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MOTTO

"Janganlah takut, sebab Aku menyertai engkau, janganlah bimbang, sebab Aku ini
Allahmu; Aku akan meneguhkan, bahkan akan menolong engkau; Aku akan
memegang engkau dengan tangan kanan-Ku yang membawa kemenangan."

(Yesaya 41 : 10)

I want to show my true self, not how I want to be seen by others
(G-Dragon)

“Like The Ocean, You can be everything at Once”
(Lenka)
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RINGKASAN

Sekolah dasar merupakan jenjang pendidikan awal yang berperan penting dalam
membentuk perkembangan kognitif, kebiasaan belajar, dan karakter anak. Namun,
pembelajaran di SD Kristen Banjarsari Surakarta masih didominasi metode
konvensional yang kurang sesuai dengan karakteristik perkembangan siswa sekolah
dasar, sehingga berdampak pada rendahnya ketertarikan dan fokus belajar siswa.
Berdasarkan hasil kuesioner kepada siswa kelas IV-VI serta orang tua dan wali
murid, ditemukan bahwa siswa mudah merasa bosan, sering kehilangan fokus, dan
mengalami kesulitan memahami materi pembelajaran. Di sisi lain, SD Kristen
Banjarsari memiliki keunggulan pada penerapan nilai-nilai Kristiani yang humanis,
lingkungan belajar yang ramah anak, serta hubungan yang dekat antara guru dan
siswa, sehingga memiliki potensi untuk dikembangkan melalui inovasi
pembelajaran. Penelitian ini bertujuan merancang media pembelajaran edukatif
sebagai pendukung proses pembelajaran di SD Kristen Banjarsari Surakarta. Media
yang dirancang berupa board game edukatif dengan pendekatan visual dan
interaktif, menggunakan metode ADDIE. Hasil perancangan diharapkan mampu
meningkatkan ketertarikan, fokus, dan keterlibatan siswa dalam pembelajaran.

Kata Kunci: Anak, Sekolah Dasar, Media Pembelajaran Visual, ADDIE,
Pembelajaran Interaktif dan Inovatif
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ABSTRACT

Elementary school is the initial level of education that plays a crucial role in
shaping children's cognitive development, learning habits, and character.
However, learning at Banjarsari Christian Elementary School of Surakarta is still
dominated by conventional methods that are inappropriate to the developmental
characteristics of elementary school students, resulting in low student interest
and focus. Questionnaires administered to fourth- to sixth-grade students and
their parents and guardians indicate that students often become bored, lose focus,
and have difficulty understanding the learning material. On the other hand,
Banjarsari Christian Elementary School excels in its application of humanistic
Christian values, child-friendly learning environment, and close relationships
between teachers and students, thus offering potential for development through
learning innovation. This study aims to design educational learning media to
support the learning process at Banjarsari Christian Elementary School of
Surakarta. The media design is an educational board game with a visual and
interactive approach, using the ADDIE method. The design is expected to
increase student interest, focus, and engagement in learning.

Keywords: Children, Elementary School, Visual Learning Media, ADDIE,
Interactive and Innovative Learning
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