ABSTRAK

Skripsi dengan judul “Pengembangan Media Board Game Monopoli Untuk
Mengembangkan Interaksi Sosial Siswa Dalam Layanan Bimbingan Klasikal Kelas X
Siswa Man 1 Kediri” ini ditulis oleh Aprilia Rintika Putri, NIM. 1860306223104
dengan pembimbing Prof Dr. Hj Elfi Mu’awanah, S.Ag.M.Pd

Kata kunci : Pengembangan, Board Game Monopoli, Interaksi Sosial

Penelitian pengembangan media board game monopoli mengembangkan interaksi
sosial siswa dalam layanan bimbingan klasikal kelas X siswa Man 1 Kediri muncul
dilatarbelakangi dari rendahnya Interaksi Sosial siswa di kelas. Siswa cenderung pasif
saat diskusi, kurang percaya diri dalam menyampaikan pendapat, dan kurang
berinteraksi dengan teman sekelas. Selain itu, belum adanya guru BK sekolah yang
menggunakan media permainan board game monopoli dalam layanan bimbingan
klasikal sebagai metode untuk mengembangkan interaksi sosial siswa. Tujuan penelitian
ini diharapkan mampu menghasilkan produk berupa Pengembangan Media Board Game
Monopoli Untuk Mengembangkan Interaksi Sosial Siswa Dalam Layanan Bimbingan
Klasikal Kelas X Siswa MAN 1 Kediri.

Metodologi penelitian ini mengacu pada penelitian dan pengembangan (R&D)
dengan menggunakan model ADDIE (Analysis, Design, Development, Implementation,
and Evaluation). Melalui lima tahap analisis kebutuhan, perancangan produk,
pengembangan produk, uji coba produk, dan evaluasi. Pada tahap pengembangan
produk akan dilakukan uji validasi kepada ahli media, ahli materi, serta praktisi. Namun
pada tahap evaluasi akan dibatasi evaluasi formatif. Penelitian ini dilaksanakan di MAN
1 Kediri.

Hasil penelitian dan pengembangan menunjukkan bahwa produk media board
game monopoli untuk mengembangkan interaksi sosial yang dihasilkan dinyatakan
layak digunakan sebagai media layanan bimbingan klasikal untuk guru BK. Hasil dari
penilaian ahli materi mendapatkan persentase 89,5%. Penilaian dari ahli media
mendapatkan persentase 100%. Hasil penilaian dari validator praktisi pertama dan
kedua mendapatkan persentase 79,6 % dan 76,5 %. Penilaian dari tahap implementasi
yang dilakukan oleh siswa kelas X mendapatkan respon positif dengan persentase
81,9% dengan kategori sangat menarik. Sehingga penggunaan media board game
monopoli dapat digunakan untuk pemberian layanan bimbingan dan konseling.
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ABSTRACT

This thesis, titled “Development of a Monopoly Board Game to Enhance Student
Interactivity in Classical Guidance Services for 10th Grade Students at MAN 1
Kediri, ” was written by Aprilia Rintika Putri, Student ID No. 1860306223104, under
the supervision of Prof. Dr. Hj. Elfi Mu’awanah, S.Ag., M.Pd.

Keywords: Development, Monopoly Board Game, Interactivity

This research on the development of a Monopoly board game to enhance student
interactivity in classical guidance services for 10th-grade students at MAN 1 Kediri
was motivated by the low level of student interactivity in the classroom. Students tend to
be passive during discussions, lack confidence in expressing their opinions, and interact
minimally with their classmates. Furthermore, no school guidance counselors had yet
utilized the Monopoly board game as a medium in classroom guidance services as a
method to enhance student interactivity. The objective of this study is to produce a
product in the form of a Monopoly Board Game Development to Enhance Student
Interactivity in Classroom Guidance Services for 10th-Grade Students at MAN 1
Kediri.

The research methodology is based on research and development (R&D) using the
ADDIE model (Analysis, Design, Development, Implementation, and Evaluation). This
involves five stages: needs analysis, product design, product development, product
testing, and evaluation. During the product development stage, validation tests will be
conducted with media experts, subject matter experts, and practitioners. However,
Formative evaluation. This study was conducted at MAN 1 Kediri.

The results of the research and development indicate that the Monopoly board game
developed to enhance interactivity is suitable for use as a medium for traditional
guidance services by guidance counselors. The assessment by subject matter experts
yielded a score of 89.5%. The assessment by subject matter experts yielded a score of
100%. The results of the assessments by the first and second practitioner validators
received scores of 79.6% and 76.5%. The assessment of the implementation phase,
conducted by 10th-grade students, received a positive response with a score of 81.9% in
the “very interesting” category. Therefore, the Monopoly board game can be used to
provide guidance and counseling services.
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