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ABSTRAK 

 

Kiki Maulana, NIM : 211210099, Tahun 2025, dengan judul skripsi 

“Pengembangan Media Pembelajaran Interaktif Genially Berbasis Game 

Pada Mapel Sejarah Kebudayaan Islam di MTs Al-Jauharotunnaqiyyah 

Cibeber”. 

 

 

Penelitian ini dilatarbelakangi oleh rendahnya keterlibatan peserta didik dalam 

proses pembelajaran Sejarah Kebudayaan Islam yang berpengaruh pada 

rendahnya ketercapaian hasil belajar peserta didik. Tujuan penelitian ini ialah 

mengembangkan media pembelajaran interaktif genially berbasis game pada 

mata pelajaran Sejarah Kebudayaan Islam di MTs Al-Jauharotunnaqiyyah 

Cibeber. Metode yang digunakan adalah research & development (R&D) 

dengan model pengembangan Plomp. Hasil penelitian ini ialah: 1) 

Mendeskripsikan prosedur pengembangan media yang meliputi lima tahapan: 

a) prelimenary investigation, b) design, c) realization/construction, d) test, 

evaluation, revision, e) implementation. 2) Menguji kelayakan media melalui 

3 validator. Rata-rata validasi ahli sebesar 94% dengan kategori ‘sangat layak’. 

3) Menguji kepraktisan media melalui pengisian kuesioner respon guru dan 

peserta didik. Penilaian kepraktisan memperoleh rata-rata sebesar 94% dengan 

kategori ‘sangat praktis’. 4) Menguji keefektifan media melalui pelaksanaan 

pre-test dan post-test. Dari hasil pengujian data pre-test dan post-test diketahui 

terdapat peningkatan sebesar 67% hasil belajar peserta didik dengan kategori 

signifikan. 

 

Kata Kunci: Media Pembelajaran Interaktif, Genially, Gamifikasi, Sejarah 

Kebudayaan Islam 
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ABSTRACT 

 

Kiki Maulana, NIM : 211210099, 2025, with the thesis title “develop an 

interactive learning media using Genially based on gamification for the 

subject of Islamic Cultural History (Sejarah Kebudayaan Islam) at MTs Al-

Jauharotunnaqiyyah Cibeber”. 

 

This research is motivated by the low engagement of student in the Islamic 

Cultural History learning process, which has impacted the low achievement of 

student learning outcomes. The aim of this study is to develop an interactive 

Genially-based learning media in the subject of Islamic Cultural History at 

MTs Al-Jauharotunnaqiyyah Cibeber. The research method used is Research 

and Development (R&D) with the Plomp development model. The result of this 

study are: 1) Describing the development procedures, which consist of five 

stages: a) prelimenary investigation, b) design, c) realization/construction, d) 

test, evaluation, revision, and, e) implementation. 2) Assessing the feasibility 

of the media through three expert validators, the average validation score from 

experts was 94%, categorized as ‘very feasible’. 3) Assessing the practicality 

of the media through questionnaires filled out by teacher and the students. The 

practicality score obtained an average of 94%, categorized as ‘very practical’. 

4) Evaluating the effectiveness of the media through the implementation of pre-

test and post-test. The result show a 67% increase in student learning 

outcomes, categorized as significant. 

Keywords: Interactive Learning Media, Genially, Gamification, Islamic 

Cultural History 
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