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ABSTRAK

Radilla Devy. 2022, Pengembangan Game Spinner sebagai Media
Pembelajaran Pada Mata Pelajaran Dasar Desain Grafis untuk meningkatkan
Minat, Motivasi dan Hasil Belajar Siswa Kelas X Kompetensi Keahlian
Teknik Komputer dan Jaringan SMK Nusantara Indah Sintang Tahun Ajaran
2022/2023. Skripsi, Program Studi Pendidikan Komputer STKIP Persada
Khatulistiwa Sintang. Pembimbing I: Yasinta Lisa,S.si.,M.Cs, Pembimbing
Il: Anyan,S.Kom.,M.Kom

Kata Kunci: game android, game spinner, media pembelajaran, dasar
desain grafis

Penelitian ini dilatar belakangi oleh kurang dan tidak variatif
media belajar dansumber bahan ajar di SMKS Nusantara Indah sehingga
menyebabkan rendahnya minat, motivasi dan hasil belajar peserta didik. Guru
kurang memanfaatkan media dalam prosespembelajaran.  Untuk
meningkatkan kualitas pembelajaran dan hasil belajar makadapat dilakukan
dengan cara membuat media pembelajaran berbasis game.Game
memungkinkan  adanya  partisipasi  aktif  dari  siswa  untuk
belajar.Padapenelitian ini peneliti mengambil fokus penelitian mengenai
pengembangan game spinner sebagai media pembelajaran pada mata
pelajaran Dasar Desain Grafisyang bertujuan untuk: (1) menghasilkan media
pembelajaran edukatif game spinner Dasar Desain Grafis di SMK (2) menguji
kelayakan game spinner yang dihasilkan berdasarkan ahli materi, ahli media,
dan praktisi pembelajaran. (3) Menguji Efektivitas media pembelajaran game
spinner. Metode yang digunakan adalah metode penelitian dan
pengembangan (R&D) dengan model pengembangan ADDIE meliputi
tahapan analisis, desain, pengembangan, implementasi, dan evaluasi. Subjek
ujicoba dalam penelitian ini adalah siswa kelas X Teknik Komputer dan
Jaringan di SMK Nusantara Indah Sintang. Hasil penelitian ini menunjukkan
bahwa mediayang dikembangkan telah layak dan memenuhi syarat untuk
digunakan sebagaimedia pembelajaran. Hal tersebut dapat dilihat dari
persentase skor validasi rata-rata ahli media yaitu 4,41% dengan kategori
layak dilihat dari aspekrekayasa perangkat lunak dan aspek komunikasi
visual.Persentase skor validasi rata-rata ahli materi yaitu 4,08% dengan
kategori layak dilihat dari aspek materi, soal, bahasa dan keterlaksanaan.Uji
Efektivitas produk yang dikembangkan dari kelas eksperimen dan kontrol
siswa kelas X TKJ di SMK Nusantara Indah Sintang dengan uji coba skala
kecil hasil belajar 5,70% (rendah), motivasi belajar rata-rata 21,13%(rendah),
Minat belajar 22,46%(rendah) dan posttest hasil belajar mencapai 9,29%
(tinggi), Motivasi belajar 62,57%(tinggi), Minat belajar 64,85%(tinggi) dan
pada uji coba skala luas mendapatkan hasil belajar 5,78%(rendah), motivasi
belajar rata-rata 23,92%(rendah), Minat belajar 33,7%(rendah) dan posttest
hasil belajar mencapai 9,21%(tinggi), Motivasi belajar 46,66%(tinggi), Minat
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belajar 48,9%(tinggi).Kemudian hasil penilaian oleh guru skala kecil rata-rata
persentase 4,46% (sangat layak), uji skala luas persentase 4,42% (sangat
layak). Tingkat kelayakan media hasil penilaian siswa pada uji skala kecil
medapatkan hasil rata-rata 4,47% (sangat layak), pada uji coba skala luas
4,48% (sangat layak). Dapat disimpulkan bahwa produk yang dikembangkan
mampu dan efektif meningkatkan motivasi, minat dan hasil belajar.



ABSTRACT

Radilla Devy. 2022, The Development of Game Spinner as a Learning
Media in Basic Graphic Design Subjects to increase Interest, Motivation and
Learning Outcomes of Tenth Grade Students Competency in Computer and
Network Engineering Expertise SMK Nusantara Indah Sintang in the 2022/2023
Academic Year. Thesis, Computer Education Study Program of STKIP Persada
Khatulistiwa Sintang. Advisor I. Yasinta Lisa,S.si.,M.Cs, Advisor II:
Anyan,S.Kom.,M.Kom

Keywords: android games, game spinners, graphic design basics,
learning media

This research is prompted by the lack of varied learning media and
teaching materials at SMKS Nusantara Indah, resulting in low student interest,
motivation, and learning outcomes. Teachers underutilize media in the teaching
process. To enhance the quality of teaching and learning outcomes, creating
game-based learning media is suggested, as games allow active student
participation. This study focuses on developing a spinner game as a learning
media for the Basic Graphic Design subject in SMK, aiming to: (1) produce an
educational spinner game for Basic Graphic Design at SMK, (2) assess the
feasibility of the produced spinner game based on subject matter experts, media
experts, and educational practitioners, (3) evaluate the effectiveness of the
spinner game learning media. The research method employed is the Research
and Development (R&D) method using the ADDIE development model,
encompassing analysis, design, development, implementation, and evaluation
stages. The trial subjects in this research are Tenth grade Computer and Network
Engineering students at SMK Nusantara Indah Sintang. The results indicate that
the developed media is suitable and meets the criteria for use as a learning media.
This is evidenced by the average validation score from media experts of 4.41%,
indicating suitability in terms of software engineering and visual communication
aspects. The average validation score from subject matter experts is 4.08%,
indicating suitability in terms of content, questions, language, and feasibility
aspects. The effectiveness test of the developed product from experimental and
control classes of tenth Grade TKJ students at SMK Nusantara Indah Sintang in
a small-scale trial showed learning outcomes of 5.70% (low), with average
learning motivation of 21.13% (low), and interest in learning at 22.46% (low),
while the posttest learning outcomes reached 9.29% (high), with learning
motivation at 62.57% (high), and learning interest at 64.85% (high). In a large-
scale trial, learning outcomes were 5.78% (low), with average learning
motivation of 23.92% (low), and interest in learning at 33.7% (low), while the
posttest learning outcomes reached 9.21% (high), with learning motivation at
46.66% (high), and learning interest at 48.9% (high). The assessment results by
teachers on a small scale averaged 4.46% (very suitable), and in the large-scale
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test, the average percentage result was 4.42% (very suitable). Media feasibility
levels were also assessed based on student assessments, with an average score
of 4.47% (very suitable) in the small-scale trial and 4.48% (very suitable) in the
large-scale trial. In conclusion, the developed product is capable and effective in
enhancing motivation, interest, and learning outcomes.
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