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ABSTRAK

Diajeng Lyra Adibowo. Dosen Pembimbing : Ibrahim Bin Sa’id, M.Si, Ph.D dan
Aziza Anggi Maiyanti S.Si, M.Pd. Pengembangan Media Pembelajaran Fantastic
M-Force Berbasis Game Based Learning Untuk Meningkatkan Hasil Belajar
Peserta Didik Kelas VII SMP Plus Rahmat Kediri Pada Materi Gaya dan Gerak.
Skripsi. Program Studi Tadris IPA. Fakultas Tarbiyah. IAIN Kediri. 2025.

Kata Kunci : Media Pembelajaran, Game Based Learning, Hasil Belajar, Gaya
dan Gerak

Pendidikan berperan dalam membentuk generasi yang cerdas dan adaptif terhadap
perkembangan zaman, khususnya dalam meningkatkan kemampuan berpikir kritis
dan kreatif. Namun, hasil wawancara menunjukkan bahwa masih terdapat
miskonsepsi peserta didik pada materi gaya dan gerak. Untuk mengatasi hal
tersebut, diperlukan media pembelajaran yang kontekstual dan menarik.
Berdasarkan kondisi ini, penelitian ini bertujuan untuk : (1) mendeskripsikan
prosedur pengembangan media pembelajaran fantastic m-force berbasis game
based learning, (2) mengetahui kelayakan media yang dikembangkan dan (3)
mengukur efektivitasnya dalam meningkatkan hasil belajar peserta didik.

Penelitian ini menggunakan metode Research and Development (R&D) dengan
model 4D (Define, Design, Develop, Disseminate). Subjek penelitian ini adalah
peserta didik kelas VII SMP Plus Rahmat Kediri. Teknik pengumpulan data
menggunakan observasi dan wawancara digunakan untuk mengidentifikasi
kebutuhan dan kendala pembelajaran. Analisis data dilakukan secara deskriptif
kuantitatif dan kualitatif.

Selanjutnya, pengembangan media dilakukan dengan mengikuti empat tahapan
dalam model 4D. Pada tahap Define, dilakukan analisis terhadap kurikulum,
karakteristik peserta didik kelas VII, serta identifikasi miskonsepsi umum terkait
materi gaya dan gerak. Tahap Design difokuskan pada perancangan permainan
Game Based Learning konvensional, yaitu permainan non-digital yang melibatkan
aktivitas fisik dan interaktif. Desain permainan mencakup pemilihan jenis
permainan tradisional seperti engklek, gasing, bola bekel, lempar bola, lomba lari,
serta permainan monopoli edukatif. Setiap permainan dirancang secara sistematis
dan disesuaikan dengan tujuan pembelajaran, serta diintegrasikan dengan konteks
budaya lokal untuk menciptakan pengalaman belajar yang lebih menyenangkan,
bermakna, dan relevan bagi peserta didik. Pada tahap Develop, aplikasi
dikembangkan dan divalidasi oleh ahli materi, ahli media, dan guru IPA. Hasil
validasi menunjukkan bahwa media tergolong layak, dengan skor kelayakan 76%
dari ahli media (layak), 93% dari ahli materi (sangat layak), dan 98% dari ahli
pembelajaran (sangat layak). Terakhir, tahap Disseminate dilakukan melalui uji
coba terbatas kepada peserta didik kelas VII untuk menilai efektivitas media dalam
meningkatkan keterlibatan dan pemahaman konsep. Hasil uji coba menunjukkan
adanya peningkatan hasil belajar, dengan nilai rata-rata N-Gain sebesar 0,3677
(kategori sedang), yang mengindikasikan bahwa media ini cukup efektif serta layak
digunakan sebagai alternatif pembelajaran IPA yang kontekstual dan menarik.
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ABSTRACT

Diajeng Lyra Adibowo. Dosen Pembimbing : Ibrahim Bin Sa’id, M.Si, Ph.D dan
Aziza Anggi Maiyanti S.Si, M.Pd. Pengembangan Media Pembelajaran Fantastic
M-Force Berbasis Game Based Learning Untuk Meningkatkan Hasil Belajar
Peserta Didik Kelas VII SMP Plus Rahmat Kediri Pada Materi Gaya dan Gerak.
Skripsi. Program Studi Tadris IPA. Fakultas Tarbiyah. IAIN Kediri. 2025.

Keywords : Learning Media, Game-Based Learning, Learning Outcomes, Force
and Motion

Education plays a role in shaping a generation that is intelligent and adaptive to the
developments of the times, particularly in improving critical and creative thinking
skills. However, the interview results indicate that there are still misconceptions
among students regarding the material on style and movement. To address this
issue, contextual and engaging educational media are needed. Based on this
situation, this study aims to: (1) describe the procedure for developing the Fantastic
M-Force educational media based on game-based learning, (2) assess the feasibility
of the developed media, and (3) measure its effectiveness in improving students'
learning outcomes.

This study employs the Research and Development (R&D) method using the 4D
model (Define, Design, Develop, Disseminate). The research subjects are seventh-
grade students at SMP Plus Rahmat Kediri. Data collection techniques, including
observation and interviews, were used to identify learning needs and challenges.
Data analysis was conducted using both quantitative and qualitative descriptive
methods.

Subsequently, the media development was carried out by following the four stages
of the 4D model. In the Define stage, an analysis was conducted on the curriculum,
the characteristics of seventh-grade students, and the identification of common
misconceptions related to the material on force and motion. The Design stage
focused on the design of conventional Game-Based Learning games, which are
non-digital games involving physical and interactive activities. The game design
includes the selection of traditional games such as hopscotch, spinning tops, ball
games, ball throwing, running races, and educational monopoly games. Each game
is systematically designed and tailored to learning objectives, and integrated with
the local cultural context to create a more enjoyable, meaningful, and relevant
learning experience for students. In the Develop stage, the application was
developed and validated by subject matter experts, media experts, and science
teachers. The validation results showed that the media was deemed suitable, with a
suitability score of 76% from media experts (suitable), 93% from subject matter
experts (very suitable), and 98% from learning experts (very suitable). Finally, the
Disseminate stage was conducted through a limited trial with seventh-grade
students to assess the effectiveness of the media in enhancing engagement and
conceptual understanding. The trial results showed an improvement in learning
outcomes, with an average N-Gain score of 0.3677 (moderate category), indicating
that the media is sufficiently effective and suitable for use as an alternative for
contextual and engaging science education.
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