
v 
Harry Khairul Fajrin, 2015 
PENGGUNAAN MEDIA VIDEO GAME THE SIMS DALAM MENINGKATKAN KETERAMPILAN MENULIS 
KALIMAT SEDERHANA BAHASA PRANCIS  
Universitas Pendidikan Indonesia | repository.upi.edu | perpustakaan.upi.edu 

DAFTAR ISI 

ABSTRAK  ......................................................................................................... i 

KATA PENGANTAR  ....................................................................................... ii 

UCAPAN TERIMA KASIH  ........................................................................... iii 

DAFTAR ISI  ...................................................................................................... v 

DAFTAR TABEL  ........................................................................................... viii 

DAFTAR GAMBAR  ........................................................................................ xi 

DAFTAR LAMPIRAN  .................................................................................... xii 

BAB 1 PENDAHULUAN 

1.1. Latar Belakang  ...................................................................................... 1 

1.2. Rumusan Masalah  ................................................................................. 3 

1.3. Tujuan Penelitian  .................................................................................. 3 

1.4. Manfaat Penelitian  ................................................................................ 3 

1.5. Asumsi  .................................................................................................. 4 

BAB II MEDIA PERMAINAN THE SIMS DALAM KETERAMPILAN 

MENULIS 

2.1. Media Pembelajaran............................................................................... 5 

2.1.1. Kriteria Media Pembelajaran  ...................................................... 6 

2.1.2. Nilai dan Kegunaan Media .......................................................... 7 

2.1.3. Manfaat Media Pembelajaran  ..................................................... 8 

2.2. Pengelompokan Media Pembelajaran  ................................................... 9 

2.3. Media Berbasis Komputer  ................................................................... 11 

2.4. Permainan  ............................................................................................ 11 

2.5. The Sims  ............................................................................................... 12 

2.6. Langkah dan Cara Bermain The Sims  .................................................. 13 

2.7. Keterampilan Menulis  .......................................................................... 14 

2.8. Pengertian Menulis  .............................................................................. 15 

2.8.1. Tujuan Menulis  .......................................................................... 17 

2.8.2. Fungsi Menulis  ........................................................................... 18 

2.8.3. Manfaat Menulis  ........................................................................ 18 



vi 
Harry Khairul Fajrin, 2015 
PENGGUNAAN MEDIA VIDEO GAME THE SIMS DALAM MENINGKATKAN KETERAMPILAN MENULIS 
KALIMAT SEDERHANA BAHASA PRANCIS  
Universitas Pendidikan Indonesia | repository.upi.edu | perpustakaan.upi.edu 

2.9. Penilaian Keterampilan Menulis  .......................................................... 19 

2.10. Pengertian Kalimat ............................................................................... 20 

2.11. Unsur-unsur Kalimat  ............................................................................ 21 

2.12. Jenis-jenis Kalimat  ............................................................................... 22 

2.13. Ciri-ciri Kalimat  ................................................................................... 22 

2.14. Kalimat Sederhana dalam Bahasa Perancis  ......................................... 23 

BAB III METODOLOGI PENELITIAN 

3.1. Metode dan Desain Penelitian  ............................................................. 25 

3.2. Subjek Penelitian  ................................................................................. 27 

3.3. Prosedur Penelitian  .............................................................................. 27 

3.4. Populasi Penelitian  ............................................................................... 30 

3.5. Sampel Penelitian ................................................................................. 30 

3.6. Definisi Operasional  ............................................................................ 30 

1. Penggunaan  .................................................................................... 30 

2. Media  ............................................................................................. 31 

3. Permainan The Sims  ....................................................................... 31 

4. Menulis Kalimat Sederhana Bahasa Perancis  ................................ 32 

3.7. Teknik Pengumpulan Data  ................................................................... 33 

3.7.1. Tes  .............................................................................................. 33 

3.7.2. Observasi  .................................................................................... 36 

3.7.3. Angket  ........................................................................................ 40 

3.8. Validitas  ............................................................................................... 42 

3.9. Teknik Pengolahan Data  ...................................................................... 42 

3.9.1. Teknik Kuantitatif  ...................................................................... 42 

3.9.2. Teknik Kualitatif  ........................................................................ 43 

BAB IV HASIL PENELITIAN 

4.1. Pra Pelaksanaan Tindakan Kelas  ......................................................... 44 

4.2. Pelaksanaan Tindakan Kelas 

4.2.1. Siklus 1 ..................................................................................... 45 

4.2.1.1.Perlakuan Pertama  ................................................................... 45 

4.2.1.2.Tes Kedua  ................................................................................ 48 



vii 
Harry Khairul Fajrin, 2015 
PENGGUNAAN MEDIA VIDEO GAME THE SIMS DALAM MENINGKATKAN KETERAMPILAN MENULIS 
KALIMAT SEDERHANA BAHASA PRANCIS  
Universitas Pendidikan Indonesia | repository.upi.edu | perpustakaan.upi.edu 

4.2.1.3.Analisis dan Refleksi Siklus 1  ................................................. 49 

4.2.1.4.Revisi dan Rencana Siklus 2  .................................................... 49 

4.2.2. Siklus 2 ..................................................................................... 50 

4.2.2.1.Perlakuan Kedua  ...................................................................... 50 

4.2.2.2.Tes Ketiga  ................................................................................ 52 

4.2.2.3.Analisis dan Refleksi Siklus 2  ................................................. 53 

4.2.2.4.Refleksi dan Evaluasi Siklus 2  ................................................. 53 

4.3. Lembar Observasi Aktivitas Siswa  ...................................................... 54 

4.4. Lembar Observasi Aktivitas Guru  ....................................................... 58 

4.5. Hasil Penilaian Keterampilan Menulis Kalimat Sederhana Bahasa 

Perancis 

4.5.1. Tes Pertama  .............................................................................. 78 

4.5.2. Tes Kedua  ................................................................................ 83 

4.5.3. Tes Ketiga  ................................................................................ 89 

4.5.4. Analisis Data Tes  ..................................................................... 94 

4.6. Perhitungan Hasil Data Angket  ........................................................... 97 

BAB V SIMPULAN DAN SARAN 

5.1. Simpulan  ............................................................................................. 113 

5.2. Saran  ................................................................................................... 115 


