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Penelitian ini bertujuan untuk: 1) Menghasilkan produk “Social Adventure 
Game Berbasis Role Playing Game (RPG) Maker XP sebagai Sumber Belajar IPS SMP 
Kelas VII Materi Manusia, Tempat, dan Lingkungan”; dan 2) Mengetahui kelayakan 
“Social Adventure Game Berbasis Role Playing Game (RPG) Maker XP sebagai Sumber 
Belajar IPS SMP Kelas VII Materi Manusia, Tempat, dan Lingkungan”. 

Penelitian ini menggunakan metode penelitian pengembangan atau Research 
and Development (R&D) dan mengacu pada model pengembangan ADDIE dari Dick 
and Carry. Subjek penelitian adalah siswa kelas VII SMP Negeri 3 Purbalingga. 
Instrumen pengumpulan data berupa angket penilaian validator dan angket tanggapan 
pengguna. Teknik analisis data menggunakan pendekatan deskriptif dengan analisis 
kuantitatif. 

Hasil penelitian ini menunjukkan bahwa: 1) Penelitian dan pengembangan ini 
menghasilkan produk “Social Adventure Game Berbasis Role Playing Game (RPG) 
Maker XP sebagai Sumber Belajar IPS SMP Kelas VII Materi Manusia, Tempat, dan 
Lingkungan” dengan tahapan meliputi: a) Analysis (Analisis), b) Design (Desain), c) 
Developing (Pengembangan), d) Implementation (Implementasi); dan 2) “Social 
Adventure Game Berbasis Role Playing Game (RPG) Maker XP sebagai Sumber Belajar 
IPS SMP Kelas VII Materi Manusia, Tempat, dan Lingkungan” mendapat skor penilaian 
4,33 dari ahli materi dengan klasifikasi sangat layak, sedangkan dari ahli sumber 
belajar mendapat skor penilaian 3,64 dengan klasifikasi layak. Selain itu, berdasarkan 
tanggapan pengguna mendapatkan skor 4,46 dari guru IPS dengan klasifikasi sangat 
layak, sedangkan dari tanggapan siswa mendapat skor 4,81 pada uji coba kelompok 
kecil dan 4,78 pada uji coba kelompok besar keduanya dengan klasifikasi sangat layak. 

 

Kata kunci: Game, Sumber Belajar, IPS 
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SOCIAL ADVENTURE GAMES BASED ON ROLE PLAYING GAME (RPG) 
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OF JHS ON THE TOPIC OF HUMANS, PLACES AND ENVIRONMENTS 

 

A THESIS 
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2017 
 

This study aimed to: 1) produce “Social Adventure Games Based on Role 
Playing Game (RPG) Maker XP as a Social Studies learning resource for Grade VII of 
the junior high school (JHS) on the topic of Humans, Places, and Environments”; and 
2) find out the appropriateness of “Social Adventure Games Based on Role Playing 
Game (RPG) Maker XP as a Social Studies learning resource for Grade VII of the junior 
high school (JHS) on the topic of Humans, Places, and Environments”. 

This was a research and development (R&D) study referring to the ADDIE 
development model by Dick and Carry. The subjects of the research were seventh 
grade students of SMP Negeri 3 Purbalingga. The data collection instruments used in 
this study were assessment questionnaire for the validator and response questionnaire 
for the users. The data analysis technique used was descriptive quantitative approach. 

The results of the research showed that: 1) this developmental study resulted 
in “Social Adventure Games Based on Role Playing Game (RPG) Maker XP as a Social 
Studies learning resource for Grade VII of the junior high school (JHS) on the topic of 
Humans, Places, and Environments”. It involved several steps, including: a) Analysis, 
b) Design, c) Developing, d) Implementation; and 2) “Social Adventure Games Based 
on Role Playing Game (RPG) Maker XP as a Social Studies learning resource for Grade 
VII of the junior high school (JHS) on the topic of Humans, Places, and Environments” 
acquired a score of 4.33 from the learning materials expert which was categorized as 
very good. Meanwhile, the learning sources expert gave a score of 3.64 which was 
categorized as good. On the other hand, based on the response questionnaire from 
the users, it got a score of 4.46 from the social sciences (IPS) teacher which was 
categorized as very good, and acquired a score of 4.78 from the group try-outs which 
was categorized as very good. 

 

Keywords: Game, Learning Resources, Social Studies 
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