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ABSTRAK 

 

Keterampilan pemecahan masalah dalam pembelajaran fisika sangat dibutuhkan 

peserta didik. Tujuan dari penelitian ini adalah mendeskripsikan kelayakan materi 

ajar elektronik impuls dan momentum bermuatan permainan tradisional balogo 

untuk melatihkan keterampilan pemecahan masalah. Jenis peneltian dan 

pengembangan ini menggunakan model ADDIE dan uji coba penelitian 

menggunakan one group pre-test and post-test design. Subjek uji coba adalah 34 

peserta didik kelas X MIPA 4 SMA Negeri 4 Banjarmasin. Data yang diperoleh 

melalui instrumen validasi, angket respon peserta didik, dan tes hasil belajar. 

Hasil penelitian menunjukkan: (1) Validitas materi ajar berkategori valid dengan 

skor rata-rata 3,31; (2) Kepraktisan materi ajar berkategori praktis dengan skor 

rata-rata 3,39; (3) Efektivitas materi ajar berkategori tuntas dengan nilai 

ketuntasan klasikal 88,23%; (4) Kemampuan keterampilan pemecahan masalah 

untuk pretest hasilnya rendah dan untuk posttest mengalami peningkatan. 

Simpulkan dari hasil penelitian adalah bahwa materi ajar elektronik impuls dan 

momentum bermuatan permainan tradisional balogo yang dikembangkan layak 

untuk melatihkan keterampilan pemecahan masalah. Dengan demikian, materi 

ajar elektronik dapat digunakan sebagai alternatif dalam pembelajaran disekolah. 

 

Kata Kunci: Permainan tradisional balogo, keterampilan pemecahan masalah,    

materi ajar 
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DEVELOPMENT OF IMPULSE AND MOMENTUM ELECTRONIC 

TEACHING MATERIALS WITH “BALOGO” TO TRAIN PROBLEM 

SOLVING SKILLS (By: Wilda Milati; Supervisor: Mastuang; Dewi Dewantara; 

2022; 96 pages) 

 

ABSTRACT 

Problem solving skills in physics learning are needed by students. The purpose of 

this study was to describe the feasibility of electronic impulse and momentum 

teaching materials filled with traditional balogo games to train problem solving 

skills. This type of research and development uses the ADDIE model and research 

trials use the one group pre-test and post-test design. The test subjects were 34 

students of class X MIPA 4 SMA Negeri 4 Banjarmasin. Data obtained through 

validation instruments, student response questionnaires, and learning achievement 

tests. The results of the study show: (1) The validity of the teaching materials is in 

the valid category with an average score of 3.31; (2) The practicality of teaching 

materials is in the practical category with an average score of 3.39; (3) The 

effectiveness of the teaching materials is in the complete category with a classical 

completeness score of 88.23%; (4) The ability of problem solving skills for the 

pretest results are low and for the posttest it has increased. It can be concluded 

from the results of the study that the electronic teaching material of impulse and 

momentum charged with the traditional balogo game developed is feasible for 

practicing problem solving skills. Thus, electronic teaching materials can be used 

as an alternative in school learning. 

 

Keywords: Balogo traditional game, problem solving skills, teaching materials 
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