.
	This research is expected to help solve problems for students and teachers related to learning media, so students no longer encounter difficulties in map material. In addition, teachers are expected to be able to provide information about innovative a...

	METHODS
	This research and development method uses the research design proposed by Sugiyono (2010). The stages of this study include:                            (1) potential problems, namely activities to identify education media learning needs of teachers an...
	The population in this study were all fourth-grade students, Public Elementary School Jatibarang Lor 02 Jatibarang Subdistrict, Brebes Regency. Sampling in this study uses cluster random sampling. Sampling used by researchers is a population that has ...

	RESULTS AND DISCUSSION
	This study obtained the results of (1) the needs and characteristics of the development of education games learning media based on the perceptions of teachers and students, (2) drafts and results of expert validation tests on the development of educat...
	Results of Needs Analysis and Characteristics of Learning Media Development
	The results of the analysis of the needs of teachers and students on education games learning media on map material produce characteristics of the development of learning media. These characteristics include four aspects, namely material aspects, pres...
	1. Material Aspects
	Teachers and students in the material aspects want the material delivered to be complete, including the understanding, functions, types, elements, and requirements of the map. In addition, so that students easily understand the material, in the materi...
	2. Presentation Aspects
	The characteristics of students and teachers in the aspect of presenting education games learning media are more desirable to be sorted in accordance with the scientific approach. In addition, for the presentation of teacher and student evaluations re...
	3. Language Aspects
	Characteristics of teachers and students on the desired aspects of language, namely the writing of letters and punctuation in accordance with the Indonesian Spelling (EBI). Selection of the right words and terms that are easy for students to understan...
	4. Graphical aspects
	Characteristics of graphic aspects that are desired by the teacher and students are in the form of a title that has a right and left layout. Font used times new romance. The scale used in the media is quite representative of the level of detail of the...

	Draft Media Learning Education Games and Expert Validation Test
	Draft learning media for education games are developed based on the needs and characteristics of teachers and students. Characteristics of teachers and students want educational games in the form of puzzles. To be more clear about the draft education ...
	Figure 1. Draft Learning Media Education Games with Puzzles

	After the draft media learning is arranged, the next is an expert validation test. Expert validation tests consist of media experts and media experts. It was assessed in the form of aspects, namely material aspects, presentation aspects, language aspe...
	Table 1. Expert Validation Test Results


	The Effectiveness of Education Games Learning Media for Elementary Students
	After going through the validation test stage and obtaining good criteria, then the effectiveness of education games learning media products is carried out. The effectiveness test is carried out for class IV students, Public Elementary School Jatibara...
	Cognitive learning outcomes in the control class at IVA can be seen in Table 2 below.
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