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ABSTRAK

Risqi Ervera Nur Arifah/ A710140026. PENGEMBANGAN GAME EDUKASI
MENGGUNAKAN CONSTRUCT 2 UNTUK MENINGKATKAN HASIL
BELAJAR SISWA PADA MATA PELAJARAN MATEMATIKA KELAS 1
SEKOLAH DASAR. Skripsi. Fakultas Keguruan dan llmu Pendidikan, Universitas
Muhammadiyah Surakarta. November, 2018.

Matematika merupakan mata pelajaran yang perlu diperkenalkan sejak dini. Akan
tetapi, berdasarkan hasil observasi pada kelas 1 di SD Negeri Nayu 77 Surakarta,
Matematika merupakan mata pelajaran yang kurang diminati, karena media
pembelajaran yang digunakan oleh guru masih berupa media buku sebagai pedoman.
Dengan demikian perlu adanya pengembangan media yang digunakan, misalnya
media game. Bilomatika merupakan game edukasi Matematika yang memuat materi
bilangan yang dapat digunakan sebagai media dalam kegiatan pembelajaran.
Penelitian ini bertujuan untuk mengembangkan, mengetahui kelayakan dan
keefektivan game Bilomatika yang dikembangkan. Metode penelitian yang
digunakan adalah Research and Development (R&D) dengan model pengembangan
Waterfall. Teknik pengumpulan data dilakukan dengan berupa angket, untuk
mengukur kelayakan game Bilomatika pada materi bilangan, serta dengan
menggunakan pre-test dan post-test untuk mengukur keefektivan game bilomatika.
Berdasakan hasil penelitian menunjukan bahwa persentase kelayakan nilai rata-rata
ahli media sebesar 80,5% yang merupakan kriteria layak, dan oleh ahli materi sebesar
85,2% yang merupakan kriteria sangat layak. Sedangkan pengujian terhadap siswa
memperoleh hasil sebanyak 89% yang merupakan kriteria layak. Hasil nilai pre-test
dan post-test siswa terjadi peningkatan 27.2%. Dapat disimpulkan dalam penelitian
ini game Bilomatika dinyatakan layak, serta efektif untuk meningkatkan hasil belajar
siswa.

Kata Kunci: game edukasi, matematika, bilangan
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ABSTRACT

Risqi Ervera Nur Arifah/ A710140026. THE DEVELOPMENT OF EDUCATION
GAME USE CONSTRUCT 2 FOR IMPROVING STUDENTS LEARNING
OUTCOMES ON MATHEMATIC IN FIRST GRADE OF ELEMENTARY
SCHOOL. research paper. faculty of teacher training and education muhammadiyah
university of Surakarta. November 2018.

Mathematic is a subject that needs to be introduced early. However, based on
observations on the first grade of Nayu 77 Public Elementary School in Surakarta,
Mathematic is a subject that is less attractive to students, because the learning media
used by the teacher is still in the form of book media as a guidance. Thus the need for
media development is used, such as media games. Bilomatic is a Math education
game that contains number material that can be used as a medium in learning
activities. This study aims to develop and determine the feasibility and effectiveness
of the developed Bilomatic game. The research method used is Research and
Development (R & D) with the Waterfall development model. Data collection
techniques were carried out in the form of a questionnaire, to measure the
appropriateness of the Bilomatic game on material numbers, and by using the pre-
test and post-test to measure the effectiveness of Bilomatic game. Based on the results
of the study showed that the percentage of the feasibility of the average value of
media experts was 80.5% which is a feasible criterion, and by material experts
amounted to 85.2% which is a very feasible criterion. Whereas testing of students
obtained 89% of the results which is a feasible criterion. The results of students' pre-
test and post-test scores increased by an average of 27.2%. It can be concluded in
this study, Bilomatic game is declared feasible, as well as effective for improving
student learning outcomes.

Keywords: educational games, mathematics, numbers
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