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ABSTRAK

Penelitian ini bertujuan untuk mengetahui efektivitas penggunaan game susun huruf
berbantuan media aplikasi Qreatif dalam meningkatkan kemampuan membaca
permulaan siswa kelas I pada mata pelajaran Bahasa Indonesia di SD Kesugihan 01.
Latar belakang penelitian dilandasi oleh masih rendahnya kemampuan membaca
permulaan sebagian siswa kelas I yang ditunjukkan melalui kesulitan mengenal huruf,
merangkai suku kata, dan membaca kata sederhana. Oleh karena itu, diperlukan media
pembelajaran yang interaktif, menyenangkan, dan sesuai dengan karakteristik siswa usia
sekolah dasar. Penelitian menggunakan pendekatan kuantitatif dengan desain pre-
experimental berbentuk one group pretest-posttest. Subjek penelitian adalah seluruh
siswa kelas I yang berjumlah 25 orang. Data dikumpulkan melalui tes kemampuan
membaca permulaan (pretest dan posttest), observasi aktivitas siswa selama
pembelajaran, dan wawancara semi-terstruktur dengan guru kelas. Instrumen tes telah
melalui uji validitas dan reliabilitas. Analisis data dilakukan secara deskriptif dan
inferensial menggunakan uji N-gain untuk mengukur peningkatan kemampuan
membaca serta uji t untuk mengetahui signifikansi perbedaan skor sebelum dan sesudah
perlakuan. Hasil penelitian menunjukkan bahwa rata-rata skor pretest kelas eksperimen
sebesar 53,90 meningkat menjadi 93,37 pada posttest, dengan nilai N-gain 0,8309
(83,09%) yang termasuk kategori tinggi. Observasi dan wawancara mendukung temuan
kuantitatif, di mana siswa terlihat lebih antusias, aktif, dan termotivasi ketika
menggunakan game susun huruf berbantuan aplikasi Qreatif. Dengan demikian,
penggunaan game susun huruf berbantuan media aplikasi Qreatif terbukti efektif dalam
meningkatkan kemampuan membaca permulaan siswa kelas I SD. Media ini dapat
dijadikan alternatif inovatif dalam pembelajaran Bahasa Indonesia di sekolah dasar,
khususnya untuk penguatan literasi awal.

Kata Kunci: Game Susun Huruf, Media Qreatif, Kemampuan Membaca, Membaca
Permulaan, Siswa Kelas I
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ABSTRACT

This study aims to determine the effectiveness of using a letter arrangement game
assisted by the Qreatif application media in improving the beginning reading ability of
first-grade students in the Indonesian language subject at SD Kesugihan 01. The
background of the research is based on the still low beginning reading ability of some
first-grade students, indicated by difficulties in recognizing letters, arranging syllables,
and reading simple words. Therefore, interactive, enjoyable learning media that suit the
characteristics of elementary school-age students are needed.The research used a
quantitative approach with a pre-experimental design in the form of a one-group
pretest-posttest. The research subjects were all 25 first-grade students. Data were
collected through beginning reading ability tests (pretest and posttest), observation of
student activities during learning, and semi-structured interviews with the classroom
teacher. The test instrument had undergone validity and reliability testing. Data analysis
was carried out descriptively and inferentially using the N-gain test to measure the
improvement in reading ability and the t-test to determine the significance of the
difference in scores before and after treatment. The results showed that the average
pretest score of the experimental class was 53.90, which increased to 93.37 in the
posttest, with an N-gain value of 0.8309 (83.09%), categorized as high. Observation and
interview findings supported the quantitative results, where students appeared more
enthusiastic, active, and motivated when using the letter arrangement game assisted by
the Qreatif application. For the letter arrangement game assisted by the Qreatif
application media has proven effective in improving the beginning reading ability of
first-grade elementary school students. This media can be used as an innovative
alternative in Indonesian language learning in elementary schools, particularly for
strengthening early literacy.

Keywords: Letter Arrangement Game, Qreatif Media, Reading Ability, Beginning
Reading, First-Grade Students
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