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Abstract

Fun Adventure game media is one of the learning media containing a set of board game with
questions cards related to Fungi material. The game designed as students adventured in the kingdom
of fungi, hence that the learning activities can be more fun and meaningful. This research was aimed
to describe the effectivity of fun adventure game media to increase the cognitive learning outcomes of
the students on the fungi material for grade X of senior high school. This Fun Adventure game media
had been developed based on the ASSURE method (Analyze Learner, State Objectives, Select Media
and Materials, Utilize Media and Materials, Require Learner Performance and Evaluate and Revise).
The effectiveness trial of the valid media was conducted on 15 students of grade X MIA 2 SMAN 1
Sidayu Gresik in March 2018. The effectiveness of the Fun Adventure game media in terms of
learning outcomes of students with value of gain score was 0.73 (category highly increasing) with the
overall indicator completed, and in terms of student responses with the percentage of 97.78% of
students gave positive respons to the Fun Adventure game media. Based on these data, it can be
concluded that Fun Adventure game media was effective to increase the cognitive learning outcomes
of students.
Key words: effectiveness, Fun Adventure game media, cognitive learning outcomes, fungi

material.

INTRODUCTION

In this twentieth century, education in Indonesia
faced a variety of challenges that require a paradigm
shift of education that was originally teaching oriented
into learning, and teacher centered into a student
centered, where the teacher acts as a facilitator and as a
partner in learning (Harsono, 2008). Therefore, students
were subject to actively seek, process, construct, and use
knowledge. Students are also required to be proficient in
thinking and learning. Skills in question include high-
level thinking skills or Higher Order Thinking Skill
(HOTS) (Humasah and Setyaningrum, 2013).

High-level thinking skills should be used in a
learning approach, both for teaching and learning in the
classroom and in the learning evaluations because it
contains the elements of analyzing, evaluating, creating,
and solving problem. With a high level of thinking, the
student's cognitive abilities are strongly involved in
various subject matter including on the subject matter of
fungi (Nasution, 1989).

The fungi material was one of the materials listed
in the 2013 curriculum of Basic Competence 3.7 which
grouped fungi based on the characteristics, the way of
reproduction, and linked its role in the life that is taught
to grade X high school students. Based on the results of
interview on grade X students of SMAN 1 Sidayu
Gresik, most of them revealed that they were less
interested in the fungi material, because it included quite
a lot of subject matter, such as classification of fungi and
the role and life cycle. A lot of coverage materials made
students difficult for understanding the fungi material.
Furthermore, with  monotonous  learning  process,
students finally will be fast saturated and bored to follow
the learning process. It can be challenged for teachers to
create a interested learning (Sriwahyuni and Mardono,
2016).

Based on the results of interview on the biology
teacher of grade X of SMAN 1 Sidayu Gresik, the
learning of fungi material is done by using the
powerpoint slide media and a handbook. However, not
all materials can be explained using verbal sentences
including fungi material because some students appear
less active and feel saturated quickly in the learning
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process. It affected the acquisition of post-test results
and daily test that was less satisfactory and most have
not reached the maximum completeness criteria that
established by the school. The mastery of fungi concepts
of students showed a level of knowledge that did not
store in long-term memory. It causes students to
underestimate the fungi material. As a result, when
learning is done, a week later, the student had forgotten
when asked about the classification of fungi and about
the life cycle. The material was less meaningful for
students, will not be stored in long-term memory and
easy for gotten by the students (Saguni, 2006).

Based on the facts, it was necessary to improve the
thinking ways of students about biology learning,
especially fungi material. The learning, that tends to
memorize, should be packaged in a science process
activity that involved student's high-order thinking
skills. It can affect the improvement of learning
outcomes. Therefore, to help students easy in learning
fungi material, students need to learn high-level thinking
through the use of instructional media in the form of
games that it can live up the classroom atmosphere. It
can encourage students to be actively involved in the
learning process (Maharsari et al., 2009).

Fun Adventure game media was very suitable for
learning fungi material. The game media had been valid
based on its validity assessment by experts. The game
designed as students adventured in the kingdom of
fungi. It caused the learning activities can be more fun
and meaningful. On each question card and board game,
all of them contained fungi content and real pictures of
fungi. Hence, while played, the students' memory will
also record what they seen and learned during played the
game. It made fungi material that includes material with
such a lot of content, can be slowly received by the
minds of students in a fun way. In addition, every
question in Fun Adventure game media was mostly
designed to stimulate students to analyze, evaluate, and
create ideas in solving a problem around the fungus in
life. It was expected to improve their cognitive learning
outcomes on the fungi material through high-level
thinking skills performed. In the Fun Adventure game,
students were required to be able to answer questions on
the question cards that students get when playing.
Hence, there was a match academic that created
competence between individuals to win the game in a
sporty manner. It can trigger the spirit of students in
improving learning achievement because
students will compete to be the best in its class (Ibrahim,
2000).

Therefore, this study aimed to describe the
effectivity of fun adventure game media that can

increase the cognitive learning outcomes of students on
fungi material for grade X of senior high school.

METHOD

This Fun Adventure game media had been
developed based on the ASSURE method (Analyze
Learner, State Objectives, Select Media and Materials,
Utilize Media and Materials, Require Learner
Performance and Evaluate and Revise). The
effectiveness trial of the valid media was conducted on
15 students of grade X MIA 2 SMAN 1 Sidayu Gresik
in March 2018. Before testing, Fun Adventure game
media had been validated by three validators. Validation
results were expressed in very valid categories. The data
were collected by using learning result test method and
questionnaire method. The assessment instrument used
the pre-test and post-test sheets and the repsonse
questionnaire.

The student learning outcomes were obtained from
the pre-test and post-test on the knowledge aspect. It
was compared with the minimum completeness standard
that the school set for the biology subject, which was >
75. The learning outcomes were analyzed into gain score
with the following formula (Hake, 1999):

_ % (Sf)= % (Si)
T 100-% (Si)

Information:

g . Gain

% (Si) : Percentage of pre-test score
% (Sf): Percentage of pos-ttest score
100 : Maximum score

The gain score obtained was interpreted using the
gain score criteria table (Table 1) to determine the
improvement of student learning outcomes.

Table 1. Gain Score level criteria (Hake, 1999)
G Category

0,70< g <100 High / Highly Effective
0,30< g<0,70 Medium / Quite Effective
0,00< g <0,30 Low / Not Effective

The Fun Adventure game media can be expressed
as having an increase in learning outcomes effectively if
the gain score had > 0.31.

From the data of pre-test and post-test results, it
can be seen the percentage of completeness of
indicators. It was calculated by using the following
formula.
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_ Y. Completed Student

i = 0
Completeness of Indicator Sallofstudent < 100%

The results of percentage analysis of the
completeness of indicators were then interpreted by the
scores of the indicators (Table 2).

Table 2. Criteria Interpretation of the percentage of the

completeness learning outcomes (Riduwan
dan Sunarto, 2013)

Percentage Range (%) Category
0<k<20 Not good
21 <k< 40 Amateurish
41<k< 60 Pretty good
61 <k< 80 Good
81 <k<100 Very Good

Based on Criteria interpretation of the scores of the
indicators, the indicator was considered to be very good
if the completeness score percentage of students'
learning outcomeshad > 81%.

The response analysis data of the students on the
response sheet contained the questions with the choice
of "Yes" or "No" answers. The percentage of students'
responses to Fun Adventure game media can be
determined by using the equation as follows:

, "Yes" d of student
Student's responses=2—es-answered of students 4 55,
Y: all of student

Values were obtained then interpreted using the
criterion of student score response scores (Table 3).

Table 3. Criteria Interpretation of Student Response
(Riduwan dan Sunarto, 2013)

Percentage Range (%) Category
0-20 Not Effective
21-40 Less Effective
41-60 Effective Enough
61-80 Effective
81-100 Very Effective

Based on the result of questionnaire of student
response obtained, it can be concluded that Fun
Adventure game media is effectively applied in the
learning based on observation of student response when
obtaining percentage of > 61% with effective and very
effective interpretation.

RESULTS AND DISCUSSION
Research result

Fun Adventure game media consist of a board
games and many question cards about the fungi material.
It designed as students adventured in the kingdom of

fungi. Every question in Fun Adventure game media
was mostly designed to stimulate the students to
analyze, evaluate, and create ideas in solving a problem
around the fungus in life. Hence, it was expected that
Fun Adventure game media was effective to improve
their cognitive learning outcomes on the fungi material
through high-level thinking skills performed.

The effectiveness of Fun Adventure game media
was assessed based on students' cognitive learning
outcomes with pre-test and post-test, as well as from
student responses were filled by students on student
response questionnaire.

On the pre-test and post-test sheets, each consists
of four multiple choice questions and four description
questions. The results of pre-test and post-test were used
to measure the improvement of students' cognitive
learning outcomes after learning activities using Fun
Adventure game media. The recapitulation of data on
the improvement of student learning outcomes was
presented in Table 4.

Table 4. Recapitulation of Data Improving Student
Learning Outcomes with Gain Score

Stu- Pre-test Post-test Gain Cate-
Cate- Cate-
dent  Value Value Score gory
gory gory
1 26.32 IC 84.21 C 0.76 High
21 21.05 IC 73.68 IC 0.67 Medium
3n 57.89 IC 94.74 C 0.88 High
4t 21.05 IC 84.21 C 0.8 High
5" 31.58 IC 94.74 C 0.92 High
6" 73.68 IC 84.21 C 0.4 Medium
7" 52.63 IC 78.95 C 0.56 Medium
gh 36.84 IC 94,74 C 0.92 High
9n 84.21 C 97.37 C 0.83 High
10" 2631 IC 81.58 C 0.75 High
1™ 21,05 IC 71.05 IC 0,63 Medium
1248 42.1 IC 76.31 C 0.59 Medium
13" 42.1 IC 78.95 C 0.64 Medium
14" 5263 IC 86.84 C 0.72 High
15" 3158 IC 84.21 C 0.77 High
Averange 0.73 High
Maximum Completeness Criteria =75
C = Complete
IC = Incomplete

Information of Gain Score:

0,70< g <100 High/ Very Effective
0.30< g<0.70 Medium / Effective Enough
0.00< g <0.30 Low / Not Effective

Based on the data recapitulation of the student
learning outcomes which obtain 'gain score' in Table 4,
it obtained the average gain score of 0.73, included in
the high category. This can be interpreted that the
average student experience a high increase of the
learning outcomes after implementing the learning
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process using the media game 'Fun Adventure' on fungi
material. The learning outcomes can be declared that
complete if the value had > 75.

In addition to the data value of students from the
pre-test and post-test results, the percentage of
completeness in each indicator can also be seen. The
purpose of evaluating the indicators was to knowing
what indicators had been and had not been achieved by
the students. Table 5 presented the completeness of each
indicator based on pre-test and post-test results.

Table 5. Completed Indicator Based on Pre-test and
Post-test Results

Pre-test Post-test
Num- Indicator comp- ot COMPT e
ber letenes or leteness or
s (%) gory (%) gory
1 Identifies
organisms that
belong to the Very

60 Enough 86.67

fungi kingdom Good
by several
images
2 Describe the
structure of the Not Very
fungus by the % Good £3-R Good
image
3 Group fungus
based on the
special very Very
- 40 Not 86.67
characteristics of Good
Good
each group of
fungi
4
fS:)nrt ltjksle stages of Very
- rgo o ction b 3333 Not 7333 Good
. P Y Good
image
5 Consider proper
effortina
problem Not
. . 70.
involving the %0 Good - B
role of lichen or
mycorrhiza
6 Make proposed
efforts to prevent Not Very
4 1
harmful fungus 8 Good 00 Good
contamination
7 Analyze the
influence of one
factor on Very
fermentation 3333 Not gris VY
Good
process to Good
fermented
product
8 Analyze the Very
conditions of 17.78 Not 74.44 Good
living fungi Good
Averange 41.97 84.13
Category Not Good Good

Information of Completeness (c) (%):

0<c<20 : Not Good
21<c< 40 : Less Good
41<c< 60 : Good Enough
61<c< 80 : Good

81 <c<100 : Very Good

Based on Table 5, it showed that each indicator
increased in the percentage of mastery from pre-test to
post-test. The average percentage of overall
completeness of the indicators was 41.97% (the category
was not good) based on the pre-test result. After doing
the learning using Fun Adventure game media, the
average percentage of the completeness of all indicators
based on post-test result has increased. That was equal
to 84.13% (the category was good).

The effectiveness of game media was also
reviewed from student questionnaire results after using
Fun Adventure game media. Data from the
recapitulation of student response questionnaire can be
seen in Table 6.

Table 6. Recapitulation of Student Response Data
Result After Using Media of Fun Adventure
Game on Fungi Material

The
Number of  Percentage
Num Statement student’s of “Yes”
“ber answered answered
T vae NA %
Yes No (%0)
1 Design of Fun Advent
esign of Fun Adventure 15 0 100

game media is interest

2 The rules of playing in Fun
Adventure game media are 15 0 100
easy to understand

3 The formulation of the
sentence on the question card

A 15 0 100
is clear and easy to
understand
4 Explanation of the concept of
the material in the answer 15 0 100

card is clear and easy to
understand

5 The pictures that exist in the
game media Fun Adventure 14 1 93.33
are interest

6 Fun Adventure game activity

. . o 14 1 93.33
is a fun learning activity

7 Fun Adventure games can
help students gain some new 15 0 100
knowledge about fungis

8 Fun Adventure game
activities can help students to
practice critical thinking
about fungis

14 1 93.33

9 Fun Adventure games make 15 0 100
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The
Number of  Percentage
Num Staternent student’s of “Yes”
-ber answered answered
Yes No %)
students more easily
understand the fungi material
Averange 97.78
Very
Category Effective

Information of Score (%0):
0-20 : Not Effective
21-40 : Less Effective
41-60 : Effective Enough

Based on the results of the data recapitulation
questionnaire response students, obtained data that the
students provide a positive response to the media game
Fun Adventure. It was based on a percentage gain of
97.78% (The category was very effective).

61-80 : Effective
81-100 :Very Effective

Discussion

Fun Adventure game media was declared effective
if it can improve the students' cognitive learning
outcomes. It measured based on the results of pre-test
and post-test as well as student responses.

According to research in biology learning was
conducted by Darma et al. (2014), the measurement of
the averange pre-test and post-test differences aimed to
compare how much the percentage increase in value
from before and after the treatment. Hence, the Fun
Adventure game media was expected to help improve
the students' learning outcomes in fungi material in
grade X of senior high school.

Based on data of students' cognitive learning
outcomes obtained from pre-test and post-test values
(Table 4), the percentage of students completed was
13.33% at the time of pre-test. The low threshold during
the pre-test due to the students' ability to think more
critically about the fungi material was low. Hence,
students were less able to answer the questions
contained on the pre-test sheet. But after doing the
learning  using Fun  Adventure game  media, the
cognitive learning outcome of students had
increased. This was because the game media can provide
opportunities for students to learn with stimulus in a fun
situation. Hence, it can solidify the concept of material
that had been taught before the evaluation test
(Ningtyas, 2006). This was evidenced by the increasing
percentage of students who completed at the post-test.
that is equal to 86.67 %.

The completeness was based on the standard value
of maximum completeness criteria of Biology subjects
in SMA Negeri 1 Sidayu Gresik, students are said to be

complete when obtaining value > 75.There were two
students whose post-testscore is still below the value of
maximum completeness criteria were the second student
and eleventh students. In the game, the second student
acted as one of players, while the eleventh student acted
as a judge.

The incompleteness of the post-test learning result
by second student was caused by the activeless factor of
the student in game group. The student did not enforce
the rules of the game (to respond, or criticize the other
player's answered). In addition, the second student tend
to be often wrong in answering questions on the
question cards. This can be caused by the lack of ability
of students in understanding the fungi material. Hence,
students were less able to answer questions both at the
time of the game and on the post-test sheet. Other
factors can be caused because the game media was not
in accordance with the student learning style. although
involved in a game, It made she still less able to actively
engage and understand the fungi material well. It was
because students tend to prefer his own learning style
more appropriate with himself. This was in accordance
with Rohwati (2012) which said that not all students
were able to learn by using other learning media such as
game media.

The incompleteness of the post-test learning result
by the eleventh student was caused by a lack of students
in practicing answering questions during the game. This
happens because the eleventh student acted as a judge,
where the judge's jobs were to take the question card
when the player stoped on a box, picks up an answer
card to make sure the player answers the question
correctly, picked up a penalty card when the player can
not answered the question correctly, and record the
game results in the game notebook. Actually, the judge
can still gain an understanding of the fungi material
because she followed and noted the concept conclusions
of the answers to questions obtained by other
participants, but the judge was not accustomed to answer
these questions directly. The judge was lacking practice
in managing his thinking ability, so the information
processed in his memory is less meaningful. This was
consistent with Throndike's behavioristic theory that
practice is a key to learning success. If the exercise is
often done, it will become a habit. Hence, if the students
want to understand a teaching material, they should
practice repeatedly (Nursalim et.al, 2007).

From the post-test and pre-test result, the
improvement of student learning outcomes can be
known by gain score method. The result of the gain
score calculation was presented in Table 3 which
showed that the average of Gain scorewas 0.73. It
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included in the high category. It showed that the average
student experienced a significant improvement of
learning result between before and after doing fungi
learning activity using Fun Adventure game media. The
high increased in the percentage of learning outcomes
from pre-testand post-testshowed that Fun Adventure
game media can improve the students' learning
outcomes. It caused in playing the Fun Adventure game
media, students were required to think logically and
critically in analyzing the answers of questions that
students get when playing. This is consistent with Cheng
and Chung's (2012) that learning media using games can
improve student learning outcomes especially games
that require logical reasoning.

Based on the data presented in Table 5, it can be
seen that there was the increasing of completeness on
each indicator based on the learning outcomes measured
by pre-test and post-test. The completeness of indicators
at the pre-test, all indicators got percentage of results <
60 that included in the very not good, not good, and
good enough categories. While based on post-test
learning results, the completeness of all indicators got
percentage of results > 70 that included in the good and
very good category. This showed that after doing the
Fun Adventure game, students had been able to manage
their cognitive capability and they able to solve a
problem related to the fungi material. According to
Irawan et al. (2015), the cognitive processes can be
applied in educational game as a characteristic that can
help students to have some other skills like organizating
and critical and divergent thinking. Through the Fun
Adventure game media, students be able to associate
their initial knowledge with new knowledge gained in
Fun Adventure games. So they were helped in doing
post-testproblems easily. With some questions on Fun
Adventure game media, students were stimulated to
think more critical to propose ideas and to make ideas
for solving a problem.

The first indicator, namely “identifying organisms
belonging to the fungi kingdom by several drawings”,
showed an increase of 60% of pre-test percentages
(sufficient category) to 86.67% (very good category) in
post-test. It was because while using the media game
'Fun Adventure', many students were faced with pictures
of fungi on the board game. Students were required to
guess the name of the group from the representatives of
the fungus image based on the identification of the
characteristics that exist. Hence, students can finally
understand and be able to identify which organisms
belong to the fungi kingdom or that was not included
through the images available in the post-test questions.
More often the students identified through the image,

they will caninculcate the material longer in their
memory (Susanto, 2009).

The second indicator, namely “describing the fungi
structure by the images”, showed an increase from the
53.33% pre-test percentage (included in the bad
category) to 93.33% in the post-test (included in the
very good category). It was because during the use of
Fun Adventure game media, students are required to
describe the fungi structure on the image when stopping
on one of the columns. Hence, students can mention the
group of fungi as a requisite to be able to open the
question card. In addition, in the question cards, there
are four questions that discuss about the structure of
fungi. It is based on the observation, that question cards
also often opened or through by the player. Hence, it
often answered and discussed repeatedly during the
game. Santrock (2010) said that repetition (rehearsal)
over time will retain longer information in memory.

The third indicator, namely “grouping fungi based
on the special characteristics of each group of fungi”,
showed an increase of the percentage of pre-test by 40%
(in the very not good category) increasing to 86.67% in
post-test(included in very good category). It was
because during the use of Fun Adventure game media,
students are required to be able to name the group of
fungi based on the special characteristics of the fungi
group on each picture where it stopped in each box.
Hence, students will repeatedly pass through the stage
and finally they can use the knowledge which they had
to answer questions related to the classification of fungi
based on the special characteristics of the fungus. It was
in accordance with the opinion of Woolfolk (1995), that
a knowledge should be taught step by step to form the
expected final knowledge. It caused at each stage,
students will have the opportunity to gain reinforcement
of information that was in their capabilities and
developed their ability in the direction of new
knowledge.

The fourth indicator, namely “sorting the stages of
fungus reproduction based on the picture”, showed an
increase of pre-test percentage of 33.33% (very bad
category) to 73.33% in post-test (good category). It was
because during used the Fun Adventure game media,
there was a question in the question card that stimulated
students to be able to understand the concept of fungi
reproduction. In the matter, students were asked to
analyze why in a group of fungi, the cariogamous stage
did not occur immediately after plasmogami. However,
the question of the reproductive phases was limited.
Hence, the improvement of the completeness of the
indicators at post-test was not too high. According to
Slavin (1994), to improve the thinking ability, students
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should be required more practice with different types of
questions because the more different types of problems
are solved, the more students will practice thinking to
solve the problem.

The fifth indicator namely “considering the right
effort in a problem involving the role of lichen or
mycorrhiza”, showed an increase of 50% pre-test
percentage (the bad category) to 70.83% in post-test
(included in good category). It was because during used
the Fun Adventure game media, there were questions in
the question card that stimulate students to be able to
create or propose an idea about the problems that occur
in the surrounding environment associated with the
existence of mycorrhizal or lichen. There were also
questions that asked students to make a prediction about
the role of mycorrhizal or lichen involvement in its
application in life. However, the percentage
improvement of indicator was not too high. The
questions in the test provided an opportunity for students
to propose or consider the efforts they deem appropriate
in dealing with a problem involving the role of lichen or
mycorrhiza. Most students did not understand the
concept in terms of the positive and negative roles of the
liken or the mycorrhiza. Hence, it made the students
tend to be less precise in considering the effort in the
case of the question. To be able to propose an idea or
attempt to deal with a particular problem, students
needed to identify and analyze problems presented from
different sides and points of view to produce alternative
solutions (Sanchez et al., 2008).

The sixth indicator namely “making a proposed
effort to prevent harmful fungal contamination”, showed
an increase of the 48% pre-testpercentage (the bad
category) becomes 100% in the post-test(included in the
very category). It was because during the use of Fun
Adventure game media, there were problems that
stimulate students to be able to give suggestions in
handling cases of fungal infections to other organisms.
In addition, there were also other problems that
stimulate students to think analysis of the conditions that
support the growth of fungi. Hence, that students can
organize their way of thinking and able to provide
suggestions for prevention of fungal contamination in
cases we often encounter in everyday life . This was in
accordance with Slavin’s opinion (1994) that one of the
keys to teaching problem solving is to provide authentic
problems and arouse students' interest, because it will be
an important role in the thinking result.

The seventh indicator, namely “analyzing the
influence of one factor in the fermentation process to the
fermented product”, showed an increase of pre-test
percentage of 33.33% (the category was not very good)

increased to 87.78% in post-test (included in very good
category). It was because during the use of Fun
Adventure game media, students were trained to analyze
the influence of several factors in the fermentation
process involving the role of fungi by the problems
contained in the numbers of questions. Based on the
record traces of the game, that question cards also often
opened or through by the player. Hence, it often
answered and discussed repeatedly during the game.
Each of these questionsare presented in tables, graphs,
and case studies. These presentation forms were an
effective means for presenting and describing important
components in a problem that will be analyzed (Slavin,
1994). In analyzing a problem, the student was able to
recognize and distinguish the causal factor and the effect
of the problem by relating the known aspects and
variables (Anderson and Krathwohl, 2001). Thus, at the
post-test, the average answered of students is correctly
and the completeness indicator on the number increased
very well.

The eighth indicator, namely “analyzing the living
conditions of fungi”’, showed increase of the pre-
testpercentage of 17.78% (very not good category), rised
to 74.44% in the post-test (included in enough category).
It was because the most student initially only knows that
the fungus lives in a humid place, but they did not
develop the analytical ability of the condition. In the
question cards of Fun Adventure game media, questions
were presented that stimulated students to analyze the
conditions appropriate for growth, how fungi adapted to
unfavorable habitats. That question cards also often
opened or through by the player. Hence, it often
answered and discussed repeatedly during the game. It
was caused students will be able to understand a
teaching material to understand if practicing to analyze a
problem repeatedly (Nursalim et al., 2007). Thus, at the
post-test, the average answered of students is correctly
and the completeness indicator on the number increased
to be good.

In addition to using data to improve student
learning outcomes, the effectiveness of Fun Adventure
game media was reviewed based on the results of
student responses obtained by a questionnaire
method.That was distributed to 15 students who have
conducted learning activities using Fun Adventure game
media that tested. The student response questionnaire
consisted of nine questions. Based on Table 6, the
average data on the percentage of student responses that
answered "Yes" was 97.78% and included in the
category very effective. Based on the recapitulation of
student questionnaire results, there were six questions
got the percentage of maximum positive response value
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of 100% and there were three questions get the
percentage of positive responses that are less than the
maximum, which was 93.33%.

The appearance of the media game Fun Adventure
design got maximum response value. It was because of
suggestions and input validator had been used to
improve the appearance of Fun Adventure game media.
So, it was worthy to be tried. Question items about the
ease to understand the rules of playing of the game
media Fun Adventure, got the maximum response value.
It was because the game rules in the manual have been
described clearly, detail, and coherently so easily
understood by the students and greatly assisted students
in operating the Fun Adventure game media. The
clearness of game rules can support the achievement of
the game's objectives (Sadiman et.al., 2010).

The question items on the clarity and ease for
understanding the formulation of questionnaires on the
question cards and the elaboration of the material on the
answer cards, got the maximum response value. It was
because the order of sentence and the use of language
had been adjusted with the general guideline for bahasa.
Hence, it was not difficult to understand and did not
contain multiple interpretations. A good learning media
had a clear sentence structure, understandable, did not
lead to multiple interpretations and in accordance with
the level of thinking of students (Depdiknas, 2008).

The question items about whether or not a new
knowledge about fungi obtained by the students, got
maximum response value. It was because the fungi
content presented in Fun Adventure game media, both
presented on the question card and the answer card. Not
only based on theoretical study about the fungi material,
but also most authentic issues and stimulate students to
think more critically. Hence, much new knowledge
gained by students after using Fun Adventure game
media. Question items about the ease of understanding
the fungi material by using the game media Fun
Adventure, got the maximum response value. It was
because the fungi material presented in Fun Adventure
game media had been adjusted to the indicators and
learning objectives achieved and packaged in an easy
ways to understand the explanation. Hence, that students
felt more easy to understand the material of fungi
through the Fun Adventure game media. This was in
accordance with the statement of Salirawati (2012), that
one of the requirements of good media used a clear
statement of questions in order to be easily understood.

The item about whether or not the drawings
contained in Fun Adventure game media got a positive
response of 93.33%. It need for the use of interesting
images in the media, because it can generate interest and

bring psychological influences on students in the
learning process using the media (Arsyad, 2014).

Items about fun or not learning activities of fungi
materials using Fun Adventure game media, and can or
not playing activity of Fun Adventure games help
students to practice critical thinking about fungi, each
item got a positive response rate of 93.33%. The item
was not getting the maximum score because some
students who gave negative responses are less actively
involved in the game Fun Adventure. This can be
overcome by the role of teachers as educators. Teachers
should be able to manage student activities during the
learning process using the Fun Adventure media
game. Mukaromah et al. (2014) explained that every
learning activity, teachers should create learning
conditions as possible. Hence, that students can enjoy
the learning condition that was created by the teacher
and the purpose oflearning was achieved.

CLOSING

Conclusion

Based on data acquisition in this development
research, it can be concluded that the development of
Fun Adventure game media of fungi material was
declared very effective based on the cognitive learning
outcome of students and the positive response result
from the students.

Suggestion

Suggestion given related to this research was the
rotation of roles (between judges and players). Hence,
all of the students can better practice in processing their
thinking abilities.

ACKNOWLEDGEMENT

Researcher would like to thank the validators who
had provided many suggestions and correction for
improvement during the preparation of this game media,
as well as to the teachers of biology subjects of SMAN 1
Sidayu Gresik who had provided assistance for the
smooth of data collection, and all grade X students MIA
2 SMA Negeri 1 Sidayu Gresik.

REFERENCES

Anderson, L.W., Krathwohl, D.R. 2001. A Taxonomy for
Learning, Teaching, and Assesing: A Revision of
Bloom’s Taxonomy of Educatioanl Objectives.
New York: Addison Wesley Longman, Inc.

Arsyad, A. 2014. Media Pembelajaran Edisi Revisi.
Jakarta: PT Raja Grafindo Persada.

Aoda Rudanillah, dkk: The Effectiveness of Fun Adventure Game Media 431



Vol. 7 No.2
Mei 2018

BioEdwvu

Berkala Ilmiah Pendidikan Biologi

ISSN: 2302-9528  http:/ /ejournal.unesa.ac.id/index.php/bioedu

Cheng, H.C. and Chung, H.S. 2012. “A Game-Based
LearningSystem for Improving Student’s Learning
Effectiveness in System Analysis Course”.
Procedia — Social and Behavioral Sciences, 31: pp
669-675.

Darma, O., Waluyo, J., dan Pujiastuti. 2014. “Pengaruh
Pembelajaran Biologi melalui Metode Permainan
dengan Media Kartu Kwartet terhadap Keaktifan
dan Hasil Belajar Siswa Kelas VII SMP Negeri 13
Kabupaten Jember Tahun Ajaran 2012/2013”.
Jurnal Teknik Pendidikan. Vol.3, No.1, hal.89-98.

Depdiknas. 2008. Panduan Pengembangan Bahan Ajar.
Jakarta: Departemen Pendidikan Nasional.

Fikriyah, Aida. 2013. “Media Permainan Edukatif Sea
Adventure Pada Materi Kingdom Animalia Untuk
Siswa Kelas X SMA”. E-Jurnal Universitas Negeri
Surabaya, 20(1):119-122.

Hake, R.R. 1999. Analyzing Change/ Gain Score,
(Online),(http://www.physic.indiana.edu/~sdi/Anal
yzingChange-Gain.pdf) diunduh 20 November
2016.

Harsono. 2008. “Student Centered Learning di
Perguruan tinggi”. Jurnal pendidikan kedokteran
dan profesi kesehatan Indonesia, 3: 1-5.

Humasah and Setyaningrum, Y. 2013. Desain
Pembelajaran Berbasis Pencapaian Kompetensi.
Jakarta: Prestasi Pustaka.

Ibrahim, M. 2000. Pembelajaran Kooperatif. University
Press. Surabaya.

Irawan, E., A. Rosidah, and S. Adiputra. 2015.
“Pengembangan Teknik Permainan dalam Layanan
Bimbingan Kelompok untuk  Meningkatkan
Penyesuaian Diri Siswa”. Jurnal Program Studi
Bimbingan Konseling STKIP Muhammadiyah
Pringsewu Lampung.Vol.1 No.1. Hal 13-22.

Mabharsari, A.P., Hadi, P., Herlina, F., Novita, K.I. 2009.
“Penerapan  Berbagai  Tipe = Pembelajaran
Kooperatif Pada Pembelajaran Biologi Untuk
Meningkatkan Kemampuan Berpikir Kritis Dan
Hasil Belajar Siswa Di SMA Sejahtera Surabaya”.

Mukaromah, M., Sugiharto, S., dan Sulistyo, S. 2014.
“Efektivitas Pemberian Problem Posing pada
Model Pembelajaran TGT (Teams Games
Tournaments) terhadap Hasil Belajar Kimia pada
Materi Pokok Kelarutan dan Hasil Kali Kelarutan
Kelas XI Semester 2 SMA Negeri 4 Surakarta
Tahun Pelajaran 2013/2014”. Jurnal Pendidikan
Kimia.Vol.3, No.4, hal 41-50.

Nasution, S. 1989. Kurikulum dan Pengajaran. Jakarta:
Bina aksara.

Ningtyas, Dwi Sasmita. 2006. Pengembangaan Kaartu
Kwartet sebagai Alat Pemantapan dalam
Pembelajaraan Biologi Materi Endokrin System

untuk Kelas XI  SMA.  Skripsi. Tidak
dipublikasikan. Surabaya: Universitas Negeri
Surabaya.

Nursalim, M., Satiningsih, Hariastuti, R.T., Savira, S.I.,
Budiani, M.S. 2007. Psikologi Pendidikan.
Surabaya: Unesa University Press.

Riduwan dan Sunarto. 2013. Pengantar Stastiktika untuk
Penelitian Pendidikan, Sosial, Ekonomi,
Komunikasi, dan Bisnis. Bandung: Alfabeta.

Rohwati, M. 2012. “Penggunaan Education Game untuk
Meningkatkan Hasil Belajar IPA Biologi Konsep
Klasifikasi Makhluk Hidup”. Jurnal Pendidikan
IPA Indonesia. Vol.1, No.1., hal 75-81.

Sadiman, A., Rahardjo, R. Haryono, A., Rahardjito.
2010. Media Pendidikan: Pengertian,
Pengembangan, dan Pemanfaatannya. Jakarta:
Rajawali Pers.

Saguni, Fatimah. 2006. “Prinsip-Prinsip Kogpnitif
Pembelajaran Multimedia: Peran Modality dan
Contiguity Terhadap Peningkatan Hasil Belajar”.
Jurnal Insan. Vol.8 (3); 147-157.

Salirawati, D. 2012. Pentingnya Penenrapan Joyful
Learning dalam Penciptaan Suasana Belajar yang
Menyenangkan. Yogyakarta: Universitas Negeri
Yogyakarta.

Sanchez, A. V., Ruiz, M. P., Olalla, A. G., Mora, G. M.,
Paredes, J. A. M., Otero, J. M., Munoz, I,
Ildefonso, S., & Eizaguirre, J. S. Learning A
Proposal for the Assessment of Generic
Competences. Bilbao: University of Deusto, 2008.

Santrock, J.W. 2010. Educational Psychology 5" Ed.
New York: McGraw-Hill.

Slavin, R.E. 1994. Educational psychology : theory and
practice. Boston : Allyn & Bacon.

Sriwahyuni, N.A. dan Mardono. 2016. Pengembangan
Media Pembelajaran Game Edukasi pada Mata
Pelajaran. Ekonomi Kelas X 1IS SMA
Laboratorium Universitas Negeri Malang. Jurnal
Pendidikan Ekonomi. VVol.09, No.2.

Susanto, E. 2009. 60 Games untuk Mengajar.
Yogyakarta: Lukita.

Woolfolk, A.W. 1995. Educational psychology (6™ ed.).
Needham Heights, MA, US: Allyn & Bacon.

Aoda Rudanillah, dkk: The Effectiveness of Fun Adventure Game Media 432


http://www.physic.indiana.edu/~sdi/AnalyzingChange-Gain.pdf
http://www.physic.indiana.edu/~sdi/AnalyzingChange-Gain.pdf

