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ABSTRAK

Salsabiila, Noor, 2026. Pembelajaran Tari Tradisional Kuda Gipang Menggunakan
Metode Interaktif Berbasis Game pada Kelas VIII F di SMP Negeri 27
Banjarmasin. Skripsi, Jurusan Pendidikan Seni Pertunjukan, Fakultas Keguruan
dan Ilmu Pendidikan, Universitas Lambung Mangkurat Banjarmasin. Pembimbing
: (I) Dr. Muhammad Budi Zakia Sani, S.Pd., M.Pd. (Il) Putri Yunita Permata
Kumala Sari, S.Pd., M.Pd.

Kata kunci: Pembelajaran Seni Tari, Metode Interaktif, Game Based Learning, Tari Kuda
Gipang

Penelitian ini dilatarbelakangi oleh pembelajaran Tari Tradisional Kuda Gipang yang
masih didominasi metode konvensional sehingga pemahaman konsep siswa terhadap
materi tari belum optimal. Penelitian ini bertujuan untuk mendeskripsikan proses
pembelajaran Tari Kuda Gipang menggunakan metode interaktif berbasis game serta
mengetahui pemahaman konsep siswa setelah penerapan metode tersebut. Penelitian
menggunakan pendekatan deskriptif kualitatif dengan subjek penelitian siswa kelas VIII F
SMP Negeri 27 Banjarmasin. Data diperoleh melalui observasi, wawancara, dokumentasi,
dan hasil belajar siswa. Hasil penelitian menunjukkan bahwa penerapan metode interaktif
berbasis game menciptakan suasana pembelajaran yang lebih menarik, interaktif, dan
berpusat pada siswa. Kegiatan pembelajaran dilaksanakan melalui permainan individu,
permainan penguatan ragam gerak, serta aktivitas kelompok menggunakan LKPD berbasis
game. Metode ini membantu siswa memahami materi Tari Kuda Gipang secara lebih
mudah melalui pengalaman belajar yang aktif dan menyenangkan. Hasil evaluasi
menunjukkan peningkatan pemahaman konsep siswa yang ditunjukkan melalui capaian
nilai belajar pada kategori baik hingga sangat baik. Dengan demikian, metode interaktif
berbasis game dapat menjadi alternatif pembelajaran yang efektif dalam meningkatkan
pemahaman konsep Tari Tradisional Kuda Gipang.



ABSTRACT

Salsabiila, Noor, 2026. Learning of Kuda Gipang Traditional Dance Using an Interactive
Game-Based Method in Class VIII F of SMP Negeri 27 Banjarmasin.
Undergraduate Thesis. Department of Performing Arts Education, Faculty of
Teacher Training and Education, Lambung Mangkurat University. Advisors: (I)
Dr. Muhammad Budi Zakia Sani, S.Pd., M.Pd. (II) Putri Yunita Permata Kumala
Sari, S.Pd., M.Pd.

Keywords: Dance Learning, Interactive Method, Game Based Learning, Kuda Gipang
Traditional Dance

This research was motivated by the learning process of the Kuda Gipang Traditional Dance,
which was still dominated by conventional teaching methods, resulting in students’ limited
conceptual understanding of the material. The study aimed to describe the learning process
of Kuda Gipang dance using an interactive game-based method and to identify students’
conceptual understanding after its implementation. This research employed a qualitative
descriptive approach involving students of class VIII F at SMP Negeri 27 Banjarmasin.
Data were collected through observation, interviews, documentation, and students’ learning
outcomes. The findings indicate that the interactive game-based method created a more
engaging, interactive, and student-centered learning environment. Learning activities were
conducted through individual games, movement-reinforcement games, and group activities
using game-based worksheets. The method enabled students to understand the Kuda
Gipang dance material more effectively through active and enjoyable learning experiences.
Evaluation results showed an improvement in students’ conceptual understanding, reflected
in learning achievement scores within the good to very good categories. Therefore, the
interactive game-based method can serve as an effective alternative for improving students’
conceptual understanding of the Kuda Gipang Traditional Dance.
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