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ABSTRAK  

 

PENGEMBANGAN E-BOOK “PERISTIWA BERSEJARAH” BERBASIS 

GAMES INTERACTIVE SEBAGAI MEDIA PEMBELAJARAN IPS KELAS 

VI SEKOLAH DASAR MATERI PROKLAMASI KEMERDEKAAN 

 

Zulfa Paolina 

2101387 

 

Penelitian pengembangan yang dilakukan dengan tujuan untuk mengetahui proses 

pengembangan produk, kelayakan produk, dan respon siswa terhadap produk dalam 

pengembangan e-book “Peristiwa Bersejarah” berbasis games interactive sebagai 

media pembelajaran IPS kelas IV sekolah dasar materi proklamasi kemerdekaan. 

Metode Research and Development (R&D) dan model ADDIE yang memiliki lima 

tahapan yaitu analysys, design, development, implementation, dan evaluation telah 

digunakan dalam penelitian ini. Untuk teknik pengumpulan data dalam penelitian 

ini mencakup teknik wawancara, uji validasi kepada ahli materi dan ahli media, 

serta uji coba produk pada siswa. Respon siswa diperoleh melalui angket untuk 

mengetahui tanggapan mereka mengenai media pembelajaran yang sudah 

dikembangkan. Hasil penelitian menunjukkan bahwa e-book "Peristiwa 

Bersejarah" layak digunakan sebagai media pembelajaran IPS kelas VI sekolah 

dasar. Hasil validasi ahli materi memperoleh skor 100% dan ahli media 91,67%, 

keduanya dalam kategori "Sangat Baik". Respon siswa juga sangat positif dengan 

rata-rata persentase sebesar 95,38%. E-book ini dinilai layak dan menarik sehingga 

dapat menjadi solusi atas keterbatasan media dan bahan ajar di kelas. 

 

Kata Kunci: e-book, media pembelajaran, pembelajaran bebrbasis games 

interactive 

 

 

 

 

 

 

 

 

 

 



ABSTRACT 

 

DEVELOPMENT OF AN INTERACTIVE GAME-BASED E-BOOK ON 

“HISTORICAL EVENTS” AS A SOCIAL STUDIES LEARNING MEDIUM 

FOR SIXTH GRADE ELEMENTARY SCHOOL STUDENTS ON THE TOPIC 

OF THE PROCLAMATION OF INDEPENDENCE 

 

Zulfa Paolina 

2101387 

 

This development research was conducted with the aim of understanding the 

product development process, product feasibility, and student response to the 

product in the development of an interactive game-based e-book entitled 

“Historical Events” as a social studies learning medium for fourth-grade 

elementary school students on the subject of the proclamation of independence. The 

Research and Development (R&D) method and the ADDIE model, which consists 

of five stages, namely analysis, design, development, implementation, and 

evaluation, were used in this study. Data collection techniques in this study included 

interviews, validation tests with subject matter experts and media experts, and 

product trials with students. Student responses were obtained through 

questionnaires to assess their reactions to the developed learning medium. The 

research results indicate that the e-book “Historical Events” is suitable for use as 

a learning medium for sixth-grade social studies in elementary schools. The subject 

matter expert validation obtained a score of 100% and the media expert validation 

obtained a score of 91.67%, both in the “Very Good” category. Student responses 

were also very positive, with an average percentage of 95.38%. This e-book is 

considered feasible and interesting, thus providing a solution to the limitations of 

media and teaching materials in the classroom. 

 

Keywords: e-book, learning media, interactive game-based learning 
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