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ABSTRACT

This research is motivated by the importance of integrated thematic
learning curriculum themes and 2013 by using the model of traditional
games a learning a fun, active, effective, and meaning for students. There
are many students who believe that learning in school was just learning in
the classroom rigid and monotonous so that students difficult to
understand the concept of the teacher taught the material that causes the
results low student learning and learning becomes inefffective. Purpose of
this study was to determine the effectiveness of the existing models in the
game Boy-Boyan integrated thematic learning on learning outcomes theme
of “‘Me”.

This research use descriptif kwalitatif method. It use kwalitatif data
and spelled out with descriptif about the problem have been researched.

The result of this research, the students could to make game
Strategy and their leg stronger because often be used to run.

The conclusions is there is effectivenes of the models Boy-Boyan
games could the grow up of students motoric of TK Al-lchsan Kenjeran
Surabaya City. The teacher have to active in this activity and give them the
sample before this game was done.
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