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ABSTRAK 

 

RANCANG BANGUN MEDIA BOARD GAMES PAPETRA DALAM 

UPAYA PENINGKATAN LITERASI BUDAYA PADA SISWA KELAS V 

SDN LEBAKGEDE 

SRI WULANDARI 

2106953 

Penelitian ini berjudul "Rancang Bangun Media Board Games PAPETRA dalam 

Upaya Peningkatan Literasi Budaya pada Siswa Kelas V SDN Lebakgede." Tujuan 

penelitian ini adalah mengembangkan, menilai kelayakan, dan mengukur respons 

pengguna terhadap Board Games PAPETRA sebagai media pembelajaran 

permainan tradisional. Menggunakan model pengembangan ADDIE, penelitian ini 

melalui tahap analisis kebutuhan, desain, pengembangan, implementasi, dan 

evaluasi. Hasil validasi dari ahli materi, media, dan bahasa menunjukkan bahwa 

media ini “sangat layak” digunakan. Implementasi di kelas V SDN Lebakgede 

mendapat respons positif dengan tingkat kepuasan 95,07%. Kesimpulan penelitian 

ini menunjukkan bahwa PAPETRA efektif dalam meningkatkan literasi budaya 

siswa, melatih keterampilan sosial, serta memberikan pengalaman belajar yang 

interaktif dan menyenangkan. 

Kata Kunci: Board Games PAPETRA, Literasi Budaya, Permainan Tradisional, 

Media Pembelajaran, Model ADDIE. 
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ABSTRACT 

 

DESIGN OF PAPETRA BOARD GAMES MEDIA IN AN EFFORT TO 

IMPROVE CULTURAL LITERACY IN GRADE V STUDENTS OF SDN 

LEBAKGEDE 

SRI WULANDARI 

2106953 

This research is entitled “Designing PAPETRA Board Games Media in an Effort 

to Increase Cultural Literacy in Grade V Students of SDN Lebakgede.” The purpose 

of this research is to develop, assess the feasibility, and measure user response to 

PAPETRA Board Games as a traditional game learning media. Using the ADDIE 

development model, this research went through the stages of needs analysis, design, 

development, implementation, and evaluation. The validation results from material, 

media, and language experts show that this media is “very feasible” to use. The 

implementation in the fifth grade of SDN Lebakgede received a positive response 

with a satisfaction level of 95.07%. The conclusion of this study shows that 

PAPETRA is effective in improving students' cultural literacy, training social skills, 

and providing an interactive and fun learning experience. 

Keywords: PAPETRA Board Games, Cultural Literacy, Traditional Games, 

Learning Media, ADDIE Model. 
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