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MOTTO 

Janganlah takut, sebab Aku menyertai engkau, jangalah bimbingan, sebab aku 

ini Allahmu; aku kan meneguhkan, bahkan akan menolong engkau; aku kan 

memegang engkau dengan tangan kanan-Ku yang membawa kemenangan 

“Yesaya 41:10” 
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ABSTRAK 

Normayati, 2024, Pengembangan game edukasi untuk meningkatkan minat, 

motivasi dan hasil belajar siswa kelas x jurusan TJKT SMK Negeri 1 Sintang. 

Skripsi, Program Studi Pendididkan Komputer STKIP Persada Khatulistiwa 

Sintang. Pembimbing 1: Yasinta Lisa, S.Si., M.Cs, Pembimbing 2: Fatkhan 

Amirul Huda, S.Kom., M.Pd. 

 

 

Kata Kunci: minat, motivasi, hasil belajar, game edukasi 

 

Penelitian bertujuan untuk mengembangkan media pembelajaran berbasis 

game edukasi. Media pembelajaran ini dirancang untuk meningkatkan minat 

belajar siswa, motivasi belajar siswa, hasil belajar siswa, serta mengukur 

efektivitas game, dan kondisi minat, motivasi, dan hasil belajar siswa sebelum 

dan sesudah menggunakan media pembelajaran perakitan komputer berbasis 

game edukasi. Penelitian ini menggunakan metode Research and 

Development (R&D) dengan model pengembangan ADDIE (analisis, desain, 

pengembangan, implementasi, dan evaluasi). Instrumen validasi ahli 

melibatkan lembar validasi ahli media, ahli materi, angket respon guru, dan 

angket respon siswa. Data hasil penelitian dianalisis menggunakan teknik 

deskriptif kuantitatif untuk mengukur persentase validasi ahli dan respons 

guru serta siswa, sementara analisis uji t-test digunakan untuk 

membandingkan hasil pretest dan posttest minat belajar, motivasi belajar, 

serta hasil belajar siswa. Hasil perhitungan effect size digunakan untuk 

menilai tingkat efektivitas media pembelajaran. Hasil validasi ahli media dan 

ahli materi menunjukkan skor rata-rata sebesar 86% dan 83,3%. Respon guru 

pada uji coba skala kecil dan skala luas menunjukkan skor sebesar 88,28% 

dan 88,40%. Respon siswa didapatkan skor sebesar 62,76% pada uji coba 

skala kecil, sedangkan pada uji coba skala luas didapatkan skor 81,48%. 

Minat belajar siswa meningkat signifikan dari hasil pre-angket pada uji coba 

skala kecil dengan rata-rata 80,86 dan post-angket 85,12, serta hasil skala luas 

pre-angket 78,56 dan post-angket 84,53. Motivasi belajar siswa meningkat 

secara signifikan dari uji skala kecil pre-angket 79,30 dan post-angket 84,85, 

serta skala luas pre-angket 73,66 dan post-angket 74,46. Hasil belajar siswa 

meningkat secara signifikan dari skala kecil pretest 70,94 dan posttest 

82,96%, serta skala luas pretest 76,42% dan posttest 86,03%. Efektivitas 

media pembelajaran berbasis game edukasi dalam meningkatkan minat 

belajar siswa memperoleh nilai perhitungan effect size sebesar 0,47 dengan 

kategori “sedang”, motivasi belajar memperoleh 0,47 dengan kategori 

“sedang”, dan hasil belajar siswa memperoleh 1,02 dengan kategori “sangat 

tinggi”. 
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ABSTRACT 

Normayati, 2024, Development of educational games to increase interest, 

motivation and learning outcomes of class x students majoring in TJKT 

SMK Negeri 1 Sintang. Thesis, Computer Education Study Program STKIP 

Persada Khatulistiwa Sintang. Supervisor 1: Yasinta Lisa, S.Si., M.Cs, 

Supervisor 2: Fatkhan Amirul Huda, S.Kom., M.Pd. 

 

 

Keywords: interest, motivation, learning outcomes, educational games 

 

The study aims to develop educational game-based learning media. This 

learning media is designed to increase students' interest in learning, student 

motivation in learning, student learning outcomes, and measure the 

effectiveness of the game, and the condition of students' interest, motivation, 

and learning outcomes before and after using educational game-based 

computer assembly learning media. This study uses the Research and 

Development (R&D) method with the ADDIE development model 

(analysis, design, development, implementation, and evaluation). The expert 

validation instrument involves media expert validation sheets, material 

experts, teacher response questionnaires, and student response 

questionnaires. The research data were analyzed using quantitative 

descriptive techniques to measure the percentage of expert validation and 

teacher and student responses, while t-test analysis was used to compare the 

pretest and posttest results of learning interest, learning motivation, and 

student learning outcomes. The results of the effect size calculation were 

used to assess the level of effectiveness of the learning media. The results of 

the validation of media experts and material experts showed an average 

score of 86% and 83.3%. Teacher responses in small-scale and large-scale 

trials showed scores of 88.28% and 88.40%. Student responses obtained a 

score of 62.76% in the small-scale trial, while in the large-scale trial a score 

of 81.48% was obtained. Student learning interest increased significantly 

from the results of the pre-questionnaire in the small-scale trial with an 

average of 80.86 and post-questionnaire 85.12, as well as the results of the 

large-scale pre-questionnaire 78.56 and post-questionnaire 84.53. Student 

learning motivation increased significantly from the small-scale pre-

questionnaire 79.30 and post-questionnaire 84.85, as well as the large-scale 

pre-questionnaire 73.66 and post-questionnaire 74.46. Student learning 

outcomes increased significantly from the small-scale pretest 70.94 and 

posttest 82.96%, as well as the large-scale pretest 76.42% and posttest 

86.03%. The effectiveness of educational game-based learning media in 

increasing students' interest in learning obtained an effect size calculation 

value of 0.47 with the "moderate" category, learning motivation obtained 

0.47 with the "moderate" category, and student learning outcomes obtained 

1.02 with the "very high" category. 
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