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ABSTRAK 

IMPLEMENTASI METODE ADDIE PADA RANCANG 

BANGUN GAME EDUKASI UNTUK SISWA SMP XAVERIUS 

GUNA MENARIK MINAT DALAM BELAJAR IPA 

(Priscillia Angelina.S, 2024, 95 Halaman) 

 

ICT (Information and Communication) bisa mempermudah dalam penyampaian 

bahan ajar oleh guru serta bisa membantu para siswanya dalam memahami 

materi pembelajaran. Berdasarkan pemaparan tersebutlah yang menjadikan 

alasan untuk membuat sebuah sarana pembelajaran yang diselingi dengan game 

edukasi didalamnya, agar bisa lebih mempermudah para siswa kelas VII  SMP 

Xaverius Baturaja dalam memahami materi IPA di bab Zat dan perubahannya, 

dengan menggunakan konsep bermain sambil belajar. Metode yang digunakan 

adalah model ADDIE, model ini berisikan lima tahapan selama pembuatannya, 

dimana kelima tahapnya adalah Analysis, Design, Development, Implementation 

dan Evaluation. Kemudian dalam pengujiannya digunakan beberapa metode 

pengujian, diantaranya pengujian Blackbox, pengujian Alpha Beta serta 

pengujian SUS (System Usability Scale). Pada pengujian Alpha responden yang 

dibutuhkan sebanyak 4 orang, keempat orang tersebut terbagi menjadi dua 

macam pengujian. Yaitu pengujian Ahli materi dan Ahli media. Guru yang 

mengajar mata pelajaran IPA di SMP Xaverius Baturaja sebanyak 2 orang, 

ditetapkan sebagai ahli materi. Sedangkan untuk ahli media menggunakan 2 

orang Dosen Politeknik Negeri Sriwijaya di jurusan Teknik Komputer. 

Pengujian Beta sendiri menggunakan siswa dan siswi kelas VII SMP Xaverius 

Baturaja sebagai respondennya. Dimana pengujian dari Ahli Materi, ahli media 

dan responden Beta rata-rata mengisi kuisioner dengan hasil tingkat kepuasan 

point 5, point 5 dalam pengujian memiliki arti SS (Sangat Setuju). Dari hasil uji 

pre-test dan post-test yang telah dilakukan responden Beta, didapatkan hasil 

pengujian game edukasi ini berada pada angka 0.70 ≤ g < 100 = Tinggi (Terjadi 

Peningkatan) dan juga memiliki nilai persentase sebesar 73,17% dimana nilai 

tersebut terletak pada kategori “56 - 75 = Cukup Efektif”. 
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ABSTRACT 

IMPLEMENTATION OF THE ADDIE METHOD IN THE 

DESIGN AND DEVELOPMENT OF EDUCATIONAL GAMES 

TO ARRACT INTEREST LEARNING SCIENCE AMONG  SMP 

XAVERIUS STUDENTS 

(Priscillia Angelina.S, 2024, 95 pages) 

 

ICT (Information and Communication Technology) can facilitate the delivery 

of teaching materials by teachers and can help students understand the learning 

material. Based on this explanation, it is the reason for creating a learning 

medium interspersed with educational games, to make it easier for seventh-

grade students of SMP Xaverius Baturaja to understand the material of Science 

in the chapter of Matter and its changes, using the concept of learning while 

playing. The method used is the ADDIE model, this model contains five stages 

during its development, where the five stages are Analysis, Design, 

Development, Implementation, and Evaluation. Then in the testing, several 

testing methods are used, including black-box testing, alpha-beta testing, and 

SUS (System Usability Scale) testing. In the alpha test, 4 respondents are 

needed, these four people are divided into two types of tests. Namely the 

testing of material experts and media experts. The teacher who teaches the 

Science subject at SMP Xaverius Baturaja, as many as 2 people, is appointed 

as a material expert. Meanwhile, for media experts, 2 lecturers from Sriwijaya 

State Polytechnic in the Computer Engineering department were used. The beta 

test itself uses seventh-grade students of SMP Xaverius Baturaja as 

respondents. Where the testing of material experts, media experts, and beta 

respondents on average fill out the questionnaire with a satisfaction level of 5 

points, 5 points in the test means SS (Strongly Agree). From the results of the 

pre-test and post-test that have been carried out by beta respondents, it was 

found that the results of testing this educational game were at 0.70 ≤ g < 100 = 

High (Increased) and also had a percentage of 73.17% where the value is in the 

category "56 - 75 = Fairly Effective". 
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