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PENGEMBANGAN MEDIA GAME EDUKASI BERBASIS ARTICULATE
STORYLINE UNTUK MENINGKATKAN HASIL BELAJAR SISWA
MATA PELAJARAN PENDIDIKAN AGAMA ISLAM DISEKOLAH SMKN
2 BANJARMASIN.

ABSTRAK

Hasil belajar Pendidikan agama islam kelas X yang didapatkan kurang maksimal dikarenakan
proses pembelajaran didalam kelas yang monoton dan pemanfaatan media yang kurang
dimaksimalkan. Penelitian ini bertujuan untuk mengembangkan media game edukasi, mengetahui
kelayakan media game edukasi, dan pengaruh media game edukasi terhadap peningkatan hasil
belajar siswa pada mata pelajaran Pendidikan agama islam kelas X diSMKN 2 Banjarmasin. Jenis
penelitian ini adalah penelitian dan pengembangan (Research and Development). Model yang
digunakan pada penelitian ini adalah ADDIE , ada 5 tahapan dalam model ini diantaranya :
analyze, design, development, implementation, evaluation. Teknik pengumpulan data yang
digunakan observasi, angket, wawancara, tes dan dokumentasi merupakan teknik analisi data
deskriptif kuantitatif menggunakan skala likert dan uji N-Gain untuk melihat kelayakan media
game edukasi dan pengaruh media game edukasi terhadap peningkatan hasil belajar siswa setelah
penggunaan media game edukasi tersebut. Hasil penelitian yang didapatkan dari kelayakan dari
aspek media mendapatkan skor 95,71% dengan kategori “Sangat Layak”. Dan kelayakan aspek
materi mendapatkan skor 96% dengan kategori “Sangat Layak”. Selanjutnya uji N-Gain
mendapatkan skor nilai gain 0,72 masuk dalam kategori “tinggi”. Maka dapat dinyatakan media
game edukasi sangat layak diguanakan dan dapat meningkat hasil belajar siswa.

Kata Kunci : Media Pembelajaran, Pendidikan agama islam
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DEVELOPMENT OF EDUCATIONAL GAME MEDIA BASED
ARTICULATE STORYLINE TO IMPROVE STUDENTS LEARNING
OUTCOMES IN CLASS X ISLAMIC EDUCATION AT SMKN 2
BANJARMASIN SCHOOL

ABSTRAK

The learning outcomes obtained for class X Islamic religious education were less than optimal
due to the monotonous learning process in the classroom and less than optimal use of media. This
research aims to develop educational game media, determine the feasibility of educational game
media, and the influence of educational game media on improving student learning outcomes in
class X Islamic religious education subjects at SMKN 2 Banjarmasin. This type of research is
research and development. The model used in this research is ADDIE, there are 5 stages in this
model including: analysis, design, development, implementation, evaluation. The data collection
technique used was observation, questionnaires, interviews, tests and documentation, a
quantitative descriptive data analysis technique using a Likert scale and N-Gain test to see the
feasibility of educational game media and the influence of educational game media on improving
student learning outcomes after using educational game media. . The research results obtained
from the feasibility of the media aspect received a score of 95.71% in the "Very Feasible" category.
And the feasibility of the material aspect received a score of 96% in the "Very Eligible" category.
Furthermore, the N-Gain test obtained a gain score of 0.72, which is in the "high™ category. So it
can be stated that educational game media is very suitable for use and can improve student
learning outcomes.

Keyword : Instructional Media, Islamic Education
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