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ABSTRAK

Ketrampilan Problem Solving sangat dibutuhkan pada abad 21 ini.
Mengaplikasikan Problem Solving membuat peserta didik mampu
untuk berpikir secara logika dan kritis. Materi IP address menjadi salah
satu materi esensial untuk dipelajari pada jurusan TKJ dan SIJA. Untuk
mengimplementasi problem sovling digunakan lah media pembelajaran
Role-Playing Games. Role-Playing Games dapat membuat materi IP
address dengan Ketrampilan Problem Solving seolah olah seperti
praktik dunia nyata. Penerapan IP address di dunia nyata dapat
dimengerti siswa dengan menggunakan Media Pembelajaran Role-
Playing Games dan sekaligus menggunakan Problem Solving oleh
Poyla dapat mengetahui dan meningkat keterampilan Problem Solving
peserta Didik. Penelitian ini menggunakan metode Research and
Development (R&D). Dengan Research Penelitan One-Group Pretest-
Postest. Media Pembelajaran Role-Playing Games oleh validasi ahli
menggunakan Rubrik Eric Gunter mendapatkan skor total 32,4 atau 81
% atau dalam rating scalenya “Bagus”. Penggunaan media
pembelajaran dalam menginkatkan kterampilan problem solving
mendapatkan rata-rata N-Gain sebesar 0,71 dengan kriteria “Tinggi”.
Lalu Tanggapan Peserta didik pada Media Pembelajaran mendapatkan
nilai 77 % dengan dengan kriteria “Sangat Baik”

Kata Kunci/Keywords: Role-Playing Games, Problem Solving Polya,
IP Address.
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ABSTRACT

Problem solving skills are needed in the 21st century. Applying
Problem Solving makes students able to think logically and critically.
IP address material is one of the essential materials to be learned in the
TKJ and SIJA majors. To implement problem solving, Role-Playing
Games learning media is used. Role-Playing Games can make IP
address material with Problem Solving Skills as if it were real world
practice. The application of IP addresses in the real world can be
understood by students using Role-Playing Games Learning Media and
at the same time using Problem Solving by Poyla can find out and
improve students' Problem Solving skills. This research uses the
Research and Development (R&D) method. With One-Group Pretest-
Postest Research. Learning Media Role-Playing Games by expert
validation using the Eric Gunter Rubric get a total score of 32.4 or 81%
or in the rating scale “Good”. The use of learning media in improving
problem solving skills gets an average N-Gain of 0.71 with “High”
criteria. Then the Learners' Response to Learning Media gets a score of
77% with the criteria “Very Good”.

Kata Kunci/Keywords: Role-Playing Games, Problem Solving Polya,
IP Address.
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