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ABSTRAK 

 

Veronika.2025. Pengembangan Game Edukasi Berbasis Genially pada Materi 

Jaringan Komputer dan Internet kelas X Pemasaran SMK Negeri 1 Nanga Taman. 

Skripsi Program Studi Pendidikan Komputer,  STKIP  Persada Khatulistiwa 

Sintang. Pembimbing 1: Yayan Adrianova Eka Tuah, S.Kom., M.Pd ,  Pembimbing 

2: Antonius Edy Setyawan, S.Kom., M.Pd 

 

Kata Kunci: Game Eedukasi, Genially, Jaringan Komputer dan Internet 

 

Teknologi di era digital berperan penting dalam pendidikan, melalui media 

pembelajaran digital dapat membantu siswa dalam proses belajar. Pemilihan media 

pembelajaran yang interaktif seperti Game Edukasi berbasis Genially dapat 

mendorong proses pembelajaran, meningkatkan minat belajar dan menciptakan 

pembelajaran yang menyenangkan Tujuan dari penelitian ini untuk mengetahui 

tingkat kelayakan game edukasi, respon siswa, efektifitas, dan tingkat minat belajar 

dari pengembangan game edukasi berbasis Genially pada materi Jaringan komputer 

dan internet. Penelitian ini dilaksanakan di SMK Negeri 1 Nanga Taman, dengan 

subjek penelitiannya adalah siswa kelas X Pemasran dengan jumlah sampel 

berjumlah 55 siswa. Metode penelitian yang digunakan adalah penelitian 

pengembangan Research and Development dengan menggunakan model 

pengembangan ADDIE (Analysis, Design, Development, Implementation, 

Evaluation). Instrumen yang digunakan pada penelitian ini diantaranya adalah 

Lembar Validasi ahli media dan ahli materi, lembar angket respon, soal tes, lembar 

angket minat belajar, yang di lakukan pada kelas kontrol dan eksperimen. Hasil 

penelitian menunjukkan bahwa game edukasi sebagai media pembelajaran berbasis 

genially memenuhi (1) Kriteria media Sangat layak dengan presentase 92,1% dan 

kriteria meteri Sangat Layak dengan presentase 94,2% (2) Kriteria respon siswa 

dengan presentase sangat baik pada ujicoba skala kecil 86,93% dan sangat baik uji 

coba skala besar 93,59% (3) Kriteria efektif dengan rata-rata N-Gain pada kelas 

eksperimen 76,41 dan kriteria kurang efektif pada kelas kontrol 50,98 (4) Kriteria 

minat belajar dengan presentase kelas eksperimen 92,87% lebih tinggi dari kelas 

kontrol 63,67%. Berdasarkan hasil penelitian dapat disimpulkan bahwa game 

edukasi berbasis genially pada materi Jaringan Komputer dan Internet layak 

digunakan sebagai media pembelajaran pada meteri jaringan komputer dan internet 

serta dengan mempertimbangkan hasil positif dari penelitian ini, diharapkan dapat 

meningkatkan minat belajar peserta didik dan menciptakan pembelajaran yang 

menyenangkan serta interaktif dengan game edukasi. 
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ABSTRACT 

Veronika. 2025. Development of an Educational Game Based on Genially on the 

Topic of Computer Networks and the Internet for Grade X Marketing Students at 

SMK Negeri 1 Nanga Taman. Undergraduate Thesis, Computer Education Study 

Program, STKIP Persada Khatulistiwa Sintang. Advisor 1: Yayan Adrianova Eka 

Tuah, S.Kom., M.Pd. Advisor 2: Antonius Edy Setyawan, S.Kom., M.Pd. 

Keywords: Educational Game, Genially, Computer Network and Internet 

Digital technology plays a crucial role in education. Digital learning media can 

help students in their learning process. The selection of interactive learning media, 

such as Genially-based educational games, can facilitate the learning process, 

increase learning interest, and create a fun learning environment. The purpose of 

this research was to determine the feasibility, student responses, effectiveness, and 

level of learning interest in the development of a Genially-based educational game 

on the topic of computer networks and the internet. The study was conducted at 

SMK Negeri 1 Nanga Taman with 55 students from the X grade Marketing class as 

the research subjects. The research method used was Research and Development 

with the ADDIE development model (Analysis, Design, Development, 

Implementation, Evaluation). The instruments used in this study included media 

and material expert validation sheets, response questionnaires, test questions, and 

learning interest questionnaires, which were administered to both control and 

experimental classes. The research findings indicate that the educational game, as 

a Genially-based learning medium, meets the following criteria: (1) Feasibility: 

The medium was rated as "Very Feasible" with a percentage of 92.1%, and the 

material was rated as "Very Feasible" with a percentage of 94.2%. (2) Student 

Response: Student responses were "Very Good," with a percentage of 86.93% in 

the small-scale trial and 93.59% in the large-scale trial. (3) Effectiveness: The 

experimental class showed an average N-Gain score of 76.41, which is considered 

"Effective," while the control class had a score of 50.98, which is "Less Effective." 

(4) Learning Interest: The experimental class's learning interest percentage was 

92.87%, which is significantly higher than the control class's 63.67%. Based on 

these results, it can be concluded that the Genially-based educational game on the 

topic of computer networks and the internet is suitable for use as a learning 

medium. Given the positive findings, it is expected that this educational game will 

increase students' learning interest and create a fun and interactive learning 

experience 
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