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ABSTRAK

Tujuan penelitian ini untuk merancang aplikasi game puzzle sebagai media
pembelajaran berbasis web, serta menguji kelayakan aplikasi apakah dapat
digunakan sebagai media pembelajaran. Penelitian ini merupakan penelitian
rekayasa. Validasi kelayakan aplikasi ditinjau dari aspek ahli materi,dan ahli
media. Aplikasi game puzzle diuji oleh dua dosen, satu guru fisika, dan satu
laboratorium komputer sekolah dengan menggunakan teknik penyebaran angket.
Teknik analisis data pada penelitian ini adalah teknik analisis deskriptif.
Berdasarkan hasil validasi dibuktikan dengan angket kelayakan materi dengan
rata-rata presentase 96,25% Kkriteria sangat baik dan validasi kelayakan media
rata-rata presentase 88,16% Kkriteria sangat baik, sehingga aplikasi game puzzle
berbasis web layak digunakan sebagai media pembelajaran.

Kata kunci: game puzzle berbasis web, pencemanaran lingkungan, media
pembelajaran



PUZZLE GAME APPLICATION DESIGN AS WEB-BASED LEARNING
MEDIA

Anis Setya llahi

Physics Education Study Program
Faculty of Teacher Training and Education
University of Pasir Pengaraian
2023

ABSTRACT

The purpose of this study is to design a puzzle game application as a web-based
learning medium, as well as to test the feasibility of the application whether it can
be used as a learning medium. This research is engineering research. The design
of this puzzle game application consists of several stages. Application eligibility
validation is reviewed from the aspect of material experts and media experts. The
puzzle game application was tested by two university lecturers, one high school
physic teacher, and one laboratorium companing using a questionnaire
distribution technique. The data analysis technique in this study is a descriptive
analysis technique. Based on the validation results, it is proven by a material
eligibility questionnaire with an average percentage of 96.25%, very good criteria
and eligibility validation media, an average percentage of 88.16%, very good
criteria, so that web-based puzzle game applications are suitable for use as
learning media.

Keywords: web-based puzzle game, environmental pollution, learning media
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