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ABSTRAK

Gita Putri Isyafiani. “Pengembangan Media Pembelajaran Permainan
Monopoli Digital Berbasis Problem Based Learning pada Pokok Bahasan
Dinamika Rotasi dan Kesetimbangan Benda Tegar”. Skripsi. Jakarta: Program Studi
Pendidikan Fisika, Fakultas Matematika dan limu Pengetahuan Alam, Universitas
Negeri Jakarta. Januari 2022.

Penelitian ini bertujuan untuk mengembangkan media pembelajaran permainan
monopoli digital berbasis problem based learning pada pokok bahasan dinamika
rotasi dan kesetimbangan benda tegar. Pengembangan media pembelajaran
permainan monopoli digital menggunakan model pengembangan ADDIE dengan
tahapan Analyze (Analisis), Design (Desain), Development (Pengembangan),
Implementation (Implementasi), dan Evaluation (Evaluasi). Hasil dari penelitian ini
berupa media pembelajaran permainan monopoli digital berbasis problem based
learning pada pokok bahasan dinamika rotasi dan kesetimbangan benda tegar yang
sudah diuji kelayakannya oleh ahli materi dengan nilai persentase sebesar 86%, ahli
pembelajaran dengan nilai persentase sebesar 84%, dan ahli media dengan
persentase sebesar 80%. Berdasarkan hasil tersebut, media pembelajaran permainan
monopoli digital berbasis problem based learning pada pokok bahasan dinamika
rotasi dan kesetimbangan benda tegar memperoleh kategori layak dan dapat
disimpulkan bahwa media pembelajaran permainan monopoli digital berbasis
problem based learning pada pokok bahasan dinamika rotasi dan kesetimbangan
benda tegar layak digunakan sebagai media pembelajaran.

Kata kunci: Media Pembelajaran, Permainan, Monopoli, Problem Based
Learning, Dinamika Rotasi dan Kesetimbangan Benda Tegar.



ABSTRACT

Gita Putri Isyafiani. "Development of Problem-Based Learning Digital
Monopoly Game Learning Media on Rotational Dynamics and Equilibrium of
Rigid Body". Thesis. Jakarta: Department of Physics Education, Faculty of
Mathematics and Natural Sciences, Jakarta State University. January 2022.

This study aims to develop a problem-based learning media for digital
monopoly games on rotational dynamics and equilibrium of rigid body. The
development of digital monopoly game learning media uses the ADDIE
development model with the stages of Analyze, Design, Development,
Implementation, and Evaluation. The results of this study in the form of problem-
based learning digital monopoly game learning media on rotational dynamics and
equilibrium of rigid body have been tested for feasibility by material experts with a
percentage value of 86%, learning experts with a percentage value of 84%, and
media experts with a percentage of 80%. Based on these results, the problem-based
learning digital monopoly game learning media on rotational dynamics and
equilibrium of rigid body obtained the category of feasible and it can be concluded
that the learning media of digital monopoly games based on problem-based learning
on dynamics of rotation and equilibrium of rigid body are feasible to be used as a
learning media.

Keywords: Learning Media, Games, Monopoly, Problem Based Learning,

Rotation Dynamics and Rigid Body.
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