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PENGEMBANGAN GAME EDUKASI DIGITAL IPA PADA MATERI
SISTEM PEREDARAN DARAH SEBAGAI MEDIA PEMBELAJARAN DI
SMP NEGERI 5 PURWOKERTO

Arum Gilang Pambudi®, Listika Yusi Risnani?

ABSTRAK

Penelitian ini bertujuan untuk mengetahui pengembangan dan kelayakan
game edukasi digital pada materi sistem peredaran darah. Penelitian ini
merupakan jenis penelitian pengembangan (R&D) dengan model ADDIE
(Analysis, Design, Development & Production, Implementation dan Evaluation).
Tempat implementasi produk game adalah SMP Negeri 5 Purwokerto. Instrumen
yang digunakan adalah angket dan instrumen tes (soal pre-test dan soal post-test).
Data hasil angket dianalisis menggunakan teknik analisis deskriptif kuantitatif dan
data hasil tes dianalisis menggunakan uji N-Gain. Penilaian produk game
menggunakan angket dilakukan oleh ahli materi, ahli media, dua guru IPA dan 46
siswa kelas VIII. Hasil penelitian menunjukkan bahwa penilaian game oleh ahli
materi pada aspek isi dan tujuan memperoleh skor 3,78 (baik sekali) dan aspek
instruksional memperoleh skor 3,66 (baik sekali). Penilaian ahli media pada aspek
tampilan memperoleh skor 3,53 (baik sekali) dan aspek pengoperasian/
penggunaan memperoleh skor 3,63 (baik sekali). Penilaian oleh kedua guru pada
aspek isi dan tujuan memperoleh skor 3 (baik) serta aspek instruksional
memperoleh skor 3 (baik), dan penilaian siswa pada aspek pembelajaran
memperoleh skor 3,4 (baik sekali), aspek materi sebesar 3,31 (baik sekali) dan
aspek tampilan 3,32 (baik sekali). Hasil implementasi untuk mengetahui pengaruh
game edukasi digital terhadap pemahaman konsep pada materi sistem peredaran
darah dari data hasil tes siswa menunjukkan nilai N-Gain sebesar 0,16 (rendah).
Kesimpulan penelitian ini yaitu game edukasi digital IPA yang disusun layak
dijadikan media pembelajaran, namun memiliki pengaruh yang rendah.

Kata kunci : pengembangan game edukasi digital, media pembelajaran IPA,
materi sistem peredaran darah
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DEVELOPING SCIENCE DIGITAL EDUCATIONAL GAME ON
BLOOD CIRCULATION SYSTEM AS A LEARNING MEDIA IN
SMP 5 PURWOKERTO

Arum Gilang Pambudi®, Listika Yusi Risnani?

ABSTRACT

This study aimed to determine the development and feasibility of digital
educational games on circulatory system material. This is a type of research
development (RD) with the ADDIE model (Analysis, Design, Development
Production, Implementation, and Evaluation). This research was conducted in
SMP Negeri 5 Purwokerto to tryout the developed products. The instruments
used were questionnaires and test instruments (pre-test questions and post-test
questions). The questionnaire result data were analyzed using quantitative
descriptive analysis techniques and the test result data were analyzed using the
N-Gain test. The assessment of game products using a questionnaire was carried
out by material experts, media experts, 2 science teachers, and 46 eighth grade
students. The results showed that the assessment of the game by material experts
on the aspects of content and goals obtained a score of 3.78 (excellent) and
instructional aspects obtained a score of 3.66 (excellent). The assessment by the
media experts on the display aspect gained a score of 3.53 (excellent) and the
operation/use aspect gained a score of 3.63 (excellent). Assessment by the two
teachers on the aspects of content and objectives obtains a score of 3 (good) and
instructional aspects obtains a score of 3 (good), and the assessment of students
on the learning aspect gets a score of 3.4 (excellent), the material aspect is 3.31
(excellent ) and display aspect 3.32 (very good). The results of the
implementation to find out the effect of digital educational games on the students'
conceptual understanding of the circulatory system | showed an N-Gain value of
0.16 (low). It can be concluded that the digital science education game is
feasible to be used as a learning media, but it has a low effect.

Keywords: development of digital educational games, science learning media,
circulatory system

XVi

Pengembangan Game Edukasi..., Arum Gilang Pambudi, FKIP UMP, 2020





