ABSTRAK

Skripsi yang berjudul “Pengembangan Media “Lidi Pintar” Berbasis
Permainan Tradisional Bitingan pada Mata Pelajaran Pendidikan Pancasila Kelas V
di MIN 2 Blitar”. Ditulis oleh Rifka Nur Amalia dengan NIM 1860205221073.
Jurusan Pendidikan Guru Madrasah Ibtidaiyah (PGMI), Fakultas Tarbiyah dan I[lmu
Keguruan, Universitas Islam Negeri Sayyid Ali Rahmatullah. Penulisan skripsi
dibimbing oleh Dr. Nita Agustina Nurlaila Eka Erfiana, M. Pd. I.

Kata kunci: Media Pembelajaran, Lidi Pintar, Bitingan, Norma.

Penelitian dilatarbelakangi adanya ketidaksesuaian antara karakter peserta
didik yang lebih menyukai kegiatan fisik dan interaksi antar teman, dengan praktik
pembelajaran yang masih terfokus pada penggunaan papan tulis, LKS dan tugas di
buku tulis. Kondisi tersebut menyebabkan peserta didik jenuh dan kurang antusias.
Akibatnya proses pembelajaran kurang optimal. Peneliti mengembangkan media
yang bersifat interaktif bernama lidi pintar.

Tujuan penelitian ini adalah (1) Untuk mengetahui pengembangan media
“Lidi Pintar” berbasis permainan tradisional bitingan pada mata pelajaran
Pendidikan Pancasila kelas V di MIN 2 Blitar. (2) Untuk mengetahui kelayakan
media “Lidi Pintar” berbasis permainan tradisional bitingan pada mata pelajaran
Pendidikan Pancasila kelas V di MIN 2 Blitar. (3) Untuk mengetahui kepraktisan
media “Lidi Pintar” berbasis permainan tradisional bitingan pada mata pelajaran
Pendidikan Pancasila kelas V di MIN 2 Blitar.

Metode yang diterapkan adalah metode Research and Development (R&D).
Menggunakan model ADDIE yang mencakup Analysis, Design, Development,
Implementation, dan Evaluation. Hasil yang diharapkan dari penelitian ini adalah
media yang layak, praktis digunakan. Selain itu, media tersebut dapat meningkatkan
partisipasi siswa selama proses pembelajaran.

Berdasarkan hasil penelitian menunjukkan bahwa media lidi pintar
mendapatkan persentase 80% dari ahli media dan 96% dari ahli materi. Sehingga,
menghasilkan rata-rata kelayakan sebesar 88% (sangat layak). Saat tahap
pelaksanaan, respon dari guru mencapai 72% dan dari siswa sebesar 90%, dengan
rata-rata kepraktisan 81% (sangat praktis). Oleh karena itu, media lidi pintar
dianggap layak dan praktis untuk diterapkan dalam proses pembelajaran.
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The thesis titeld "Development of ‘Lidi Pintar’ Media Based on Traditional
Game Of Bitingan for the Pancasila Education Subject in Grade V at MIN 2 Blitar".
Was written by Rifka Nur Amalia, Student ID 1860205221073. Department of
Elementary Madrasah Teacher Education (PGMI), Faculty of Tarbiyah and Teacher
Education, Sayyid Ali Rahmatullah State Islamic University. The theasis was
supervised by Dr. Nita Agustina Nurlaila Eka Erfiana, M. Pd.I.

Keywords: Intructional Media, Lidi Pintar, Traditional Bitingan Game, Norms

The research was prompted by the discrepancy between the characteristics of
students who prefer physical activities and interaction between friends, with
learning practices still focused on the use of whiteboards, worksheets, and
assignments in notebooks. This situation has led to a student interest becoming
bored and lacking enthusiasm. As a result, the learning process is less than Optimal.
The Researchers developed an interactive media called Lidi Pintar.

The objectives of this study are (1) To determine the development of “Lidi
Pintar” media based on the traditional bitingan game in the Pancasila Education
subject for grade V at MIN 2 Blitar. (2) To determine the feasibility of “Lidi Pintar”
media based on the traditional game of bitingan for the Pancasila Education subject
for grade V at MIN 2 Blitar. (3) To determine the practicality of “Lidi Pintar” media
based on the traditional game of bitingan for the Pancasila Education subject for
grade V at MIN 2 Blitar.

The method applied was the Research and Development (R&D). It employed
using the ADDIE model which includes Analysis, Design, Development,
Implementation, and Evaluation. It is hoped that the results of this research will
yield a teaching aid. Furthermore, theresource should enhance student participation
during the learning process.

Based ohe research results indicate that the’Lidi Pintar” teaching aid received
an 80% approval score from media experts and 96% approval score from material
experts. Resulting in an average feasibility score of 88% (highly feasible). During
the implementation phase, the response rate from teachers was 72% and from
students 90%, with an average practicality score of 81% (very practical). Therefore,
the “Lidi Pintar” teaching aid is considered feasible and practical for
implementation in the learning process.
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