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ABSTRAK

Tujuan dari penelitian ini yakni mengembangkan media board game materi
adab bermedia sosial kelas XI mata pelajaran PAI, mengidentifikasi kelayakan
media board game dengan melakukan uji validitas materi dan media, menganalisis
keefektifan media board game, dan mengukur hasil belajar siswa setelah
menggunakan media board game. Research and Development (R&D) digunakan
sebagai metode pengembangan dan ADDIE sebagai model pengembangan
penelitian ini. Penelitian ini dilakukan di kelas XI B FKK SMK ISFI Banjarmasin
dengan jumlah siswa sebanyak 31 orang. Penelitian ini menggunakan observasi,
wawancara, angket, dan tes sebagai metode pengumpulan data. Teknik analisis data
menggunakan kuantitatif deskriptif. Hasil penelitian menunjukkan 1) Media board
game “Wisdom Citizyn”” dikembangkan untuk materi adab bermedia sosial kelas XI
mata pelajaran PAI. Materi ini dirancang dengan model pembelajaran problem
based learning dan dikembangkan dengan aplikasi canva dan adobe illustrator. 2)
Media dikatakan ‘““sangat layak” berdasarkan hasil validitas materi sebesar 88% dan
validitas media sebesar 98%. 3) Media dikatakan efektif berdasarkan hasil
ketuntasan klasikal sebesar 100%. 4) Hasil belajar siswa menunjukkan peningkatan
signifikan setelah menggunakan board game yakni 31 orang siswa telah mencapai
tujuan pembelajaran dengan memperoleh nilai di atas 75 dan tingkat ketuntasan
klasikal mencapai 100%.

Kata Kunci : Adab Bermedia Sosial, Board game, PAI Kelas X1, Problem Based
Learning (PBL), ADDIE
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DEVELOPMENT OF A BOARD GAME MEDIA TO IMPROVE PAI
LEARNING OUTCOMES ON SOCIAL MEDIA ADAB MATERIAL CLASS XI
ISFI VOCATIONAL SCHOOL BANJARMASIN

By:
Aura Shabrina

2110130220024

ABSTRACT

The purpose of this study was to develop a board game media for
social media etiquette material for grade XI PAI subjects, identify the feasibility of
board game media by conducting material and media validity tests, analyze the
effectiveness of board game media, and measure student learning outcomes after
using board game media. Research and Development (R&D) was used as a
development method and ADDIE as a development model for this study. This
research carried out in grade XI B FKK SMK ISFI Banjarmasin with 31 students.
This study used observation, interviews, questionnaires, and tests as data collection
methods. The data analysis technique used quantitative descriptive. The results of
the study showed 1) The board game media "Wisdom Citizen" was developed for
social media etiquette material for grade XI PAI subjects. This material was
designed with a problem based learning model and developed with the Canva and
Adobe Illustrator applications. 2) The media is said to be "very feasible" based on
the results of material validity of 88% and media validity of 98%. 3) The media is
said to be effective based on the results of classical completeness of 100%. 4)
Student learning outcomes showed a significant increase after using board games,
namely 31 students had achieved learning objectives by obtaining scores above 75
and the classical completion rate reached 100%.

Keywords: ADDIE, Board games, Class XI PAI, Problem Based Learning (PBL),
Social Media Manners.
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MOTTO

BE SOMEONE WHO STILL TRIES.

After failure, frustrations, heartache-be a person who musters up the courage to

try and believe that good things are yet to come.

- Jadilah seseorang yang tetap berusaha. Setelah kegagalan, kekecewaan,
dan patah hati-jadilah pribadi yang mampu mengumpulkan keberanian untuk

mencoba lagi dan percaya bahwa hal-hal baik masih akan datang-

“ Maka sesungguhnya bersama kesulitan ada kemudahan”

(QS AL-Insyiraah 94: ayat 5-6)

“Allah has perfect timing, never early, never late its takes a little patience and

takes a lot of faith, but it’s worth to wait”
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