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PENGEMBANGAN MEDIA BOARD GAME PADA MATA PELAJARAN 

BAHASA INGGRIS UNTUK MENINGKATKAN MINAT BELAJAR 

SISWA KELAS V SDN MELAYU 7 BANJARMASIN 

ABSTRAK 

Pembelajaran Bahasa Inggris di sekolah dasar perlu didukung oleh media 

pembelajaran yang menarik, interaktif, dan sesuai dengan karakteristik siswa agar 

dapat membantu penguasaan kosakata, keterampilan berkomunikasi sederhana, 

serta meningkatkan minat belajar. Namun, kondisi tersebut belum sepenuhnya 

terwujud di SDN Melayu 7 Banjarmasin. Penelitian ini dilatarbelakangi oleh 

rendahnya minat belajar siswa kelas V SDN Melayu 7 Banjarmasin pada mata 

pelajaran Bahasa Inggris yang dipengaruhi oleh kurang bervariasinya media 

pembelajaran yang digunakan. Selain itu, penggunaan media pembelajaran berbasis 

digital belum dapat diterapkan secara optimal karena keterbatasan pasokan listrik 

serta sebagian siswa belum memiliki smartphone. Penelitian ini bertujuan untuk 

mendeskripsikan proses pengembangan media board game pada mata pelajaran 

Bahasa Inggris serta menganalisis peningkatan minat belajar siswa setelah 

menggunakan media tersebut. Penelitian ini menggunakan metode Research and 

Development (R&D) dengan model pengembangan 4D (Define, Design, Develop, 

dan Disseminate). Subjek penelitian berjumlah 12 siswa kelas V SDN Melayu 7 

Banjarmasin. Teknik pengumpulan data meliputi wawancara, angket, dan 

dokumentasi dengan instrumen berupa pedoman wawancara, lembar validasi ahli, 

dan angket minat belajar. Hasil penelitian menunjukkan bahwa media board game 

Dream Job Adventure dinyatakan sangat layak berdasarkan hasil validasi ahli 

materi sebesar 91,07%, validasi ahli media sebesar 90,63%, dan validasi ahli bahasa 

sebesar 88,64%. Selain itu, hasil analisis angket menunjukkan persentase rata-rata 

minat belajar siswa sebesar 90,83% yang termasuk dalam kategori sangat tinggi, 

sehingga menunjukkan bahwa penggunaan media board game mampu 

meningkatkan minat belajar siswa melalui pembelajaran yang aktif, 

menyenangkan, dan interaktif. Dengan demikian, media board game Dream Job 

Adventure direkomendasikan sebagai salah satu alternatif media pembelajaran 

Bahasa Inggris di sekolah dasar untuk meningkatkan minat belajar siswa. 

Kata Kunci: Board game, Bahasa Inggris, minat belajar 
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DEVELOPMENT OF A BOARD GAME MEDIA IN ENGLISH SUBJECT 

TO IMPROVE THE LEARNING INTEREST OF FIFTH GRADE 

STUDENTS AT SDN MELAYU 7 BANJARMASIN 

ABSTRACT 

English language learning in elementary schools should be supported by engaging, 

interactive, and age-appropriate learning media to help students develop 

vocabulary mastery, basic communication skills, and learning interest. However, 

these conditions have not been fully realized at SDN Melayu 7 Banjarmasin. This 

study was motivated by the low learning interest of fifth-grade students in English, 

which was influenced by the limited variety of learning media used in the classroom. 

In addition, digital learning media could not be implemented optimally due to 

limited electricity supply and the fact that some students did not own smartphones. 

This study aimed to describe the development process of a board game for English 

learning and to analyze the improvement in students' learning interest after using 

the media. The study employed the Research and Development (R&D) method using 

the 4D development model (Define, Design, Develop, and Disseminate). The 

research subjects consisted of 12 fifth-grade students at SDN Melayu 7 

Banjarmasin. Data were collected through interviews, questionnaires, and 

documentation using interview guidelines, expert validation sheets, and a learning 

interest questionnaire. The results showed that the Dream Job Adventure board 

game was categorized as highly feasible based on expert validation, with a score 

of 91.07% from the material expert, 90.63% from the media expert, and 88.64% 

from the language expert. Furthermore, the questionnaire analysis indicated that 

the average percentage of students' learning interest reached 90.83%, which falls 

into the very high category. These findings indicate that the use of the board game 

effectively enhanced students' learning interest by creating an active, enjoyable, 

and interactive learning environment. Therefore, the Dream Job Adventure board 

game is recommended as an alternative English learning medium for elementary 

schools to enhance students' learning interest. 

Keywords: Board game, English, learning interest 
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MOTTO 

"Jangan pernah merasa bahwa apa yang kamu kerjakan itu sia-sia. Setiap hal kecil 

yang kita lakukan dengan sungguh-sungguh akan membawa perubahan." 

— It's a Wonderful Life (1946) 
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