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MEDIA PEMBELAJARAN INTERAKTIF BERBASIS WEB PADA MATERI 

SISTEM ORGANISASI KEHIDUPAN KELAS VII DENGAN METODE GAME 

BASED LEARNING (Oleh: Nur Ikramina; Pembimbing: Harja Santana Purba, Ati 

Sukmawati,  2024; 75 Halaman) 

 

ABSTRAK 

Penelitian ini dilakukan karena masih banyak guru yang membutuhkan alat bantu 

dalam mengajar. Salah satu alat bantu dalam kegiatan pembelajaran adalah dengan 

menggunakan media pembelajaran. Media pembelajaran sangat berpengaruh besar 

dalam kegiatan belajar dan mengajar terutama sebagai motivasi dan minat siswa. 

Pada peneleitian ini media pembelajaran yang dikembangkan adalah media 

pembelajaran interaktif berbasis web yang dapat merespon aktivitas peserta didik 

dalam mempelajari sistem organisasi kehidupan. Penelitian ini bertujuan 

mengembangkan dan mengetahui kevalidan aplikasi interaktif berbasis web pada 

materi sistem organisasi kehidupan bagi siswa di tingkat kelas VII SMP dengan 

metode game based learning. Dalam studi ini, digunakan pendekatan Research and 

Development (R&D) dengan model ADDIE yang telah dibatasi yaitu tahap analyze, 

design, development dan evaluation. Teknologi yang digunakan yaitu Construct 2, 

Adobe Ilustrator, Javascript, JSON, HTML, CSS, Bootstrap dan Firebase. 

Informasi yang muncul dalam penelitian ini diperoleh melalui lembar validitas. 

Temuan penelitian menunjukkan bahwa media pembelajaran memenuhi kriteria 

validitas yang sangat tinggi, ketika validitas materi dinilai, mencapai 93%, 

sementara validitas media mencapai 81%. Berdasarkan hasil penelitian dan 

pengembangan tersebut, dapat disimpulkan bahwa media pembelajaran interaktif 

berbasis web pada materi sistem organisasi kehidupan untuk siswa SMP kelas VII 

dengan metode game based learning yang telah dikembangkan dikatakan valid 

karena memenuhi keriteria kevalidan. 

 

Kata kunci: media pembelajaran, berbasis web, metode game based learning, 

sistem organisasi kehidupan, ADDIE. 
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WEB-BASED INTERACTIVE LEARNING MEDIA IN CLASS VII LIFE 

ORGANIZATION SYSTEM USING THE GAME BASED LEARNING 

METHOD (By: Nur Ikramina; Advisor: Harja Santana Purba, Ati Sukmawati; 

2024; 75 Pages) 

ABSTRACT 

This research was conducted because there are still many teachers who need 

teaching aids. One of the tools to help in learning activities is to use learning media. 

Learning media has a big influence on learning and teaching activities, especially 

as motivation and student interest. In this research, the learning media developed is 

web-based interactive learning media that can respond to students' activities in 

studying life's organizational systems. This research aimed to develop and 

determine the validity of a web-based interactive application on life organization 

system material for students at grade VII junior high school using the game based 

learning method. In this study, a Research and Development (R&D) approach was 

used with the ADDIE model which was limited to the analysis, design, development 

and evaluation stages. The technology used was Construct 2, Adobe Illustrator, 

Javascript, JSON, HTML, CSS, Bootstrap and Firebase. The information that 

appears in this research was obtained through a validity sheet. Research findings 

show that learning media meets very high validity criteria, when the validity of the 

material wass assessed, it reaches 93%, while the validity of the media reaches 81%. 

Based on the results of this research and development, it can be concluded that web-

based interactive learning media on life organization system material for class VII 

junior high school students using the game based learning method that has been 

developed was said to be feasible because it meets the validity criteria. 

 
Keywords: learning media, web-based, game based learning method, life 

organization system, ADDIE. 
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