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ABSTRAK

NIA WAHDANIYAH. Pengembangan Educational Adventure Game pada Materi
Fluida untuk Peserta Didik SMA Kelas XI. Skripsi, Program Studi Pendidikan
Fisika, Fakultas Matematika dan llmu Pengetahuan Alam, Universitas Negeri
Jakarta. Agustus 2021.

Game edukasi merupakan salah satu bentuk kemajuan teknologi yang dapat
dimplementasikan dalam bidang pendidikan. Penelitian ini bertujuan untuk
menghasilkan game edukasi jenis petualangan pada materi fluida yang layak
digunakan untuk peserta didik. Metode yang digunakan dalam penelitan ini adalah
metode Research and Development (R&D) dengan pendekatan ADDIE yang
meliputi lima tahapan, yaitu Analisis (Analyze), Desain (Design), Pengembangan
(Development), Implementasi (Implementation) dan Evaluasi (Evaluation). Hasil
dari penelitian ini adalah game edukasi dalam berbasis HTML5 menggunakan
Articulate Storyline 3 untuk materi fluida statis dan dinamis. Berdasarkan hasil
validasi oleh ahli materi diperoleh rata-rata persentase capaian sebesar 97,62% dan
oleh ahli media diperoleh rata-rata persentase capaian sebesar 84,72%. Hasil uji
persepsi produk oleh guru diperoleh rata-rata persentase pencapaian sebesar
97,74% dan uji persepsi produk oleh peserta didik diperoleh rata-rata persentase
capaian sebesar 88,28%. Dari hasil penelitian ini dapat disimpulkan bahwa,
educational adventure game pada materi fluida statis dan fluida dinamis yang
dikembangkan memenuhi kriteria sangat layak digunakan oleh peserta didik SMA
sebagai media pendamping pembelajaran.

Kata Kunci Game Edukasi, Articulate Storyline, Fluida.



ABSTRACT

NIA WAHDANIYAH. Development of Educational Adventure Game on Fluid
Materials for Class XI High School Students. Bachelor Thesis, Physics Education
Study Program, Faculty of Mathematics and Natural Sciences, State University of
Jakarta. August 2021.

Educational games are one form of technological progress that can be
implemented in the field of education. This study aims to produce an adventure type
educational game on fluid material suitable for students. The method used in this
research is the Research and Development (R&D) method with the ADDIE
approach, which includes five stages, namely Analysis, Design, Development,
Implementation and Evaluation. This research is an educational game based on
HTMLS5 using Articulate Storyline 3 for static and dynamic fluid material. Based
on validation by material experts, the average percentage of achievement was
97.62%, and by media experts, the average percentage of achievement was 84.72%.
The teacher's results of the product perception test obtained an average achievement
percentage of 97.74%, and the product perception test by students received an
average achievement percentage of 88.28%. From the results of this study, it can be
concluded that educational adventure games on static fluid and dynamic fluid
materials were developed to meet the criteria for being very suitable for use by high
school students as a media companion for learning.

Keywords Educational game, Articulate Storyline, Fluid.
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