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Abstract

This study aims to develop the character monopoly game in science learning with environmental
insight into digestive organ material into a suitable learning medium for use in the science learning
process so that the monopoly on the environmentally sound character in digestive organ material can be
used to improve science learning outcomes for fifth-grade elementary school students. This research uses
research and development methods or more commonly known as research and development. The data
collection techniques used by researchers in developing the Monopoly Character game media in science
content in grade V elementary schools are using questionnaires, observations, interviews, and tests. The
results of this study are the environmentally sound character Monopoly game media that can improve
science learning outcomes in grade V elementary schools. The average percentage result of the
assessment of material experts, media experts, and linguists on the environmentally sound character
monopoly game reaches 90%. The one-to-one questionnaire evaluation results obtained were 98%. The
results of the evaluation of the small group questionnaire were 97%. The game of environmentally sound
character monopoly in science learning human digestive organ material is also carried out pretest before
using game products and posttest at the time after learning to use the product. The result of the average
score of the pretest during the one-to-one evaluation was 66, while the post-test during the one-to-one
evaluation was 79. The result of the average score of the pretest at the time of the small group evaluation
was 62, while the small group at the time of the one-to-one evaluation was 82. However, the field test,
which must involve a large number of respondents, was not carried out by researchers due to the
imposition of restrictions on community activities (PPKM). The imposition of restrictions on community
activities is carried out because of the covid-19 virus. PPKM aims to reduce the spread of the covid-19
virus. Therefore, researchers limit this research to be implemented in one-to-one and small groups only.

Keywords: Learning Media; Game Media; Character Building; Environmental Education; Science
Learning Outcomes; Environment; And Human Digestive Organs
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Introduction

Learning outcomes appear after the learning process. The learning process has several supporting
factors. The learning process and learning outcomes affect several factors such as subjects, the allocation
of learning time, learning media, or the conditions of the learning environment (Marton, 2014; Wahono et
al., 2020). Learning outcomes are not only focused on a cognitive form. Learning outcomes vary, namely
the attitudes, motivation, and skills of students (lasha et al., 2020). A process is said to be successful
when the defined competencies can be achieved by all students who follow the learning process. This
means that there is a change in behavior towards students both in cognitive, affective, and psychomotor in
a better direction than before (Sari et al., 2020). With the existence of a meaningful learning process,
students can excel academically and make behavior changes to be able to produce a big benefit in the
learning process at school (McMillan, Johnson, Parker, Hunt, & Boyd, 2020).

The teacher has an important role in determining meaningful and quality learning (Juniarso et al.,
2020). A teacher must be able to make learning plans to support the achievement of learning objectives to
support students' understanding of the scope of the material to be provided (Al Kandari & Al Qattan,
2020). In addition, the teacher must be able to manage the class by using learning strategies that are
following the needs of students. This is done to create effective learning conditions. In line with research
conducted by (Coklar & Sahin, 2014; Al Kandari & Al Qattan, 2020) said that learning activities that are
supported by supporting factors, such as parents and teachers, will increase higher learning outcomes.

There is previous research that says that media can improve student learning outcomes.
According to (van Alten, Phielix, Janssen, & Kester, 2020) in the results of his research, it was found that
students carrying out learning using learning media would achieve higher learning outcomes. Ideally, it is
the teacher who makes learning media according to what students need. This is because of the importance
of the media as a tool to support the learning process (Acesta et al., 2021). However, the reality is that
teachers still ignore the media needed by students. Teachers only rely on teacher books and student books
issued by the government only. Without making supporting learning media that can support the
achievement of the desired competencies (Bramianto Setiawan et al., 2021). Many factors make teachers
not use learning media.

The 2013 curriculum emphasizes character building as stated in KI-1 and KIl-2. In KI-1, it
contains spiritual values, then KI-2 contains ethical values. Competencies related to religious attitudes
and social attitudes are developed indirectly (indirect teaching), namely when students carry out learning
activities about knowledge (Core Competency 3) and the application of knowledge (Core Competency 4).
The characters referred to here are those that conform to the rules and values contained in Indonesian life
oriented to Pancasila. The 2013 curriculum on science learning content has a direct relationship with the
environment. Every level from grade 1 to grade 6 has a direct relationship with the environment. This is
indicated by the existence of a theme that is directly related to the environment at each grade level (Yetti
etal., 2021).

According to Grecmanova, the role of the environment in the learning process will appear in the
feelings created through experience and evaluation of the environment in the learning process by students.
Feelings are what construct students' perceptions about the material being studied (Gonda, 2020). In line
with this, Rogoza stated that the function of the environment is as a provider of various resources that can
be used in the learning process to produce certain kinds of potential (Rogoza, 2020). Human digestion is
the organs that are specialized for processing food in humans. The digestive organs in humans work every
day without human awareness. The importance of knowing and understanding the digestive organs. The
digestive organs consist of the mouth, stomach, esophagus, stomach, small intestine, large intestine, anus.
From the digestive organs, there are different functions of each digestive organ. When the digestive
organs are not properly maintained, it will cause disease. For that students need to understand related to
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the digestive organs, various diseases to how to maintain the digestive organs through eating 4 healthy 5
perfect foods.

According to (Montenegro and Jankowski 2017; McMillan et al., 2020) it shows that learning
outcomes are a statement that discusses what students should know and show after completing an
academic program. This statement of learning outcomes must be in line with the learning objectives. This
shows that each learning outcome describes an evaluation and a measure of the achievements that have
been achieved by students after completing the academic program that has been designed. Learning
outcomes always refer to the learning objectives of the intended academic program (Bramianto Setiawan,
Rachmadtullah, et al., 2020).

According to (Duncan, Bisz, Boyle, & Offenholley, 2020) games are activities that are structured
by rules when the player is given a mission to win the game by obeying the structured rules that have
been made in the game to be played. Winning the game requires grouping and cooperation between
players in a team. Therefore, a collaborative game is needed to win the game. Collaborative that shows
the strength of the team against other teams so that it can result in victory. This is similar to the opinion
(Scurati et al., 2020) which states that games are collaborative and competitive. The game is also
collaboratively characterized by the cooperation between players in a team against other teams. The
competition in the game can motivate the players. Collaborative and competitive always exist in games
that are done in groups. Each group that has a high level of collaboration will have higher motivation and
a sense of competitiveness in the game so that it will be easier to win the game. This is also in line with
the opinion (Levy, 2019) which states that games are used as learning media used in class. The game
encourages communication activities between players with one another. Communication is focused on the
goal as a means of victory in an ongoing game (Pramujiono et al., 2020). The existence of communication
between players will motivate players to communicate so that it becomes one victory. This shows that the
game can increase the motivation of players who play certain games.

According to (Ribble, 2020) character education is a medium for teachers to provide learning to
students how to become compassionate citizens following moral values in Indonesia. Character education
is defined as the process of developing students' understanding to behave following the prevailing
character values. The process of developing this understanding requires a commitment from each student
to be more likely to behave following the prevailing character values. To bring up the tendency of
students to behave, it is necessary to have habituation carried out by the teacher (Bramianto Setiawan,
2015).

In line with this (Hermino, 2018) says that character education is not only related to right or
wrong but how to instill habits about good things so that they have awareness in students as well as
concern and commitment to implement goodness in everyday life. day. This shows that character
education is the cultivation of character values that are instilled through the habits of students in everyday
life. At the same time (Jason Baehr, 2017; Ribble, 2020) states that the importance of connecting
academic learning and character education is carried out through character building. This is one of the
duties of the teacher to instill character education. Teachers can try to implement character education by
being a model of expected behavior (Bramianto Setiawan, 2015). It is expected that students see directly
the role model, namely the teacher himself to always imitate what the teacher does, which is always
following the prevailing character values. The purpose of learning character education in the classroom is
to help students connect the learning they get with everyday life (Ribble, 2020).

Science is a scientific discipline that uses the scientific method to study a natural event
(Maharani, Suratno, & Sudarti, 2020). Natural events are studied in science learning which is closely
related to human survival. According to (Kurniawan, Astalini, Darmaji, & Melsayanti, 2019) states that
the essence of science learning is learning that makes students involved in investigations. Scientific
research can help improve the attitudes and skills of students (Bramianto Setiawan, Juniarso, et al., 2020).
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Scientific research is not only limited to scientific activities but also develops when conducting
experiments, games, and activities that are directly related to the surrounding environment. Activities that
are directly related to the life around them can hone the knowledge, attitudes, and skills of students. This
is stated in the competencies that exist in the 2013 curriculum which contains attitude competencies,
knowledge competencies, and skills competencies. In the implementation of the 2013 Curriculum,
learning on science content is required to use interactive, inspirational, fun, creative, challenging, and
motivating methods so that students are active in the learning process (Rahajeng Lintang Cahyaningrum
& Parmin, 2018). Interactive learning of natural science content can be carried out using the help of
media. The media used in science knowledge learning is expected to be able to help support the
achievement of predetermined learning objectives (B Setiawan et al., 2017).

Science is a scientific discipline that uses the scientific method to study a natural event
(Maharani, Suratno, & Sudarti, 2020). Natural events are studied in science learning which is closely
related to human survival. According to (Kurniawan, Astalini, Darmaji, & Melsayanti, 2019) states that
the essence of science learning is learning that makes students involved in investigations. Scientific
research can help improve the attitudes and skills of students. Scientific research is not only limited to
scientific activities but also develops when conducting experiments, games, and activities that are directly
related to the surrounding environment. Activities that are directly related to the life around them can
hone the knowledge, attitudes, and skills of students. This is stated in the competencies that exist in the
2013 curriculum which contains attitude competencies, knowledge competencies, and skills
competencies. In the implementation of the 2013 Curriculum, learning on science content is required to
use interactive, inspirational, fun, creative, challenging, and motivating methods so that students are
active in the learning process (Rahajeng Lintang Cahyaningrum & Parmin, 2018). Interactive learning of
natural science content can be carried out using the help of media. The media used in science knowledge
learning is expected to be able to help support the achievement of predetermined learning objectives.

Science learning is an activity that involves creativity and imagination. Imagination and creativity
in every science lesson raise scientific ideas.Scientific ideas are the extraordinary intellectual
achievements of a person (Hetherington et al., 2020). This shows that every occurrence of the science
learning process carried out by students has a scientific idea that is illustrated through the creativity of
each individual. In line with this, Sumanto in Putra revealed that science is a way of finding out about
nature systematically to know knowledge, facts, concepts, principles, the process of discovery, and to
have a scientific attitude (Putra, 2018).

The primary school curriculum focuses on students learning events in everyday life to provide
direct experience to students. Through the learning of science, students have provided provisions to solve
problems in everyday life, because natural science learning is a science that seeks to answer the questions
of what, why, and how natural phenomena are related to the structure of funds, changes, and dynamics of
nature (Kurniawan et al., 2019). Activities developed in science learning aim to encourage students to
have sensitivity to the environment around them. So that it can maintain and care for the preservation of
the environment around students. Teachers are facilitators who help students to be able to find problems
and their concepts from phenomena in the environment (Estiani, Widiyatmoko, & Sarwi, 2015).
Therefore, the cultivation of insight into the environment carried out by the teacher is very important for
students. With the planting of insights about the environment, it is expected that students will embed a
culture of protecting the environment and caring for the environment.

Environmental learning begins with direct experience with the natural surroundings so that later it
is hoped that this direct experience can shape behavior, values, and habits to respect the environment
around them (Tarbiyah & Kendari, 2018). Environmental education carried out in learning on science
content is expected to be able to make meaningful experiences by students so that they can form
behaviors and habits to respect the environment around them (Bramianto Setiawan & lasha, 20203,
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2020b). Through the concept of environmental learning, students are required to understand the
importance of the environment for life. Students are accustomed to protecting the environmental
ecosystem, for example by throwing garbage in the trash, saving energy, replanting trees, etc.

Monopoly is a game that uses the famous board game and is a collection of family games. This is
what makes generations aware of the monopoly game. Not only in Indonesia, but in all parts of the world,
monopoly has been well known from generation to generation. Monopoly is played with Skill, strategy,
and luck all put to the test as players compete against each other to win the monopoly game. The
monopoly game still pleases the participants despite the very tight competition in the monopoly game.
Monopoly started in 1903 with Elizabeth Magie (Pilon, 2017; Al Kandari & Al Qattan, 2020). Elizabeth
Magie has developed a game known as The Landlords Games, a self-published and circulated game for
nearly thirty years, namely until 1932. The game was created as a tool intended to teach the benefits of de
monopolization. Monopoly has changed a lot, but most of the changes are aesthetic. The aesthetic in
guestion is an often developed monopoly board game. The core rules of the monopoly game remain the
same as they have been used before.

Method

The purpose of this study was to develop the Character Monopoly Game in environmental
science learning with digestive organ material into a suitable learning medium for use in the science
learning process so that the monopoly of environmentally sound character in digestive organ material can
be used to improve science learning outcomes for fifth-grade elementary school students. This research
was conducted in class V SDN Bahagia 06 which is located in the Bekasi area. The place of research in
the homes of individual students was carried out online or in person, this was due to the Covid-19
Pandemic. This research was conducted in the 2020/2021 academic year, namely October 2020 to April
2021.

This study aims to produce a product in the form of learning media in the form of Character
Monopoly games which will later be linked to environmental materials. This research uses research and
development methods or more commonly known as research and development. Research and
Development is a method that can be used to produce a product and test the effectiveness of the product
(Sugiono, 2011). Every product that wants to be developed needs a needs analysis to find out what is
needed, then it is necessary to test the effectiveness of the product that has been made so that what is
produced can be right on target and effective for its users. The data collection technique used by
researchers in developing the Monopoly Character game media in science content for grade V elementary
schools was to use questionnaires, observations, interviews, and tests.

Monopoly character game media on Theme 3 about Healthy Food. Researchers used a
development model with ADDIE which consisted of five steps, namely: Analyze, Design, Development,
Implementation, and Evaluation. The stages will be discussed in the model development steps section.
The data analysis technique of the research results aims to determine how effective the learning activities
are using environmentally sound game media in grade V elementary schools. The data obtained from this
research are qualitative and quantitative. Qualitative data in the form of suggestions or input given by the
validator and descriptions of the implementation of the trial. Meanwhile, the quantitative data in the form
of an assessment questionnaire score from the validator and the results of the scores obtained by students
at the pretest and posttest. Data on the pretest and posttest values of the analysis researcher used the SPSS
program through the Shapiro Wilk normality test stages first using the following formula:
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To compare the average pretest and posttest values tested using the Home Paired Samples t-Test
as follows:

. X -X,
(52 82 _ (5.0 5
;IJ’HE_"'(E}LT:}
X1 : average of sample 1
X : average of sample 2
5 : standard deviation of sample 1
S5 : standard deviation of sample 2
S : Variance of sample 1
2 : Variance of sample 2

i : Correlation between two samples

The normality test aims to determine whether the residual value is normally distributed or not,
with the following hypothesis:

1. If the significance value is> 0.05, the residual value is normally distributed
2. If the significant value <0.05, the residual value is not normally distributed

Meanwhile, the Paired Samples t-test aims to determine whether there is a difference between
learning outcomes in the pretest and posttest data and the research hypothesis as follows:

Ho: There is no difference between learning outcomes in the pretest and posttest data
Hi: There is a difference between learning outcomes in the pretest and posttest data

While the basic basis for decision making in the Paired Samples t-Test based on significance is as
follows:
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1.1f the value is Sig. (2-tailed) <0.05, then H1 is accepted / Ho is rejected, that is, there is a
significant difference between learning outcomes in the pretest and posttest data.

2.1f the Sig. (2-tailed)> 0.05, then Ho is accepted, that is, there is no significant difference
between learning outcomes in the pretest and posttest data.

Result and Discussion

This study developed a game of Monopoly Character with an environmental insight into the
science learning material of Human Digestive Organs in fifth-grade elementary school in this
development, it refers to the ADDIE model. This research was conducted to find out the use of the
Monopoly Character game based on the environment of science learning on Human Digestive Organs in
improving science learning outcomes in grade V elementary schools.

The results of the product feasibility assessment from media experts conducted by Dr. | Made
Astra, M.Si, as a postgraduate lecturer at the State University of Jakarta, obtained a percentage data of
83% which shows that the game of environmentally sound character monopoly in science learning on
human digestive organs material in grade V elementary school is very good and can be used after several
revisions are made. conducted by researchers. The results of the product feasibility assessment of the
linguist conducted by Dr. Gusti Yarmi M.Pd, as a lecturer at the State University of Jakarta, obtained a
percentage data of 91% which shows that the game of environmentally sound character monopoly in
science learning material of human digestive organs in grade V elementary school developed is classified
as very good and can be used after several revisions by researchers. The results of the product feasibility
assessment from material experts conducted by Dr. Sri Handayani, MM as a professional in the field of
education obtained a percentage of 96% which shows that the game of environmentally sound character
monopoly in science learning of human digestive organ material in grade V elementary school which has
developed a very good product and can be used after several suggestions and suggestions. comments that

have been given by material experts.

Figure 1. Validation of material experts, media experts, and language experts

The results of the questionnaire assessment at the small group evaluation stage showed that 98%
of the monopoly of environmentally sound character in science learning human digestive organ material
for class V was classified as "very good" in learning activities.

The following is a diagram of the results of the questionnaire assessment on the one-to-one
evaluation and the small group evaluation:

The Development of Monopoly Characters in Science Learning Materials with Environmental Inspections of Human Images to Improve Science

Learning Results in Grade V SD 147



International Journal of Multicultural and Multireligious Understanding (IJMMU) Vol. 8, No. 6, June 2021

Figure 2. The results of the questionnaire assessment at the one to one evaluation stage and the small
group evaluation

The results of the pretest and posttest assessments above can be seen that the respondents have
increased with an average pretest score of 62, while at the posttest it increased to 82. This shows that the
monopoly of environmentally sound character in science learning human organ material for grade V
elementary schools Terselong is effectively used as a support for learning activities. The following is a
diagram of improving learning outcomes in the pretest and posttest scores in the one to one evaluation

and the small group evaluation:

Figure 3. Improved learning outcomes at the pretest and posttest scores at the one to one evaluation stage
and the small group evaluation

The results of the normality test with the SPSS program at the one-to-one evaluation stage above
can be concluded that the pretest significance value is 0.985> 0.05 from the posttest significance value
0.272> 0.05, so the residual value is normally distributed. The results of the Paired Sample t-Test with the
SPSS program at the one-to-one evaluation stage above, it can be concluded that the Sig. (2-tailed) 0.019
<0.05, then H1 is accepted / Ho is rejected. This shows that there is a significant difference between
learning outcomes in the pretest and posttest data.

The results of the normality test with the SPSS program at the small group evaluation stage
above, it can be concluded that the pretest significance value is 0.471> 0.05 from the posttest significance
value 0.662> 0.05, so the residual value is normally distributed. The results of the Paired Sample t-Test
with the SPSS program at the small group evaluation stage above, it can be concluded that the Sig. (2-
tailed) 0.000 <0.05, then H1 is accepted / Ho is rejected. This shows that there is a significant difference
between learning outcomes in the pretest and posttest data.

Based on the results of the analysis of experts, one to one evaluation, and small group evaluation,
it can be concluded that the Character Monopoly Game in environmental science learning, digestive
organ material becomes a suitable learning medium for use in the science learning process so that the
monopoly of environmentally sound characters in the digestive organ material can be used to improve the
science learning outcomes of grade V SD students.
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Conclusion

The conclusion of this research is the Game of Monopoly Character with an environmental
insight learning the science of Human Digestive Organs material in grade V elementary school. This
development refers to the ADDIE model. Monopoly Game Character with Environmental insight Natural
science learning material Human Digestive Organs was tested on three experts consisting of material
experts, media experts, and linguists. The average percentage result of the assessment of material experts,
media experts, and linguists on the environmentally sound character monopoly game reaches 90%. The
one-to-one questionnaire evaluation results obtained were 98%. The results of the evaluation of the small
group questionnaire were 97%. In addition, the game of environmentally sound character monopoly in
science learning material for human digestive organs is also carried out pretest before using game
products and posttest at the time after learning to use the product. The result of the average score of the
pretest during the one-to-one evaluation was 66, while the post-test during the one-to-one evaluation was
79. The result of the average score of the pretest at the time of the small group evaluation was 62, while
the small group at the time of the one-to-one evaluation was 82. Based on the results of the analysis of
experts, one to one evaluation, and small group evaluation, it can be concluded that the Character
Monopoly Game in environmental science learning, Digestive Organs material becomes a suitable
learning medium for use in the science learning process so that the monopoly of environmentally sound
characters on Digestive Organ used to improve science learning outcomes of grade V SD students.

References

Acesta, A., Sumantri, M. S., Fahrurrozi, F., lasha, V., & Setiawan, B. (2021). Natural Science Learning
Module Based on Multiple Intelligences in Elementary Schools. Psychology and Education Journal,
58(4), 739-749.

Adisusilo, S. (2017). Pembelajaran Nilai Karakter (Kontruktivisme dan VCT sebagai Inovasi Pendekatan
Pembelajaran Afektif). Depok: PT. Raja Grafindo Persada.

Al Kandari, A. M., & Al Qattan, M. M. (2020). E-task-based learning approach to enhancing 21st-century
learning outcomes. International Journal of Instruction, 13(1), 551-566.
https://doi.org/10.29333/iji.2020.13136a

Arsyad, A. (2011). Media Pembelajaran. Jakarta: PT. Raja Grafindo Persada.

Azzet, A. M. (2018). Urgensi Pendidikan Karakter di Indonesia (Revitalisasi Pendidikan Karakter
terhadap Keberhasilan Belajar dan Kemajuan Bangsa) (Cetakan-1V; M. Sandra, ed.). Jogjakarta:
AR-RUZZ MEDIA.

Barr, M. (2018). Computers in Human Behavior Student attitudes to games-based skills development :
Learning from video games in higher education. Computers in Human Behavior, 80, 283-294.
https://doi.org/10.1016/j.chb.2017.11.030

Bassam, A. (2020). The Analysis Of The Main Values of Strengthening Character Education In
Indonesia. (August).

Breslow, L., Pritchard, D. E., DeBoer, J., Stump, G. S., Ho, A. D., & Seaton, D. T. (2019). Research &
practice in assessment. Research & Practice in Assessment, 8(Summer), 13-26. Retrieved from
http://eds.b.ebscohost.com.library.esc.edu/eds/pdfviewer/pdfviewer?vid=1&sid=2¢170537-bede-
422a-b10f-3df29e48915e%40sessionmgr198&hid=112%5Cnhttp://www.rpajournal.com/dev/wp-
content/uploads/2013/05/SF2.pdf

Chen, X. (2020). The Impact of Learning Motivation on Continuous Use in the Mobile Game - Focusing
on Chinese Mobile Game < King of Glory >. 16(2).

Dick, W. (2013). A model for the systematic design of instruction. Instructional Design: International
Perspectives: Theory, Research, and Models, 1, 361-370.

Duncan, R. O., Bisz, J., Boyle, C., & Offenholley, K. (2020). Proceedings of the CUNY Games
Conference 6 . 0 How does access to this work benefit you ? Let us know !

The Development of Monopoly Characters in Science Learning Materials with Environmental Inspections of Human Images to Improve Science

Learning Results in Grade V SD 149



International Journal of Multicultural and Multireligious Understanding (IJMMU) Vol. 8, No. 6, June 2021

Estiani, W., Widiyatmoko, A., & Sarwi. (2015). Pengembangan Media Permainan Kartu Uno Untuk
Meningkatkan Pemahaman Konsep Dan Karakter Siswa Kelas Viii Tema Optik. Unnes Science
Education Journal, 4(1), 711-719.

Fettahlioglu, P., & Aydogdu, M. (2020). Developing Environmentally Responsible Behaviours Through
the Implementation of Argumentation- and Problem-Based Learning Models. Research in Science
Education, 50(3), 987-1025. https://doi.org/10.1007/s11165-018-9720-0

Hasanah, A. (2012). Pengembangan Profesi Guru. Bandung: Pustaka Ceria.

Hermawan, A., Retnadi, E., & Wahyudin. (2013). Pengembangan Media. Jurnal Algoritma, 11(1), 1-11.

Hermino, A. (2018). Manajemen Kurikulum Berbasis Karakter (Konsep, Pendekatan, dan Aplikasi).
Bandung: Alfabeta.

Hetherington, L., Chappell, K., Ruck Keene, H., Wren, H., Cukurova, M., Hathaway, C., ... Bogner, F.
(2020). International educators’ perspectives on the purpose of science education and the
relationship between school science and creativity. Research in Science and Technological
Education, 38(1), 19-41. https://doi.org/10.1080/02635143.2019.1575803

Higher, M. A., Leadership, E., & Kozlowski, K. (2020). Digital USD Achieving Student Learning
Outcomes Through Intentional Orientation Leader Training Curriculum at UC San Diego
University of San Diego.

lasha, V., Al Ghozali, M. I., Supena, A., Wahyudiana, E., Setiawan, B., & Auliaty, Y. (2020). The
Traditional Games Effect on Improving Students Working Memory Capacity in Primary Schools.
Proceedings of the 4th International Conference on Learning Innovation and Quality Education, 1—
5.

Ibrahim, A. A. (2015). Comparative Analysis between System Approach, Kemp, Journal. 3(12), 261-270.

Jihad, A. (2012). Evaluasi Pembelajaran. Yogyakarta: Multi Pressindo.

Juhji, J., & Nuangchalerm, P. (2020). Interaction between scientific attitudes and science process skills
toward technological pedagogical content knowledge. Journal for the Education of Gifted Young
Scientists, 8(1), 1-16. https://doi.org/10.17478/jegys.600979.XX

Juniarso, T., Azmy, B., Rosidah, C. T., & Setiawan, B. (2020). Pelatihan Penyusunan Proposal Classroom
Based Action Research bagi Guru Sekolah Dasar. Jurnal Pengabdian Pada Masyarakat, 5(3), 665—
671.

Keller, J. M. (2016). Motivation, Learning, and Technology: Applying the ARCS-V Motivation Model.
Participatory Educational Research, 3(2), 1-15. https://doi.org/10.17275/per.16.06.3.2

Koenigstein, S., Hentschel, L. H., Heel, L. C., & Drinkorn, C. (2020). A game-based education approach
for sustainable ocean development. ICES Journal of Marine Science, 77(5), 1629-1638.
https://doi.org/10.1093/icesjms/fsaa035

Kurniawan, D. A., Astalini, A., Darmaji, D., & Melsayanti, R. (2019). Students’ attitude towards natural
sciences. International Journal of Evaluation and Research in Education, 8(3), 455-460.
https://doi.org/10.11591/ijere.v8i3.16395

Levy, L. S. (2019). A Preliminary Assessment of Learner Opinions of Board Games Used for TBL SLA.
Department Bulletin Paper: Reports from the Faculty of Clinical Psychology Kyoto Bunkyo
University, (12), 35-61. Retrieved from http://ci.nii.ac.jp/naid/120006820076/en/

Luthfiyah. (2017). Pengembangan Media Monopoli untuk Pembelajaran IPS Kelas Il Sekolah Dasar. 5.

Maharani, N., Suratno, S., & Sudarti. (2020). The analysis of creative thinking skills of junior high school
students in learning natural science on environmental pollution materials with different academic
skills. Journal of Physics: Conference Series, 1465(1). https://doi.org/10.1088/1742-
6596/1465/1/012032

Mahfud, T. (2016). Evaluasi Program Praktik Kerja Lapangan. 23(Di), 110-116.

Manik, K. E. . (2016). Pengelolaan Lingkungan Hidup (Cetakan-1). Jakarta: Prenada Media.

Maribe, R. (2009). Instructional Design: The ADDIE Approach.

Masyhuri, S. F., & Suherman, W. S. (2020). The Traditional Game Learning Model for the Elementary
School Student Character Building. 21(lcsshpe 2019), 9-13.
https://doi.org/10.2991/ahsr.k.200214.003

The Development of Monopoly Characters in Science Learning Materials with Environmental Inspections of Human Images to Improve Science
Learning Results in Grade V SD



International Journal of Multicultural and Multireligious Understanding (IJMMU) Vol. 8, No. 6, June 2021

McMillan, L., Johnson, T., Parker, F. M., Hunt, C. W., & Boyd, D. E. (2020). Improving Student
Learning Outcomes through a Collaborative Higher Education Partnership. International Journal of
Teaching and Learning in Higher Education, 32(1), 117-124.

Media, P., Monopoli, P., Tema, I. P. A., Kehidupan, O., Sumber, S., Untuk, B., & Smp, S. (2014).
PENGEMBANGAN MEDIA PEMBELAJARAN MONOPOLI IPA TEMA ORGANISASI
KEHIDUPAN SEBAGAI SUMBER BELAJAR UNTUK SISWA SMP Dea. Unnes Science
Education Journal, 3(2), 468-475.

Mehany, M. S. H. M., & Gebken, R. (2020). Assessing the Importance and Cognition Level of ACCE ’ s
Student Learning Outcomes : Industry , Educator , and Student Perceptions. International Journal of
Construction Education and Research, 00(00), 1-19.
https://doi.org/10.1080/15578771.2020.1777487

Mercier, M. (2020). The effects of board games on creative potential. 1-26.

Mott Samuelson, S. T. (2018). “Is Bay Area Regional Planner fun?” an analysis of game design in the
face of urban planning. Sereal Untuk, 51(1), 51.

Mujib, F. (2018). Metode Permainan-Permainan Edukatif dalam Belajar Bahasa Arab. Diva Press.

Nisa, Z. K. (2019). Pengembangan Pendidikan Lingkungan Hidup di Pondok Pesantren Kabupaten
Blitar. 4, 105-113.

Obizoba, C. (2015). Instructional design models — Framework for innovative teaching and learning
methodologies. International Journal of Higher Education Management, 2(1), 40-51. Retrieved
from www.ijhem.abrmr.com

Pellas, N., & Mystakidis, S. (2020). A systematic review of research about game-based learning in virtual
worlds. Journal of Universal Computer Science, 26(8), 1017-1042. Retrieved from
http://www.jucs.org/jucs_26_8/a_systematic_review_of

Pramujiono, A., Suhari, S. H., Rachmadtullah, R., Indrayanti, T., & Setiawan, B. (2020). KESANTUNAN
BERBAHASA, PENDIDIKAN KARATER, DAN PEMBELAJARAN YANG HUMANIS. Indocamp.

Purnindya, R. (2017). Pengembangan Game edukasi Ular Tangga sebagai Media Pembelajaran
Matematika untuk Siswa kelas 111 SD.

Purwanto, A. (2012). Pengaruh Paket Pembelajaran Pendidikan Lingkungan Hidup dan Gaya Kognitif
terhadap Kemampuan Memecahkan Masalah Lingkungan. Pendidikan Lingkugan Dan
Pembangunan Berkelanjutan, X111, 55-68.

Putra, N. P. (2018). Research & Development (Penelitaian dan Pengembangan). Raja Grafindo Persada.

Rahajeng Lintang Cahyaningrum, & Parmin. (2018). Pengembangan Media Monopoli Smart Science Seri
Interaksi Makhluk Hidup Dengan Lingkungan Berpendekatan Saintifik Pada Siswa Smp. Unnes
Science Education Journal, 2(1), 852-857. Retrieved from
http://journal.unnes.ac.id/sju/index.php/usej

Rahmayanti, H., Oktaviani, V., & Syani, Y. (2020). Development of sorting waste game android based
for early childhood in environmental education. Journal of Physics: Conference Series, 1434(1).
https://doi.org/10.1088/1742-6596/1434/1/012029

Rasimin, Subqi, I., Eko, H., & Musyahadah, E. (2018). Media Pembelajaran : Teori dan Aplikasi (U.
Hayati, ed.). Trust Media Publishing.

Ribble, A. K. (2020). FireScholars TEACHER ~ S SELF-EFFICACY FOR TEACHING CHARACTER
EDUCATION By.

Rogoza, V. (2020). Pedagogical conditions for the formation of eco-values of future teachers of natural
sciences: a methodological approach. ScienceRise: Pedagogical Education, 0(5 (38)), 46-51.
https://doi.org/10.15587/2519-4984.2020.213390

Rothwell, W. J. (2008). Detecting and Solving Human Performance Problems. Mastering the
Instructional Design Process. Retrieved from
http://courses.ceit.metu.edu.tr/ceit626/week7/gustafson-branch.pdf

Sadiman, A. (2018). Media Pendidikan (Pengertian, Pengembangan, Pemanfaatan). Jakarta: PT. Raja
Grafindo Persada.

The Development of Monopoly Characters in Science Learning Materials with Environmental Inspections of Human Images to Improve Science
Learning Results in Grade V SD



International Journal of Multicultural and Multireligious Understanding (IJMMU) Vol. 8, No. 6, June 2021

Sari, Y., Luvita, R. D., Cahyaningtyas, A. P., lasha, V., & Setiawan, B. (2020). Pengaruh Metode
Pembelajaran Struktural Analitik Sitentik terhadap Kemampuan Menulis Permulaan di Sekolah
Dasar. Jurnal Basicedu, 4(4), 1125-1133.

Sarlito Wirawan Sarwono. (2016). Psikologi Lingkungan & Pengembangunan (Edisi 2; F. Erika, ed.).
Jakarta: Mitra Wacana Media.

Scurati, G. W., Nylander, J. W., Hallstedt, S. 1., Ferrise, F., & Bertoni, M. (2020). Raising Value and
Sustainability Awareness for Critical Materials: a Serious Game for the Aerospace Sector.
Proceedings  of  the Design Society: DESIGN Conference, 1, 737-746.
https://doi.org/10.1017/dsd.2020.86

Setiawan, B, Septianto, R., Suhendra, D., & Iskandar, F. (2017). Measurement of 3-axis magnetic fields
induced by current wires using a smartphone in magnetostatics experiments. Physics Education,
52(6), 065011. https://doi.org/10.1088/1361-6552/aa83e3

Setiawan, Bramianto. (2015). Eksperimentasi Model Pembelajaran Problem Solving dengan Pendekatan
Peer Tutoring Berbasis Metode Pembelajaran Eksperimen dan Demonstrasi pada Materi Fluida
Statis Siswa Kelas X MIA SMA Negeri 1 Banyudono.

Setiawan, Bramianto, & lasha, V. (2020a). Corona Virus Disease 2019: The Perspective Opinion From
Pre-Service Elementary Education Teacher. Education, Sustainability & Society, 3(2), 33-36.
https://doi.org/10.26480/ess.02.2020.33.36

Setiawan, Bramianto, & lasha, V. (2020b). COVID-19 PANDEMIC: THE INFLUENCE OF FULL-
ONLINE LEARNING FOR ELEMENTARY SCHOOL IN RURAL AREAS. JPsd (Jurnal
Pendidikan Sekolah Dasar), 6(2), 114-123.

Setiawan, Bramianto, Juniarso, T., Fanani, A., & lasha, V. (2020). Pembelajaran Online Di Masa
Pandemi Covid-19: Pengaruhnya Terhadap Pemahanan Konsep Fisika Mahasiswa. Jurnal
Pendidikan Dasar, 11(02), 230-236.

Setiawan, Bramianto, Pramulia, P., Kusmaharti, D., Juniarso, T., & Wardani, S. (2021). Peningkatan
Kompetensi Guru Sekolah Dasar Dalam Pengembangan Media Pembelajaran Daring di SDN
Margorejo | Kota Surabaya Provinsi Jawa Timur. Manggali, 1(1), 46-57.

Setiawan, Bramianto, Rachmadtullah, R., & lasha, V. (2020). Problem-Solving Method: The
Effectiveness of The Pre-service Elementary Education Teacher Activeness in The Concept of
Physics Content. Jurnal Basicedu, 4(4), 1074-1083.

Setyosari, P. (2013). Metode Penelitian Pendidikan & Pengembangan. Jakarta: Pranada Media.

Simkova, M. (2014). Using Of Computer Games In Supporting Education. Procedia - Social and
Behavioral Sciences, 141, 1224-1227. https://doi.org/10.1016/j.sbspro.2014.05.210

Siregar, E. (2014). Teori Belajar Pembelajaran (Jamludin). Bogor: Galia Indonesia.

Sitepu, B. . (2015). Penulisan Buku Teks Pelajaran.

Smaldino, S. E., Lowther, D. L., & Russel, J. D. (2011). Intructional Technology & Media For Learning
(Teknologi Pembelajaran dan Media untuk Belajar. Prenada Media.

Sudjana, N. (2017). Penilaian Hasil Proses Belajar Mengajar. Bandung: PT. Remaja Rosdakarya.

Sugiono. (2011). Metode Penelitian Kuantitatif dan R&D. Bandung: Alfabeta.

Syamsu Yusuf. (2011). Psikologi Perkembangan Anak & Remaja. Bandung: Rosda.

Syaodih, N. (2010). Penelitian dan Pengembangan. Bandung: Remaja Rosdakarya.

Tarbiyah, F., & Kendari, 1. (2018). 2018. (2), 164-181.

Taringan H.G. (2009). Menulis sebagai Suatu Keterampilan Berbahasa. Bandung: Angkasa.

Thevenin, B. (2020). Dark Ride: Disneyland. Using educational games for critical media literacy
education. Journal of Media Literacy Education, 12(1), 100-122. https://doi.org/10.23860/jmle-
2020-12-1-8

Upton, P. (2012). Psikologi Perkembangan. Jakarta: Erlangga.

van Alten, D. C. D., Phielix, C., Janssen, J., & Kester, L. (2020). Self-regulated learning support in
flipped learning videos enhances learning outcomes. Computers and Education, 158(August),
104000. https://doi.org/10.1016/j.compedu.2020.104000

Vera, A. (2018). Metode Mengajar Anak di Luar Kelas (Outdoor Study) (Coky, ed.). Jogjakarta.

The Development of Monopoly Characters in Science Learning Materials with Environmental Inspections of Human Images to Improve Science
Learning Results in Grade V SD



International Journal of Multicultural and Multireligious Understanding (IJMMU) Vol. 8, No. 6, June 2021

Wahono, B., Lin, P. L., & Chang, C. Y. (2020). Evidence of STEM enactment effectiveness in Asian
student learning outcomes. International Journal of STEM Education, 7(1), 1-18.
https://doi.org/10.1186/s40594-020-00236-1

Wardani, P. S. (2020). The Effect of Problem Based Learning Instruction on Students Science Process
Skills in Physics. 465(Access 2020), 298-301. https://doi.org/10.2991/seadric-17.2017.28

Yetti, E., Yufiarti, Pramitasari, M., Suharti, lasha, V., & Setiawan, B. (2021). The Influence of Dance
Instructional Strategy and Teacher’s Pedagogy Competence on Classroom Climate. Elementary
Education Online, 20(1), 642—-650. https://doi.org/10.17051/ilkonline.2021.01.54

Copyrights
Copyright for this article is retained by the author(s), with first publication rights granted to the journal.

This is an open-access article distributed under the terms and conditions of the Creative Commons
Attribution license (http://creativecommons.org/licenses/by/4.0/).

The Development of Monopoly Characters in Science Learning Materials with Environmental Inspections of Human Images to Improve Science
Learning Results in Grade V SD



