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ABSTRAK 

Pada perkembangan teknologi saat ini game edukatif mudah dijumpai dimana saja 

menjadikan permainan tradisional seperti Board game mulai ditinggalkan. Padahal Board 

game dapat menjadi game edukatif yang dapat mengasah kemampuan problem solving, 

critical thinking, decision making, dan kemampuan kolaborasi pada siswa. Semenjak 

Covid-19 tahun 2020 dengan dikeluarkannya surat edaran dari KEMDIKBUD mengenai 

siswa belajar daring dari rumah menyebabkan berkurangnya interaksi sosial antar siswa di 

kelas. Padahal karakteristik remaja pada usia sekolah menengah sudah masuk pada 

hubungan teman sebaya, dapat diartikan remaja harus sudah mengembangkan interaksi 

sosial yang lebih luas dengan teman sebaya. Berdasarkan permasalahan tersebut, maka 

dikembangkannya Game edukatif “BATHO Board game” sebagai media pembelajaran. 

Tujuan penelitian ini adalah untuk mengetahui proses pengembangan “BATHO Board 

game” juga melakukan uji kelayakan terhadap board game yang dikembangkan sebagai 

media pembelajaran fotografi dasar. Penelitian ini menggunakan model penelitian ADDIE 

sebagai metode peneitian yang memiliki 5 tahap penelitian yaitu Analisis, Desain, 

Development, Implementasi, dan Evaluasi. Pengujian dilakukan dengan validasi kepada 

ahli materi dan ahli media juga uji coba kepada siswa kelas sebelas di SMKN 11 Bandung 

sebanyak 34 siswa. Hasil penelitian ini menunjukan bahwa pengembangan media 

pembelajaran “BATHO” board game layak digunakan sebagai media pembelajaran 

interaktif materi fotografi dasar yang dapat digunkan di sekolah.  

 

Kata Kunci:Media Pembelajaran, board game, Fotografi Dasar 
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DEVELOPMENT OF “BATHO” BASIC PHOTOGRAPHY BOARD GAME 

LEARNING MEDIA FOR VOCATIONAL SCHOOL CLASS XI BASIC 

PHOTOGRAPHY MATERIALS 

Putri Nurchandra Sari Pramuji  

NIM. 1805759 

ABSTRACT 

In today's technological developments, educational games are easy to find anywhere, 

making traditional games such as board games starting to be abandoned. Whereas board 

games can be educational games that can hone problem solving skills, critical thinking, 

decision making, and collaboration skills in students. Since Covid-19 in 2020, with the 

issuance of a circular from KEMDIKBUD regarding students learning online from home, 

social interaction between students in the classroom has decreased. Even though the 

characteristics of adolescents at high school age have entered the peer relationship, it can 

be interpreted that adolescents must have developed wider social interactions with peers. 

Based on these problems, the educational game "BATHO Board game" was developed as 

a learning medium. The purpose of this study was to determine the process of developing 

the "BATHO Board game" as well as conducting a feasibility test of the board game 

developed as a basic photography learning medium. This study uses the ADDIE research 

model as a research method which has 5 stages of research, namely Analysis, Design, 

Development, Implementation, and Evaluation. The test was carried out by validating 

material experts and media experts as well as testing on eleventh grade students at SMKN 

11 Bandung as many as 34 students. The results of this study indicate that the development 

of learning media "BATHO" board game is feasible to be used as an interactive learning 

medium for basic photography materials that can be used in schools. 

Keyword: Learning media, board game, basic photography 
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