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ABSTRAK 

Pelaksanaan pembelajaran belum sepenuhnya mampu mendorong keterlibatan aktif 

siswa pada mata pelajaran Informatika materi sistem komputer yang disampaikan 

tanpa melibatkan media ajar yang mampu memenuhi atensi siswa secara efektif. 

Penelitian ini bertujuan untuk mengembangkan media pembelajaran interaktif 

berbasis game edukasi pada materi sistem komputer untuk siswa kelas VIII SMP. 

Penelitian menggunakan metode Research and Development (R&D) dengan model 

pengembangan ADDIE yang dibatasi yaitu Analysis, Design, Development, dan 

Evaluation. Pengembangan media menggunakan metode game edukasi melalui 

tahapan memilih game sesuai topik, penjelasan konsep alur media, aturan, bermain 

sambil belajar, dan melakukan evaluasi. Teknik pengumpulan data dilakukan 

melalui angket menggunakan instrumen berupa lembar validasi materi dan media, 

dengan analisis data yang digunakan adalah deskriptif kuantitatif. Hasil dari 

penelitian ini adalah sebuah media pembelajaran interaktif berbasis game edukasi 

yang dikembangkan menggunakan construct 2. Validasi materi menunjukkan 

persentase sebesar 80,91% dengan kategori sangat tinggi, sedangkan validasi media 

memperoleh nilai 81,82% dengan kategori sangat tinggi. Uji fungsionalitas 

dilakukan melalui black box testing menunjukkan bahwa seluruh fungsi dalam 

media berjalan dengan sangat baik. Berdasarkan hasil tersebut, media dinyatakan 

valid, sehingga dapat diuji coba digunakan dalam kegiatan pembelajaran sebagai 

sarana interaktif yang dapat mendukung peningkatan pemahaman siswa serta 

partisipasi siswa terhadap materi sistem komputer dalam proses pembelajaran. 

 

Kata Kunci: ADDIE, Game Edukasi, Media Pembelajaran Interaktif, Sistem 

Komputer. 
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DEVELOPMENT OF INTERACTIVE LEARNING MEDIA BASED ON 

EDUCATIONAL GAMES ON COMPUTER SYSTEMS MATERIAL FOR GRADE 

VIII STUDENTS USING CONSTRUCT 2 (By Julita Hasanah; Supervisor: Nuruddin 

Wiranda, Novan Alkaf Bahraini Saputra, 2025; 100 Page) 

 

 

ABSTRACT 

 

Learning implementation in the Informatics subject for junior high school, 

especially on computer system material, had not fully encouraged active student 

participation due to the lack of instructional media that effectively captured 

students’ attention. The research aimed to develop interactive learning media based 

on educational games for eighth-grade students. The research used the Research 

and Development (R&D) method with the ADDIE model, limited to the stages of 

Analysis, Design, Development, and Evaluation. The development process involved 

selecting games based on the topic, designing the media flow and rules, integrating 

learning through play, and conducting evaluation. Data were collected using 

questionnaires with content and media validation sheets and analyzed using 

descriptive quantitative methods. The resulting product was an interactive 

educational game developed with Construct 2. Content validation reached 80.91%, 

and media validation reached 81.82%, both categorized as very high. Functionality 

testing using the black box method showed that all features worked properly. Based 

on these results, the media was declared valid, so it could be tested in learning 

activities as an interactive tool that could support the improvement of students’ 

understanding and participation in learning computer system material in the 

learning process. 

 

Keywords: ADDIE, Computer Systems, Educational Game, Interactive Learning 

Media. 
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