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INTISARI

Tujuan dari penelitian ini adalah untuk menyajikan media pembelajaran berbasis
game edukasi sebagai proses pembelajaran di dalam kelas. Manfaat dari penelitian
ini dapat meningkatkan motivasi belajar, kreativitas belajar dan pemahaman siswa
khususnya mengenai hewan pemakan tumbuhan dan hewan pemakan daging.

Metode yang digunakan dalam penelitian ini menggunakan model
pengembangan MDLC ( Multimedia Development Life Cycle ) dengan 6 (enam)
tahap yaitu Concept, Design, Material Collecting, Assembly, Testing, Distribution.
Hasil dari penelitian ini adalah aplikasi pengenalan hewan pemakan tumbuhan dan
hewan pemakan daging yang di dalamnya terdapat game dan soal latihan untuk
melatih kemampuan berpikir siswa.

Maka nilai yang diperoleh dari aspek kemudahan 4,03 % responden merasa puas,
dari aspek materi pembelajaran 4,35 % responden merasa puas, dari aspek tampilan
media pembelajaran 3,92 % responden merasa puas, dari aspek tombol media
pembelajaran 3,63 % respon merasa puas. Maka dapat disimpulkan bahwa dari hasil

kuisioner media pembelajaran yang dirancang efektif untuk proses belajar

Kata kunci : Media Pembelajaran, Multimedia, Game
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ABSTRACT

The purpose of this study is to present educational game-based learning media
as a learning process in the classroom. The benefits of this research can increase
learning motivation, learning creativity and understanding of students, especially
regarding plant-eating animals and meat-eating animals.

The method used in this study uses the MDLC (Multimedia Development Life
Cycle) development model with 6 (six) stages, namely Concept, Design, Material
Collecting, Assembly, Testing, Distribution. The results of this study were the
application of the introduction of plant-eating animals and meat-eating animals in
which there were games and practice questions to train students' thinking skills.

So the value obtained from the aspect of convenience 4.03% of respondents were
satisfied, from the aspect of learning materials 4.35% of respondents were satisfied,
from the aspect of appearance of learning media 3.92% of respondents were
satisfied, from the aspect of learning media buttons 3.63% response satisfied. So it
can be concluded that from the results of the instructional media questionnaire that

Is designed to be effective for the learning process

Keywords: Learning Media, Multimedia, Games
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