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ABSTRAK
RANCANG BANGUN MEDIA PEMBELAJARAN BERUPA GAME
EDUKASI UNTUK MENINGKATKAN PENGETAHUAN SISWA
TERHADAP PEMILAHAN SAMPAH ORGANIK DAN ANORGANIK DI
SDN 20 TANJUNG RAJA

(Siska Elizah, 2024, 80 Halaman)

Peningkatan jenis sampah setiap tahunnya terus bertambah yang menyebabkan
berbagai masalah, namun masih banyak yang kurang memahami dan peduli tentang
lingkungan. Di SDN 20 Tanjung Raja baru menggunakan kurikulum merdeka di
mana pada tema 1 terdapat materi tentang lingkungan namun belum tersedianya
media pembelajaran yang interaktif membuat siswa sulit memahami tentang materi
pemilahan sampah. Penelitian ini bertujuan untuk membuat media pembelajaran
berupa game edukasi yang dapat membantu guru menyediakan media pembelajaran
kepada siswa mengenai lingkungan khususnya tentang pemilahan sampah organik
dan anorganik. Menggunakan pendekatann Research dan Development (R&D)
dengan model pengembangan ADDIE (Analysis, Desain, Development,
Implementation, Evaluation). Untuk mengetahui kelayakan game edukasi ini
dilakukan pengujian kepada para ahli yang mendapatkan nilai sebesar 90,6%
dengan kriteria sangat valid. Setelah dilakukan pengujian kepada 24 siswa
menunjukkan hasil dari pengujian N-Gain sebesar 0.71 termasuk dalam kriteria
tinggi. Dapat disimpulkan game edukasi ini membantu meningkatkan pengetahuan
siswa tentang pemilahan sampah organik dan anorganik dan layak digunakan

sebagai media pembelajaran.

Kata Kunci: Game Edukasi, Media Pembelajaran, Metode ADDIE, N-Gain
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ABSTRACK
DESIGN OF LEARNING MEDIA IN THE FORM OF EDUCATIONAL
GAME TO INCREASE STUDENTS' KNOWLEDGE OF SORTING
ORGANIC AND INORGANIC WASTE AT ELEMENTARY SCHOOL 20
TANJUNG RAJA

(Siska Elizah, 2024, 80 Pages)

The increase in the type of waste every year continues to grow which causes various
problems, but there are still many who do not understand and care about the
environment. SDN 20 Tanjung Raja has just used the independent curriculum where
in theme 1 there is material about the environment but the unavailability of
interactive learning media makes it difficult for students to understand about waste
sorting material. This research aims to create learning media in the form of
educational games that can help teachers provide learning media to students about
the environment, especially about sorting organic and inorganic waste. Using a
Research and Development (R&D) approach with the ADDIE development model
(Analysis, Design, Development, Implementation, Evaluation). To determine the
feasibility of this educational game, testing was carried out to experts who received
a score of 90.6% with very valid criteria. After testing 24 students, the results of the
N-Gain test of 0.71 were included in the high criteria. It can be concluded that this
educational game helps increase students' knowledge about sorting organic and

inorganic waste and is suitable for use as learning media.

Keywords: Educational Game, Learning Media, ADDIE Method, N-Gain
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