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ABSTRAK

Penelitian ini dilatarbelakangi jarangnya penggunaan media dan guru masih menggunakan metode ceramah dan papan tulis membuat siswa mudah merasakan jenuh dan bosan dalam proses pembelajaran fisika di SMAN 1 Badar. Tujuan yang ingin dicapai mengembangkan media pembelajaran fisika dengan permainan ular tangga menggunakan platform genially pada pokok bahasan momentum impuls, mengetahui kelayakan validitas berdasarkan penilaian para ahli, dan mengetahui kepraktisan media berdasarkan penilaian peserta didik. Jenis penelitian ini adalah Research and Development (R&D) dengan menggunakan model Borg and Gall yang dimodifikasi oleh sugiyono dengan 10 tahapan namun peneliti menggunakan 5 tahapan. Tahapan dalam pengembangan dan penelitian meliputi potensi dan masalah, pengumpulan data, desain produk, validasi desain, dan revisi desain. Tahap validasi produk divalidasi oleh 3 validator dan peserta didik yaitu validasi oleh dua ahli media, satu ahli materi (guru), dan peserta didik kelas X mia 3 di SMAN 1 Badar. Hasil validasi permainan ular tangga menggunakan platform genially oleh dua validator memperoleh skor 4,11 dengan kategori layak, dan hasil validasi ahli media guru fisika kelas X SMAN 1 Badar memproleh skor 4,23 dengan kategori sangat layak, dan diproleh skor rata-rata ketiga ahli 4,15 dengan kategori layak. Berdasarkan respon peserta didik per aspek memperoleh nilai rata-rata persentase sebesar 78,67% dengan kategori praktis.  
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ABSTRACT

This research was motivated by the rare use of media and teachers still used the
lecture and blackboard methods to make it easy for students to feel bored and bored
in the process of learning physics at SMAN 1 Badar. The objective of the research
was to develop physics learning media with snakes and ladders games using the
genially platform on the subject of impulse momentum, knowing the feasibility of
validity based on the assessment of experts, and knowing the practicality of the
media based on the assessment of learners. This type of research was Research and
Development (R&D) using the Borg and Gall model modified by Sugiyono with 10
stages but researchers used 5 stages. The stages in development and research were
potential and problem, data collection, product design, design validation, and design
revision. The product validation stage was validated by 3 validators and students,
namely validation by two media experts, one material expert (teacher), and class X
mia 3 sludems at SMAN 1 Badar.The validation results of the snakes and ladders

game, enially platform by two validators obtained a score of 4.11 with a
degln the validation results of the media expert of the physics teacher
cffiss far produced a score of 4.23 with a very decent category, and
4 e Bf||he three experts was 4.15 with a decent category. Based on the
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