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ABSTRAK 

Tujuan penelitian yang dilaksanakan adalah mengetahui kelayakan dan respon 

siswa terhadap penggunaan Mobile Game Library (MOGI) berbasis Construct 2  

pada materi pesawat sederhana. Model pengembangan yang digunakan model 

pengembangan Waterfall. Tahapan model pengembangan Waterfall meliputi tahap 

analisis kebutuhan (Requirement Analysis), desain (Design), implementasi 

(Implementation), pengujian (Testing), serta operasi dan pemeliharaan (Operation 

and Maintenance). Pemilihan sampel dalam pengembangan menggunakan random 

sampling. Uji coba pada siswa dilaksanakan pada tahap operasi dan pemeliharaan. Uji 

coba dilaksanakan di UPTD SMP Negeri 2 Bangkalan dengan subjek sebanyak 15 

orang pada kelas VIII semester genap tahun ajaran 2018/2019. Berdasarkan hasil 

penelitian dapat disimpulkan bahwa: Respon siswa menghasilkan rata-rata presentase 

respon siswa sebesar 82,92% dengan kategori menarik. Berdasarkan rata-rata 

presentase respon siswa yang diperoleh dapat diketahui bahwa MOGI menarik untuk 

digunakan oleh siswa. 
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ABSTRACT 

The purposes of research carried out were knowing appropriateness and 

student response for Mobile Game Library use based Construct 2 on a simple 

machine lesson. A development model that used was the Waterfall development 

model. The phases of the Waterfall development model were requirement analysis, 

design, implementation, testing, and operation and maintenance. Sample selection 

using random sampling. The trials were held at junior high school 2 Bangkalan with 

15 subjects of VIII class on even semester 2018/2019. According to result research 

could be concluded: The student response was generated an average percentage of 

82,92%. According to the percentage of student response, could be concluded that 

MOGI interesting to used by student. 
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