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ABSTRAK

Konsep tentang Sistem Pencernaan Manusia merupakan salah satu materi
yang diajarkan dalam mata pelajaran llmu Pengetahuan Alam (IPA), khusunya
kelas VII Sekolah Menengah Pertama (SMP). Akan tetapi, penyampaian materi
masih dilakukan secara konvensional, artinya guru hanya menjelaskan di depan
kelas dan siswa mendengarkan di tempat duduk masing-masing. Selain itu, media
yang digunakan juga masih berupa buku dan poster. Oleh sebab itu perlu dibuat
media pembelajaran interaktif bermuatan game edukasi guna mendukung proses
pembelajaran menjadi lebih menarik. Tujuan penelitian ini adalah merancang
game edukasi sebagai salah satu media alternatif untuk mengajarkan materi sistem
pencernaan manusia pada mata pelajaran IPA. Metode pengembangan
menggunakan Research and Development (R&D), dengan model tahapan:
Analysis, Design, Development, Implementation, Evaluation (ADDIE). Uji coba
dilakukan terhadap siswa kelas VII1 SMP Negeri 1 Ngemplak sebanyak 34 siswa.
Uji coba dilakukan dalam satu kelompok kelas dan diperoleh tanggapan dari
partisipan melalui pre-test post-test. Terhadap pembelajaran secara konvensional
memperoleh rata-rata dari hasil pret-test yaitu 57,6% sedangkan setelah
menggunakan media game memperoleh rata-rata dari hasil post-test yaitu 68,5%.
Media berbasis game juga mendapatkan penilaian dari ahli media memperoleh
nilai rata-rata 97% dan ahli materi memperoleh nilai rata-rata 88%. Sehingga
dapat disimpulkan hasil dalam penelitian ini layak dijadikan sebagai media
pembelajaran pada materi sistem pencernaan manusia. Adanya media
pembelajaran berbasis game ini diharapkan dapat menjadi referensi terciptanya
media pembelajaran yang lebih menarik serta inovatif.

Kata kunci:
Sistem pencernaan manusia, media pembelajaran, game edukasi
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ABSTRACT

The concept of the Human Digestive System is one of the materials taught
in Natural Sciences (IPA) subjects, especially grade VII Middle School (SMP).
However, the delivery of material is still done conventionally, meaning the
teacher only explains in front of the class and students listen in their respective
seats. In addition, the media used are still in the form of books and posters.
Therefore it is necessary to make interactive learning media with educational
games to support the learning process to be more interesting. The purpose of this
study is to design an educational game as an alternative media to teach the
material of the human digestive system in natural science subjects. The
development method uses Research and Development (R&D), with the model
stages: Analysis, Design, Development, Implementation, Evaluation (ADDIE).
The trial was conducted on 34 students of class VIII of SMP Negeri 1 Ngemplak.
The trial was conducted in one class group and obtained responses from
participants through pre-test post-test. Conventional learning obtained an
average of pretest test results of 57.6% while after using game media obtained an
average of posttest results of 68.5%. Game-based media also received ratings
from media experts who scored an average of 97% and material experts rated an
average of 88%. So it can be concluded the results in this study deserve to be used
as learning media on the material of the human digestive system. The existence of
game-based learning media is expected to be a reference for the creation of more
interesting and innovative learning media.

Keywords:
Human digestive system, learning media, educational games, 2D game.
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