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Implementasi Game Edukasi Digital Terhadap Motivasi dan Pemahaman 
Konsep Pada Materi Sistem Pencernaan Di Kelas VIII SMP Negeri 2 

Purbalingga 

Septia Budiasih Pamungkas1
, Listika Yusi Risnani2 

ABSTRAK 

Tuntutan Kurikulum yang tertuang dalam Standar Proses 
Pendidikan Dasar dan Menengah menyatakan proses pembelajaran 
diselenggarakan secara interaktif, inspiratif, menyenangkan dan memotivasi 
siswa dengan pemanfaatan TIK salah satunya menggunakan game edukasi 
digital. Penelitian ini bertujuan untuk mengetahui implementasi game 
edukasi digital terhadap motivasi dan pemahaman konsep pada materi 
sistem pencemaan di kelas VIII SMP Negeri 2 Purbalingga. Populasi dalam 
penelitian ini seluruh siswa kelas VIII SMP Negeri 2 Purbalingga. Teknik 
pengambilan sampel secara Cluster Randam Sampling dengan kelas VIII H 
sebagai kelas eksperimen dan VIII G sebagai kelas kontrol. Jenis penelitian 
ini quasi experimental design dengan rancangan Nonequivalent Pretes -
Postest Control Group Design. Instrument yang digunakan adalah test 
tertulis dan non test. Teknik analisis data menggunakan analisis deskriptif 
kuantiatif dan ANA VA pada taraf kepercayaan 95%. Hasil penelitian 
menunjukkan bahwa skor rata- rata motivasi kelas eksperimen 3,38 dan 
skor rata-rata motivasi kelas kontrol 3,0. Pada aspek pemahaman konsep, 
basil penelitian menunjukan bahwa nilai rata-rata post est kelas kontrol yaitu 
48,0 dan rata-rata nilaipostest kelas eksperimen yaitu 52,73. Hasil analisis 
ANA VA terhadap motivasi dan pemahaman konsep secara berturut-turut 
menunjukan bahwa nilai signifikansi yaitu 0,001 dan 0,027 artinya terdapat 
perbedaan yang signifikan bahwa penggunaan game edukasi digital ada 
pengaruh dalam pemahaman konsep materi sistem pencemaan pada kelas 
VIII SMP negeri 2 Purbalingga. 

Kata kunci: Cluster Random Sampling, Game Edukasi Digital, Sistem 
Pencemaan. 
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Implementation of Digital Educational Games towards Students' 
Motivation and Conceptual Understanding of Digestive System 

Material in the Eighth Grade of SMP Negeri 2 Purbalingga 

Septia Budiasih Pamungkas 1, Listika Yusi Risnani2 

ABSTRACT 

The curriculum demands based on the .s1andards (?l Primary and 
Secondary Education Process state that the learning process is held in an 
interactive, inspirational, fim, and motivating way by using information and 
communication technology (l'IK), one of which is by using digital educational 
games. This study aims to determine the implementation of digital educational 
games towards students' motivation and conceptual understanding C?lthe digestive 
system material in the Eighth Grade C?f ~"'MP Negeri 2 Purbalingga. The 
populations in this study were all eighth graders of SMP Negeri 2 Purbalingga. 
The sampling technique was cluster random sampling with the eighth grade of H 
class as the experimental class and eighth grade of G class as the control class. 
This was a quasi-experimental design with a nonequivalent pretest-posttest 
control group design. The instruments used were written test and non-test. The 
data analysis technique used quantitative descriptive analysis and ANOVA at the 
95% trust level. The results showed that the mean (?l experimental class 
motivation was 3.38, while the control class was 3.0. In the aspect C?l 
understanding the concept, the results of the study showed that the post-test mean 
C?lthe control class was 48.0 andfor the experimental class was 52. 73. The results 
of ANA VA analysis on motivation and conceptual understanding showed that the 
sign[ficance value was 0.001 and 0.027, meaning that there was a significant 
d(fference in the use C?f digital educational games. The games had an effect on 
students' conceptual understanding C?f the digestive system material in the eighth 
grade C?fSMP Negeri 2 Purbalingga. 

Keywords: Cluster Random Sampling, Digital Educational Game, Digestive System. 

xi 

Implementasi Game Edukasi…, Septia Budiasih Pamungkas, FKIP UMP, 2021



DAFfARISI 

HALAMAN JUDUL .............................................................................................. .i 
HALAMAN PERSETUJUAN ............................................................................. ii 
HALAMAN PENGESAHAN .............................................................................. .iii 
HALAMAN PERNY AT AAN ORISINALIT AS ............................................... .iv 
HALAM PERSEMBAHAN .................................................................................. v 

MOTO .................................................................................................................... vi 
KATA PENGANTAR. ........................................................................................ vii 
HALAMAN PERNYATAAN PERSETUJUAN PUBlJKASJ ......................... ix 
ABSTRAK .............................................................................................................. x 
DAFT AR ISl ....................................................................................................... xii 
DAFTAR TABEL ............................................................................................... xiv 
DAFT AR GAMBAR ............................................................................................ xv 
DAFTAR LAMPIRAN ....................................................................................... xvi 
BAB 1 PENDAHULUAN ...................................................................................... 1 

A. Latar Belakang ............................................................................................. 1 
B. Perumusan Masalah ..................................................................................... 4 
C. Tujuan Penelitian ......................................................................................... 5 
D. Manfaat Penelitian ....................................................................................... 5 

BAB II TINJAU AN PUSTAKA ........................................................................... 7 
A Hasil Penelitian Terdahulu .......................................................................... 7 
B. Landasan Teori ............................................................................................ 9 

1. Media Pembelajaran .............................................................................. 9 
2. Game Edukasi ...................................................................................... 11 
3. Game Edukasi DigitaL ........................................................................ 15 
4. Motivasi ............................................................................................... 16 
5. Pemahaman Konsep ............................................................................. 26 

C. Kerangka Pemikiran ................................................................................... 29 
BAB III METODE PENELITIAN ..................................................................... 31 

A Waktu dan Tempat Penelitian ................................................................... .31 
B. Subjek dan Objek Penelitian ...................................................................... 31 
C. Populasi dan Sampel Penelitian ................................................................ 32 
D. Desain Penelitian ...................................................................................... 32 
E. V aiabel Penelitian .................................................................................... .34 
F. Teknik Pengumpulan Data dan Instrumen Pengumpulan Data ................. 34 
G. Instrumen dalam Penelitian. ....................................................................... 36 
H. Uji Validitas dan Uji Reabilitas Instrumen ................................................ 37 
I. Teknik Analisis Data. ................................................................................. 39 

BAB IV HASIL DAN PEMBAHASAN ............................................................. .42 
A Hasil Penelitian ......................................................................................... .42 

xii 

Implementasi Game Edukasi…, Septia Budiasih Pamungkas, FKIP UMP, 2021



B. Saran .......................................................................................................... 63 

DAFT AR PUST AKA ................................................................. .... 64 

LAMPI.RAN ................................................................................ 68 

xiii 

Implementasi Game Edukasi…, Septia Budiasih Pamungkas, FKIP UMP, 2021



f"' , .. 

DAFTAR TABEL 

Tabel3. I Desain Nonequivalent Pretes- Postest Control Group Design .......... 33 

Tabel3. 2 Pedoman pensekoran angket ............................................................... 36 

Tabel3. 3 Kriteria Kooefisiensi Korelasi Validitas .............................................. 38 

Tabel3. 4 Kriteria Derajat Kebebasan Reliabilitas ............................................... 38 

Tabel 3. 5 Rlllllus Pembagian Kategori .................................................................. 39 

Tabel 3. 6 Hasil Perhitungan ................................................................................. 40 

Tabel3. 7 Patokan Pensekoran Tes Tertulis ......................................................... .41 

Tabel4.1 Hasil Uji Normalitas Angket Motivasi Kelas Eksperimen dan Kelas 

Kontro1. ......................................................................... 47 

Tabel 4.2 Hasil Uji Homogenitas Angket Motivasi Kelas Eksperimen dan Kelas 

Kontrol. ......................................................................... 48 

Tabel 4.3 Hasil Uji F Untuk Pengaruh Game Edukasi Digital Pada Motivasi 

Pembelejaran .................................................................. 48 

Tabel4.4 Hasil Uji Normalitas Pretest Kelas Eksperimen dan Kelas Kontrol. .. 49 

Tabel 4.5 Hasil Uji Normalitas Postets Kelas Eksperimen dan Kelas Kontrol 

.............................................................................................................................. 49 

Tabel4.6 Hasil Uji Homogenitas Pretest Kelas Eksperimen dan Kelas 

Kontrol ................................................................................................................. 50 

Tabel 4. 7 Hasil Uji Homogenitas Postets Kelas Eksperimen dan Kelas Kontrol 

.............................................................................................................................. 50 

Tabel 4.8 Hasil Uji F Pretest Untuk Pemahaman Konsep Kelas Eksperimen dan 

Kelas Kontrol .................................................................. 50 

Tabel4.9 hasil Uji F Postets Untuk Pemahaman Konsep Kelas Eksperimen dan 

Kelas Kontrol. .................................................................. 50 

xiv 

Implementasi Game Edukasi…, Septia Budiasih Pamungkas, FKIP UMP, 2021



,_ 

DAFTARGAMBAR 

Gambar 2.1 Kerangka Pemikiran Penelitian ........................................... 20 
Gambar 4. 1 Hasil Nilai Rata- Rata Angket Motivasi Kelas Eksperimen dan 

Kelas Kontrol 
..................................................................................... 42 

Gambar 4.2 Hasil Nilai Rata - Rata Perbandingan Angket Motivasi Perindikator 
Kelas Eksperimen dan Kelas Kontrol ................................ .43 

Gambar 4.3 Nilai Rata- Rata Pretest dan Postets Kelas Eksperimen dan Kelas 
Kontrol. .................................................................... 45 

Gambar 4.4 Nilai Rata - Rata Perindikator Materi Sistem Pencemaan Untuk 
Pemahaman Konsep ...................................................... 47 

XV 

Implementasi Game Edukasi…, Septia Budiasih Pamungkas, FKIP UMP, 2021



DAFTAR LAMPIRAN 

Lampiran 1 Rencana Pelaksanaan Pembelajaran ( RPP ) Kelas Eksperimen 

Lampiran 2 Rencana Pelaksanaan Pembelajaran ( RPP ) Kelas Kontrol 

Lampiran 3 Kisi - Kisi Soal Pretets dan Postets 

Lampiran 4 Soal Pretets 

Lampiran 5 Soal Postets 

Lampiran 6 Kunci Jawaban Soal Pretest dan Postets 

Lampiran 7 Lembar Kerja Siswa ( LKS ) 

Lampiran 8 Da:ftar Nilai Prestest dan Postets Kelas Eksperimen 

Lampiran 9 Daftar Nilai Pretest dan Postets Kelas Kontrol 

Lampiran 10 Daftar Nilai Pemahaman Konsep Kelas Eksperimen 

Lampiran 11 Daftar Nilai Pemahaman Konsep Kelas Kontrol 

Lampiran 12 Angket Motivasi 

Lampiran 13 Lembar V aliditas Angket Motivasi Ahli Materi 

Lampiran 14 Lembar Validitas Soal Pretest dan Postest Ahli Materi 

Lampiran 15 Hasil Angket Motivasi Kelas Eksperimen 

Lampiran 16 Hasil angket Motivasi Kelas Kontrol 

Lampiran 17 Hasil Uji Analisis Data 

Lampiran 18 Dokumen Kegiatan Penelitian 

Lampiran 19 Surat Perizinan Penelitian 

xvi 

Implementasi Game Edukasi…, Septia Budiasih Pamungkas, FKIP UMP, 2021




