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Abstrak

Minimnya penggunaan media pembelajaran dalam proses pembelajaran menyebabkan siswa sulit dalam memahami materi.
Penelitian ini bertujuan untuk menghasilkan media pembelajaran yang mampu meningkatkan motivasi dan keaktifan siswa
dalam proses pembelajaran. Pengembangan media dalam penelitian ini berpedoman pada prosedur model ADDIE yang
terdiri dari beberapa tahapan, yaitu analisis (analyze), desain (design), pengembangan (development), implementasi dan
evaluasi (evaluate). Subjek yang terdapat dalam penelitian pengembangan ini adalah media game mission book untuk
meningkatkan motivasi belajar siswa kelas V sedangkan objek dalam penelitian ini adalah validitas dan efektivitas media
game mission book yang dikembangkan. Metode penelitian pengembangan ini adalah metode analisis kualitatif dan
kuantitatif. Pengumpulan data yang digunakan yaitu metode kuesioner degan instrument pengumpulan data berupa rating
scale dengan pemberian instrument penilaian kepada 4 orang ahli yaitu, 2 orang ahli materi, 2 orang ahli media, 2 orang
respon praktisi dan 12 orang siswa. Data dianalisis dengan melakukan uji validitas dan uji reabilitas media game mission
book berdasarkan data dari para ahli, respon praktisi dan siswa. Data yang diperoleh dihitung dengan menggunakan
rumus mean untuk mengetahui rata-rata validitas media. Rata-rata skor validitas media game mission book dari segi ahli
materi sebesar 4,8 dengan kriteria sangat valid, dari segi ahli media sebesar 4,4 dengan kriteria sangat valid, dari segi
respon praktisi sebesar 4,7 dengan kriteria sangat valid dan dari segi respon siswa sebesar 4,9 dengan kriteria sangat
valid. Teknik analisis data motivasi yang digunakan adalah teknik analisis data statistik deskriptif kuantitatif berupa uji
prasyarat dan uji-t. Hasil penelitian uji hipotesis menunjukkan nilai signifikansi sebesar 0,033 yang berarti 0,033<0,05,
sehingga dapat disimpulkan terdapat pengaruh media game mission book untuk meningkatkan motivasi belajar tematik
siswa kelas V.

Kata kunci: Media, Game Mission Book, Motivasi Belajar

Abstract

The lack of use of learning media in the learning process causes students to find it difficult to understand the material. This
study aims to produce learning media that can increase students' motivation and activeness in the learning process. Media
development in this study is guided by the ADDIE model procedure which consists of several stages, namely analysis
(analyze), design (design), development (development), implementation, and evaluation (evaluate). The subject in this
development research is the mission book game media to increase the learning motivation of fifth-grade students while the
object in this research is the validity and effectiveness of the mission book game media developed. This development
research method is a qualitative and quantitative analysis method. The data collection used is a questionnaire method with
data collection instruments in the form of a rating scale by giving an assessment instrument to 4 experts, namely, 2 material
experts, 2 media experts, 2 practitioner responses, and 12 students. The data were analyzed by testing the validity and
reliability test of the mission book game media based on data from experts, practitioners, and students' responses. The data
obtained is calculated using the mean formula to determine the average validity of the media. The average validity score of
the mission book media game in terms of material experts is 4.8 with very valid criteria, in terms of media experts it is 4.4
with very valid criteria, in terms of practitioner responses it is 4.7 with very valid criteria and in terms of student response of
4.9 with very valid criteria. The motivational data analysis technique used is descriptive quantitative statistical data analysis
techniques in the form of prerequisite tests and t-tests. The results of the hypothesis test showed a significance value of
0.033 which means 0.033 <0.05, so it can be concluded that there is an effect of the the mission book game media to
increase the thematic learning motivation of fifth-grade students.
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1. INTRODUCTION

The current Covid-19 pandemic that is being faced by the world and of course greatly
affects various fields of people's lives, especially the world of education today (\Wu et al.,
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2019; Zhang et al., 2020). Given the Covid-19 Pandemic, which has caused learning that
should have been carried out face-to-face to become online learning (Alrefaie et al., 2020;
Bozkurt et al., 2020). Online learning is carried out according to the abilities of each school,
online learning activities can be carried out using digital technology such as: google
classroom, RumahBelajar, zoom, video conference, live chat, and distributed with various
content such as Word, PDF, Excel files, audio, video as well as student assessments using
quizzes and rubric-based assessments of the submitted assignments (Pokhrel & Chhetri,
2021). Various digital technologies have supported the task of teachers as educators, with
technological sophistication, teachers must be able to design learning during this pandemic
by being able to adapt creatively in the online world and students can achieve learning
outcomes (Quay et al., 2020). During the pandemic, the suspension of face-to-face learning
continues to drag on. The suspension of face-to-face teaching in schools during the COVID-
19 Pandemic has raised concerns about the consequences for student learning and caused
various problems (Engzell et al., 2021).

The most visible problem during the Covid-19 pandemic in the education sector was
how to make the remote teaching and learning process interesting so that it could increase
students' learning motivation considering that elementary school students were still in the
concrete operational stage, considering that when teacher learning activities only relied on
content. Materials and questions in the teacher and student handbooks (Astra et al., 2020;
Rehusisma et al., 2017). So, in this case students in the learning process need concrete objects
and this is a problem during the online learning process. The next problem is expertise in the
use of technology from both educators and students (Handarini, 2020). This problem is
supported by interviews with elementary school teachers who obtained the results of
interviews with the teacher's lack of understanding of the development of learning media, as
well as the results of observations of learning media so that what is used is still visual such as
only pictures, the material listed in student books is still shallow. and need to be developed,
and the results of recording student learning outcomes documents obtained data that learning
activities do not increase student learning motivation.

The existence of a gap between the fact that technology supports online learning and
does not materialize with the teacher's understanding of the development of learning media
and the lack of student learning motivation, of course, should not be ignored, it needs to be
followed up with the development of learning media. One of the media that can support
distance learning activities and increase student learning motivation is the Game Mission
Book learning media, which is a book that contains certain missions or goals that are
packaged in the form of games that must be achieved by students in certain subject matter or
sub-subjects. Media Game Mission Book is integrated with 24 learning activities according to
Anderson and Krathwohl's Revised Bloom Taxonomy. Through this learning media, it will
provide learning stimulation for students through the missions in the book that must be
completed. Students, especially at the elementary school level, when given learning without
media will certainly reduce the enthusiasm and stimulation of learning so that students'
concentration and attention tend not to be focused on the material. However, when given
media, especially the Mission Book Game, learning becomes more fun which indirectly
brings students to an increase in learning focus that is oriented towards challenging missions
to be carried out in the Mission Book Game media.

Several relevant previous studies have examined the development of media that is
integrated with games. The first study showed that there was an increase in students'
motivation and interest in learning by using game-based media, namely Game-Based
Learning (Redy et al., 2020) Furthermore, the second study also showed similar results. The
development of the Mission Book Game could increase students' reading interest in language
learning. Indonesia High-Class Elementary School (Rahmat et al., 2017). Then another study
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states that the development of media that is integrated with games, namely Game-Based
Learning based on a scientific approach can improve students' understanding abilities and
learning motivation (Maulidina et al., 2018). In addition, games have several important roles
to be able to improve the development of the human brain, namely in concentration and
training to solve problems correctly and quickly, because in games some various conflicts or
problems require us to solve them quickly and precisely (Rahmawati et al., 2020). Therefore,
the update of this research is to develop the Game Mission Book media, which is a media that
IS integrated with 24 learning activities of Anderson & Krathwohl Revised Bloom Taxonomy
which are packaged in the form of mission and challenge games. This study aims to create a
mission book game media and to be able to obtain an increase in the learning motivation of
fifth-grade students in SD Gugus Il, Susut District.

2. METHODS

This research is a type of development research (Sugiyono, 2014). The product
developed in this research is a Game Mission Book learning media. The development is
carried out using the ADDIE development model which consists of stages (Analyze, Design,
Development, Implementation, Evaluation). The selection of this model is carried out on a
systematic basis and is suitable to be used to overcome learning problems related to learning
resources and adapted to the needs and characteristics of students (Tegeh et al., 2014). The
stages of development are presented in Picture 1.
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Picture 1. Stages Model ADDIE (Tegeh et al., 2014).

The subject in this development is the Game Mission Book media to increase
students' learning motivation. While the object of this study is the validity and effectiveness
of the learning media developed, namely the Game Mission Book media to increase the
learning motivation of class V students. The parties involved in the process of testing the
validity of the developed media include 4 experts, namely 2 material experts, 2 media
experts, 2 practitioner responses, and 12 students as product trial respondents who were
divided into small groups and individuals. Collecting data using an instrument in the form of
a questionnaire sheet. Questionnaire sheets were used to measure and assess the validity of
the product developed from the results of reviews conducted by material and assessment
experts, media experts, practitioners, and student responses during small group trials. The
instrument grid is presented in Table 1.

461



Evayani, et al.

Table 1. Expert Validation Instrument Grid

Aspect Indicator References
a. Material expert
Use of a. Quality of Language use (Kusumawardhana,
Language 2014)
Contents of a. Conformity with the achievement of students'
questions cognitive level

b. The relevance of practice questions to basic
competencies

c. Relevance of practice questions to indicators

d. The relevance of the question material to the
level of student development

e. The relevance of practice questions to the
material in the lesson content

f. Media expert

Cover a. Complete media identity (Yaumi, 2018)
b. Appropriateness of the type of font used
c. Image suitability on the cover
Format a. Color compatibility of text and images on the
media game mission book
b. The compatibility of the use of fonts and font
sizes
c. The suitability of the position of the image on
the media
d.Images are easy to understand
Language a. Ease of understanding the language used
b. The effectiveness of the sentences used
c. Standard language used
Practical a. Clear instructions for use
b. Easy to use mission book game media

g.Practitioner

Media a. Cover view (Muyaroah &

Quality b.Color combinations Fajartia, 2017,
c. Image placement Noviar, 2016)
d.Fonts and sizes

Media a. Conformity with competence

Content b. Compliance with indicators
c¢. Compatibility with material

Language a. Conformity to the level of development of

Usage students

b. Easy to understand

h.Student response

Contents a. Easy to understand (Muyaroah &

b. Compatibility with material Fajartia, 2017,
Material a. The attractiveness of the media display Noviar, 2016)
Serving b.Ease of use of media

c. Use of letters and sizes
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Data analysis techniques used in the development of this media include quantitative
descriptive analysis and qualitative descriptive analysis. Qualitative descriptive statistical
analysis methods in development research are related to processing words or sentences in the
form of responses, criticisms, suggestions, input, and reviews of learning experts resulting
from an object of research (Agung, 2014; Sugiyono, 2014).

3. RESULTS AND DISCUSSION

Results

Analyze Stage. At this stage, several stages were carried out, namely curriculum
analysis, needs analysis, student characteristics analysis, and media analysis. At the
curriculum analysis stage, it is carried out by analyzing Core Competencies, Basic
Competencies, and indicators of achievement of learning objectives contained in the teacher's
books and student books which are summarized in Table 2.

Table 2. Basic Competencies and Mission Book Media Development Indicators

Basic Competencies Indicator
3.6 Apply the concept of heat 3.6.1 Name the objects that are included as sources of
transfer in daily life. heat energy.
3.6.2 Match the statement which is a source of heat
energy.

3.6.4 Define heat energy sources.
3.6.5 Explain the meaning of heat energy sources.
3.6.6. Give an example of the heat transfer process in
everyday life.
3.6.7 Describe the process of heat transfer
3.6.8 Describe the benefits of heat transfer
3.6.9 Classifying objects that can conduct heat quickly
and objects that can conduct heat slowly.
3.6.10 Distinguish between temperature and heat
3.6.11 Concepting the process of movement of objects
3.6.12 Determining objects that can conduct heat
conduction, convection and radiation
3.6.13 Proving heat transfer by conduction, convection
and radiation.
4.6 Report observations about 4.6.1 Concluding observations regarding heat transfer
heat transfer. 4.6.2 Making observations of the heat transfer process
by conduction, convection and radiation.
3.3Summarizing explanatory 3.3.1 Making conclusions from reading
text (explanation) from 3.3.2 Make a summary of the short reading text
print or electronic media.

Then at the stage of needs analysis is carried out to determine the needs of teachers
and students in the learning process. The needs analysis was carried out through observations
and interviews with classroom teachers and students about the needs of elementary school
students in thematic learning at SD Gugus Il, Susut District, as well as through group 5
observations through the WhatsApp application media to find out about student learning
activities in class and student characteristics. The next stage is media analysis, to determine
the quality of learning media that is good and appropriate for the learning process. In
developing the mission book media game media to increase students' thematic learning
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motivation there are several criteria used including media design, the content of questions,
media presentation, quality of media, question material, use of language, and ease of use of
media.

Design Stage. The learning media designed at this stage are the mission book game
media to increase students' learning motivation, the media developed in the form of books
packaged in the form of mission games. The media game mission book consists of a cover,
table of contents, instructions for use, there are 3 missions, each mission has 6 levels. Mission
1, on Temperature and Heat. Mission 2, about Heat Transfer. Mission 3, Effect of Heat on
Life. Every 1 level there are 4 practice questions, the pictures on the media are made as
attractive as possible so that students are excited to take the test, a list of record
achievements, and certificates. The media game mission book is printed using A4 size paper.
Some of the results of the mission book game media design are presented in Picture 2 and
Picture 3.
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Picture 2. Cover Picture 3. Content

Development Stage. At the development stage, a series of mission book game media
development processes were carried out. development is done through testing the validity of
the media that has been designed previously. The validity test was carried out to get
comments, suggestions, and input from experts and practitioners' responses regarding the
products that have been developed. The comments and inputs are presented in Table 3.

Table 3. Comments, Suggestions and Feedback

No. Comments, Suggestions and Feedback
1 Fix the question editor
2 Fix Game instructions don't confuse students
3 Image layout adjusted to make it look more attractive
4 The product is well made and attractive

Based on comments, suggestions, and input from content experts, media experts, and
practitioner responses regarding the development of the mission book game media so that
they can make improvements to the media based on comments, suggestions, and input
provided by experts and the results of the validity of the media developed based on the results
of the evaluation conducted by material experts, media experts, practitioner responses and
student responses in small group and individual trials. evaluation data from experts and
product test subjects were analyzed descriptively by looking for the average score. The
results of the media validity test are presented in Table 4.
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Table 4. Summary of Media Validity Test Results

No. Test Subject Average Score Information
1  Materials/Assessment Expert 4.8 Very Valid
2 Learning Media Expert 4.4 Very Valid
3 Practitioner Response 4.7 Very Valid
4 Student Response (Small Group Test) 4.9 Very Valid

Based on the results of data analysis obtained from experts regarding the Game
Mission Book media for class V students, it is stated that it is very good and very valid. The
normality test on the motivation questionnaire was carried out to know that the distribution of
data from each variable did not deviate from the characteristics of data that were normally
distributed. Test the normality of the distribution of data in the data group using Kolmogorov
Smirnov analysis with the SPSS 25.0 for Windows program. Kolmogorov Smirnov's
significance value is greater than 0.05. Thus, all data distributions can be said to be normally
distributed. The results of the normality test of data distribution can be seen in Table 5.

Table 5. Data Distribution Normality Test
Tests of Normality

Kolmogorov-Smirnov@ Shapiro-Wilk
Kelas Statistic Df Sig. Statistic df Sig.
Hasil  Eksperimen 0.156 15 200" 0.905 15 0.115
Kontrol 0.157 15 200" 0.905 15 0.115

The homogeneity test of activity variance and learning outcomes was carried out to
show that two or more groups of sample data came from those with the same variance. Based
on the table of analysis results, it can be seen that the significance value of Based on Mean in
each data distribution is greater than 0.05. Thus, it can be concluded that the learning
motivation of class V students has a homogeneous variance. The results of the homogeneity
test of the data distribution can be seen in table 2. After the Prestayat Test has been carried
out, then the hypothesis test is carried out. Hypothesis testing aims to determine the extent to
which the effectiveness of Media Game Mission Book can affect the results of thematic
learning motivation of fifth-grade students in SD Cluster 11, Susut District. Based on the table
of hypothesis test results, the significance value (Sig. (2-tailed)) on the t-test for Equality of
Means was 0.033. Furthermore, the significance value is compared with 0.05. This means
0.033 <0.05 so Ho is rejected and H1 is accepted. So, it can be concluded that there is an
effect of the effectiveness of the mission book game media to increase the thematic learning
motivation of fifth-grade students in SD Cluster Il, Susut District. The results of the
Hypothesis Testing the distribution of data can be seen in Table 6.

Table 6. Test the Homogeneity of Students' Learning Motivation Results

Test of Homogeneity of Variances

Levene Statistic dfl df2 Sig.
Hasil  Based on Mean 1.859 1 28 0.184
Based on Median 1.328 1 28 0.259
Based on Median and with 1.328 1 23.061 0.261

adjusted df
Based on trimmed mean 1.709 1 28 0.202
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The next stage is to test the hypothesis, to find out how far the effectiveness of the
Media Game Mission Book can affect the results of thematic learning motivation of fifth-
grade students in SD Cluster Il, Susut District. The results of the calculation of the
Independent Samples Test analysis using the SPSS 25.0 for Windows program can be seen in
Table 7.

Table 7. Hypothesis Test Results of Students' Learning Motivation

95% Confidence
Sig. (2- Mean Std. Error Interval of the
tailed) Difference Difference  Difference
Lower Upper
Equal 1.859 0.184 2.249 28 0.033 6.26667 2.78659 0.55860 11.97474
variances
assumed
Equal 2.249 24108 0.034 6.26667 2.78659 0.51679 12.01654
variances
not
assumed

F Sig. T Df

Based on the table of hypothesis test results, the significance value (Sig. (2-tailed)) on
the t-test for Equality of Means was 0.033. Furthermore, the significance value was compared
with 0.05. Which means 0.033 <0.05 so Ho is rejected and H1 is accepted. So, it can be
concluded that there is an effect of the effectiveness of the mission book game media to
increase the thematic learning motivation of fifth grade students in SD Cluster Il, Susut
District.

Discussion

This development research creates a mission book game media that has been declared
valid by material experts, media, practitioner responses, and student responses and based on
the calculation of the mission book game media effectively increases the learning motivation
of elementary school students this is because this media is integrated with 24 Revised
Bloom's Taxonomy learning activities Anderson & Krathwohl. Through this mission book,
game media students will be able to construct their knowledge through the missions and
challenges contained in the book, these missions and challenges will be able to increase
students' motivation and enthusiasm for learning. The mission book media game that has
been developed has gone through a series of development stages following the ADDIE model
procedure, namely the analysis stage, the design stage, the development stage, the
implementation stage, and the evaluation stage. The selection of the ADDIE model was based
on the consideration that the ADDIE model was developed systematically based on the
theoretical basis of learning design so that it could be used as the basis for developing media
with good product quality (Tegeh & Jampel, 2017; Tegeh et al., 2015). Thus, the
development of learning media using the ADDIE model is very appropriate and following the
characteristics and needs (Andrajati et al., 2020; Prananda, 2020).

Mission book media games increase students' learning motivation supported by expert
opinion, namely, game-based learning is becoming increasingly popular and there is an
increase in learning and learning motivation with game-based learning compared to
conventional learning (Ennis, 2018). Most studies evaluate positively the effects of games on
learning, social interaction, and cultural communication (Zhonggen, 2019). In addition to
expert opinion, the results of the study show that games-based learning and/or simulations
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have a positive impact on targeted learning and identify an increase in learning outcomes
when integrating games into the learning process: namely cognitive, behavioral, and affective
aspects (Vlachopoulos & Makri, 2017). Educational games have a very high impact on
perceptions, motivation, and positive attitudes (Marsa et al., 2021).

The results showed that the use of games in learning can increase the motivation
of preschool children. In addition, the effects of games can attract children's attention and can
help to improve the skills of preschoolers (Mahazir et al., 2019). The use of educational
games has led to a significant increase in student achievement and motivation (Sabirli &
Coklar, 2020). The application of game-based learning (GBL) is seen as having many
benefits in helping to improve the quality of the teaching and learning process and has a
positive impact on increasing student motivation (Ramli et al., 2020). The results of further
research, namely, games that are integrated into learning tools can improve elementary
school student learning outcomes obtained through increasing experimental group posttest
learning outcomes (Nand et al., 2019). There is a positive effect of game-based learning on
students' learning motivation, involvement, and attitudes, which is 84% (Vankus, 2021).

The development of the Mission Book Game was in the previous research the
game was applied to learning for elementary school students in grade VI SD, while in the
development of the Game Mission Book for grade V elementary school students, the subjects
in previous research were only on learning Mathematics, while in the Mission Book game the
subjects Thematically, in addition to the Game Mission book game, it is included in teaching
materials, while previous research is specifically for educational games on computers and
learning activities. The implication of the creation of the Mission Book Game is that
enthusiasm makes students' learning motivation increase because in the mission book game
media there are missions and challenges students will be able to construct their own
knowledge, with these missions and challenges will be able to increase students' learning
motivation in participating in the learning process. And the mission book game media is able
to make the learning process active because basically, elementary school students are
theoretically in a concrete operational phase so that when students learn they need the help of
objects that are concrete or real to help students more easily understand the material being
studied. The limitation of the Mission Book Game media is that it can only be used in
thematic learning for fifth-grade elementary school and increases students' learning
motivation. Therefore, for further development research, similar development research can be
carried out by expanding the subject of development and adding variables other than learning
motivation variables.

4. CONCLUSION

The mission book game media developed is valid and suitable for use in the learning
process. In addition, based on the results of trials that have been carried out, it was found that
the Mission Book learning media developed had a positive contribution to increasing
students' learning motivation. Basically, elementary school students are theoretically in a
concrete operational phase so that when students learn they need the help of objects that are
concrete or real to help students more easily understand the material being studied. Mission
book game media can be used in the learning process to make the learning process active.
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