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ABSTRAK 

 

Siti Zaenaf. Dosen Pembimbing : Ahmad Syamsudin, M.Kom dan Aziza Anggi Maiyanti 

S.Si, M.Pd. Pengembangan Multimedia Interaktif Genially Materi Bumi dan Tata Surya 

Berbasis Project Based Learning (PjBL). Skripsi. Program Studi Tadris IPA, Fakultas 

Tarbiyah. Universitas Islam Negeri Syekh Wasil Kediri. 2026 

 

Kata Kunci: Multimedia Interaktif, Genially, Project Based Learning, Bumi Dan Tata 

Surya, Kelayakan Media  

 

Penelitian ini bertujuan untuk mengembangkan multimedia interaktif berbasis 

platform Genially dengan pendekatan Project Based Learning (PjBL) pada materi Bumi 

dan Tata Surya untuk meningkatkan peserta didik kelas VII, sekaligus mengetahui tingkat 

kelayakannya. Latar belakang penelitian ini didasari oleh keterbatasan media 

pembelajaran IPA di MTsN 2 Kediri yang masih bergantung pada buku paket dan 

tayangan video, sehingga kurang optimal dalam membantu siswa memahami konsep 

abstrak seperti rotasi Bumi, orbit planet, dan gerhana.  

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

4D (define, design, develop, disseminate), melibatkan 36 peserta didik kelas VII-K 

sebagai subjek uji coba. Produk dikembangkan menggunakan Canva untuk desain awal 

dan diintegrasikan ke platform Genially, memuat sembilan komponen utama serta enam 

sintaks PjBL yang dipetakan langsung ke dalam menu navigasi media. 

 Hasil penelitian menunjukkan bahwa validasi ahli media memperoleh skor 80% 

dengan kategori Layak, validasi ahli materi memperoleh skor 90,77% dari akademisi dan 

93,85% dari guru praktisi dengan kategori Sangat Layak, serta respons kepraktisan 

peserta didik mencapai 97,8% dengan kategori Sangat Praktis. Hasil tersebut 

membuktikan bahwa multimedia interaktif Genially berbasis PjBL layak digunakan 

sebagai media pembelajaran IPA yang inovatif, interaktif, dan sesuai dengan karakteristik 

peserta didik generasi digital. Penelitian ini diharapkan dapat menjadi referensi 

pengembangan media pembelajaran berbasis teknologi bagi pendidik dalam 

menyampaikan materi Bumi dan Tata Surya secara lebih menarik dan bermakna. 
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ABSTRACT 

 

Siti Zaenaf. Dosen Pembimbing : Ahmad Syamsudin, M.Kom dan Aziza Anggi Maiyanti 

S.Si, M.Pd. Pengembangan Multimedia Interaktif Genially Materi Bumi dan Tata Surya 

Berbasis Project Based Learning (PjBL). Skripsi. Program Studi Tadris IPA, Fakultas 

Tarbiyah. Universitas Islam Negeri Syekh Wasil Kediri. 2026 

 

Keywords: Interactive Multimedia, Genially, Project-Based Learning, Earth and Solar 

System, Media Feasibility. 

 

This study aims to develop interactive multimedia based on the Genially platform 

using the Project-Based Learning (PjBL) approach for the Earth and Solar System topic 

to enhance the of seventh-grade students, as well as to determine the feasibility of the 

developed media. The study was motivated by the limited learning media available for 

science instruction at MTsN 2 Kediri, which still relied primarily on textbooks and 

instructional videos. As a result, these media were considered less effective in helping 

students understand abstract concepts such as the Earth's rotation, planetary orbits, and 

eclipses. 

This research employed the Research and Development (R&D) method using the 

Four-D (4D) model, consisting of the stages of Define, Design, Develop, and 

Disseminate. The trial involved 36 students from Class VII-K. The product was initially 

designed using Canva and subsequently integrated into the Genially platform. It consists 

of nine main components and incorporates the six syntax stages of the Project-Based 

Learning (PjBL) model, which are directly mapped into the multimedia navigation menu. 

The results showed that the media expert validation achieved a score of 80%, 

categorized as Feasible. The material expert validation obtained scores of 90.77% from 

the academic expert and 93.85% from the practitioner teacher, both categorized as Highly 

Feasible. In addition, students' practicality responses reached 97.8%, categorized as 

Highly Practical. These findings indicate that the Genially-based interactive multimedia 

integrated with the Project-Based Learning approach is feasible for use as an innovative 

and interactive science learning medium that aligns with the characteristics of today's 

digital-generation students. This study is expected to serve as a reference for educators in 

developing technology-based learning media to deliver Earth and Solar System materials 

in a more engaging and meaningful way. 
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