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ABSTRAK 

Penelitian ini bertujuan untuk mengembangkan media permainan teka-teki 
(MEPEKI) pada kelas III di SDN Tanah Merah Laok 02. Penelitian pengembangan 

ini menggunakan model ADDIE, yaitu: 1. Analysis, 2. Design, 3. Development, 4. 

Implementation, 5. Evaluation. Hasil kevalidan media permainan teka-teki 
(MEPEKI) diperoleh dari hasil rata-rata validator sebesar 80% (Valid). Hasil 

kemenarikan media permainan teka-teki (MEPEKI) uji kelompok kecil diperoleh 
hasil 96  dan pada uji kelompok besar diperoleh hasil 90%. Hasil keefektifan media 

pembelajaran teka-teki (MEPEKI) uji kelompok kecil pada observasi aktivitas guru 

sebesar 80%, observasi aktivitas siswa persentase 67%, hasil tes belajar siswa 
diperoleh hasil 100%. Pada uji kelompk besar diperoleh hasil observasi aktivitas 

guru sebesar 93%, observasi aktivitas siswa menunjukkan rata-rata persentase 84%, 
hasil tes belajar siswa diperoleh hasil 86%. Penelitian dan pengembangan media 

permainan teka-teki menunjukkan hasil valid, sangat menarik, sangat efektif, dan 

mudah diterapkan sehingga dapat digunakan sebagai media permainan teka-teki 

(MEPEKI). 
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ABSTRACT 

This study aims to develop a media puzzle game (MEPEKI) for class III at SDN 
Tanah Merah Laok 02. This development research uses the ADDIE model, 

namely: 1. Analysis, 2. Design, 3. Development, 4. Implementation, 5. 

Evaluation. The results of the validity of the puzzle game media (MEPEKI) 
were obtained from the validator's average result of 80% (Valid). The results 

of the attractiveness of the puzzle game media (MEPEKI) in the small group 
test obtained 96% results and in the large group test obtained 90% results. The 

results of the effectiveness of the puzzle learning media (MEPEKI) small group 

test on the observation of teacher activity was 80%, the percentage of student 
activity observations was 67%, the results of student learning tests obtained 

100% results. In the large group test, the results of observations of teacher 
activity were 93%, observations of student activity showed an average 

percentage of 84%, results of student learning tests obtained results of 86%. 

Research and development of puzzle game media shows valid results, very 
interesting, very effective, and easy to implement so that it can be used as a 

puzzle game media (MEPEKI). 
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