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ABSTRAK 

 

Tia. 2022, Pengembangan Media Pembelajaran Interaktif Berbasis Group 

Investigation  terhadap Hasil Belajar Kognitif pada Materi Virus Kelas X IPA 

SMA Negeri 2 Belimbing. Skripsi, Program Studi Pendidikan Biologi STKIP 

Persada Khatulistiwa Sintang. Pembimbing 1: Benediktus Ege, M.PdPembimbing 

II.F. Rahayu Esti Wahyuni, S.Si., M.Pd. 

Kata kunci: Media Interaktif, Group Investigation, Hasil Belajar Kognitif, Materi 

Virus. 

Pendidikan merupakan faktor paling esensial yang dapat berpengaruh terhadap 

kualitas pembelajaran di sekolah. Oleh karena itu, pengembangan pembelajaran 

terus dikembangkan salah satunya melalui inovasi pembelajaran, hasil belajar 

kognitif merupakan indikator acuan yangdigunakan dalam mengetahui kemajuan 

belajar siswa, penerapan model dan media dalam proses belajar dapat membantu 

siswa dalam memahami materi yang diajarkan. Berdasarkan hasil wawancara 

dengan guru biologi materi virus menarik dijadikan materi ajar yang akan 

dikembangkan menggunakan model pembelajaran group investigation, dan hasil 

analisis kebutuhan siswa didapatkan bahwa kurangnya materi pelengkap seperti 

buku untuk belajar, tingkat kesulitan materi virus yang tinngi, dan kurangnya 

pengetahuan siswa terhadap media pembelajaran interaktif. Tujuan penelitian 

adalah mengetahui proses pembuatan media pembelajaran interaktif, mengetahui 

kelayakan media interaktif, Mengetahui hasil belajar kognitif. Penelitian ini 

menggunakan prosedur pengembangan ADDIE jenis data pada penelitian ini yaitu 

data kuantitatif, data yang dianalisis yaitu lembar validasi ahli materi, ahli media, 

dan praktisi pendidikan. Hasil kevalidan media pembelajaran interaktif berbasis 

group investigation pada materi virus kelas X IPA memperoleh hasil penilaian 

dari ahli materi dan praktisi pendidikan dengan nilai rata-rata sebesar 4,31 dengan 

kriteria layak. Hasil presentase 86,25% memperoleh kriteria sangat layak. 

Penilaian dari ahli media dan praktisi pendidikan memperoleh nilai rata-rata 

sebesar 4,80 dengan kriteria layak. Hasil persentase 95,83% memperoleh kriteria 

sangat layak. Ujicoba produk kepada 15 orang siswa SMA mendapatkan hasil 

belajar kognitif dengan nilai rata-rata 82 (KKM 75), dari hasil yang diperoleh 

dapat dinyatakan media interaktif yang dikembangkan sangat layak dan dapat 

digunakan. 
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ABSTRCT 

 

Tia. 2022, The Development of Group Investigation-Based Interactive Learning 

Media on Cognitive Learning Outcomes on Virus Material At Class X IPA Of 

SMA Negeri 2 Belimbing. Thesis, Biology Education Study Program. STKIP 

Persada Khatulistiwa Sintang. Advisor I: Benediktus Ege, M.Pd. Advisor II: F. 

Rahayu Esti Wahyuni, S.Si., M.Pd. 

Keywords: Interactive Media, Group Investigation, Cognitive Learning 

Outcomes, Virus Material 

Education is the most essential factor which can affect the quality of learning at 

schools. Therefore, the development of learning continues to be developed, one of 

the processes is through learning innovation, cognitive learning outcomes are a 

reference indicator used to determine student learning progress, and the 

application of models and media in the learning process can help students 

understand the material being taught. Based on the results of interviews with the 

Biology teacher, virus material is interestingto be used as teaching material 

which will be developed using the group investigation learning model, and the 

results of the student need analysis show that there is a lack of complementary 

materials such as books for learning, the difficulty level of viral material is high, 

and students lack knowledge of interactivelearning media. The purpose of the 

research is to know the process of making interactive learning media, the 

feasibility of interactive media, and the results of cognitive learning. This study 

uses the ADDIE development procedure. The type of data in this study is 

quantitative data. The data which are analyzed in this study; validation sheets of 

material experts, media experts, and education practitioners. The results of the 

validity of group investigation-based interactive learning media on virus material 

for class X IPA obtained the results of an assessment from material experts and 

educational practitioners with an average value of 4.31 with feasible criteria. The 

results of the percentage of 86.25% obtained very decent criteria. Assessments 

from media experts and education practitioners obtained an average score of 4.80 

with the appropriate criteria. The percentage results of 95.83% obtained very 

decent criteria. Product trials on 15 senior high school students obtained 

cognitive learning outcomes with an average score of 82 (KKM 75). From the 

results obtained, it can be stated that the interactive media developed was very 

feasible and usable. 
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