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PENGEMBANGAN MEDIA PEMBELAJARAN BERBASIS GAME EDUCAPLAY
PADA SUB MATERI SISTEM PENCERNAAN UNTUK MENINGKATKAN
HASIL BELAJAR PESERTA DIDIK KELAS VIII SMP (Oleh: Hadiah ; Pembimbing:
Syubhan Annur, Sauqina ; 2025 ; 197 halaman )

ABSTRAK

Penelitian ini merupakan penelitian pengembangan media pembelajaran berupa media
pembelajaran berbasis Game Educaplay pada materi sistem pencernaan manusia untuk
meningkatkan hasil belajar peserta didik SMP. Tujuan penelitian ini untuk menganalisis
validitas, kepraktisan, dan keefektifan media pembelajaran yang dikembangkan. Penelitian ini
menggunakan model pengembangan 4D yang terdiri dari define, design, development,
disseminate. Subjek uji coba terdiri dari 25 peserta didik kelas VIII B SMPN 1 Alalak. Teknik
pengumpulan data menggunakan lembar validasi, angket respon peserta didik, dan instrumen
tes literasi sains. Hasil penelitian menunjukkan bahwa : 1) Media berbasis Game Educaplay
dikategorikan sangat valid dengan skor 86% 2) Media berbasis Game Educaplay dikategorikan
sangat praktis dengan skor 89% berdasarkan angket respon peserta didik 3) Media berbasis
Game Educaplay dikategorikan efektif dengan skor n-gain sebesar 0,71 dengan kriteria tinggi
yang diperoleh dari hasil perhitungan soal pretest dan post-test hasil belajar peserta didik.
Berdasarkan hasil tersebut dapat disimpulkan bahwa media berbasis Game Educaplay pada
materi sistem pencernaan manusia valid, praktis, dan efektif untuk meningkatkan kemampuan
hasil belajar peserta didik SMP dalam pembelajaran IPA.

Kata Kunci : Educaplay.Sistem Pencernaan , Hasil Belajar.



DEVELOPMENT OF GAME-BASED LEARNING MEDIA EDUCAPLAY ON THE
DIGESTIVE SYSTEM SUB-TOPIC TO IMPROVE LEARNING OUTCOMES OF
STUDENTS IN GRADE VIII OF SMP (By: Hadiah; Supervisor: Syubhan Annur,
Sauqina; 2025 ; 197 page )

ABSTRACT

This study is a research on the development of learning media in the form of educaplay game-
based learning media on the human digestive system material to improve the learning outcomes
of junior high school students. The purpose of this study was to analyze the validity,
practicality, and effectiveness of the deved learning media. This study uses a 4D development
model consisting of define, design, development, disseminate. The trial subjects consisted of
25 students of class VIII B SMPN 1 Alalak. Data collection techniques used validation sheets,
student response questionnaires, and science literacy test instruments. The results of the study
showed that: 1) Educaplay game-based media is categorized as very valid with a score of 86%
2) Educaplay game-based media is categorized as very practical with a score of 89% based on
student response questionnaires 3) Educaplay game-based media is categorized as effective
with an n-gain score of 0.71 with high criteria obtained from the results of calculating the
pretest and post-test questions on student learning outcomes. Based on these results, it can be
concluded that the game-based media educaplay on the material of the human digestive system
is valid, practical, and effective in improving the learning outcomes of junior high school
students in science learning.

Keywords: Educaplay.Digestive System, Learning Outcomes.
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