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ABSTRACT 

 

Munir, Ahmad. 2022. "Development of Interactive Media Based on Educational 

Game Software Macromedia Flash 8 in 4th Grade Mathematics Subjects". 

Thesis. Basic Education Masters Study Program. Graduate program. Muria 

Kudus University. Advisor I Dr. Su'ad, M.Pd, Advisor II Dr. Wawan Shokib 

Rondli, M.Pd. 

Keywords: Education Games, Interactive Media, Macromedia Flash 8, 

Mathematics 

 

The objectives of this study are 1) To find out how much the analysis of 

the interactive media needs for match snail adventure based on educational games 

on macromedia flash 8 software in the 4th grade flat-building material. 2) To 

produce match snail adventure interactive media products based on educational 

games on macromedia flash 8 software in 4th grade flat-building materials. 3) To 

find out how big the feasibility of interactive media match snail adventure based 

on educational games on macromedia flash 8 software on flat-building material 

for grade 4 elementary school. 4) To find out how much effective the match snail 

adventure learning media is based on educational games on macromedia flash 8 

software in the 4th grade flat-building material. 

The type of this research is quantitative research using Research and 

Development (R&D) research methods with reference to the Borg and Gall 

development model modified by Sugiyono. The research was carried out at the 

Salary 1 State Elementary School which consisted of 20 students. The 

independent variable in this study is interactive media based on educational game 

software macromedia flash 8, while the dependent variable in this study is the 

result of learning mathematics. Data collection techniques are questionnaires and 

tests. 

The results of the study 1) Interactive media match snail adventure based 

on educational games, macromedia flash 8 software, needed teachers and 4th 

grade students of SD Negeri Gaji 1, Guntur District, in learning Mathematics for 

flat shapes. 2) At the product development stage, the educational game Match 

Snail Adventure learning media based on Macromedia Flash 8 software was 

produced in the 4th grade Mathematics subject. 3) Interactive media match snail 

adventure based on educational games, macromedia flash 8 software, is very 

suitable to be used in learning Mathematics for flat-shaped materials. 4) The use 

of the educational game Match Snail Adventure learning media in the 4th grade 

Mathematics subject is very effective, with a GI (indicator of success) of 85%. 

The learning media in this study only presents flat-shaped material and the 

questions tested in the game are also limited, the researchers suggest that other 

materials can be developed.  
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ABSTRAK 

 

 

Munir, Ahmad. 2022. “Pengembangan Media Interaktif Match Snail Adventure 

Berbasis Permainan Edukasi Software Macromedia Flash 8 pada Mata 

Pelajaran Matematika Kelas 4 SD”. Tesis. Program Studi Magister 

Pendidikan Dasar. Program Pascasarjana. Universitas Muria Kudus. 

Pembimbing I Dr. Su’ad, M.Pd, Pembimbing II Dr. Wawan Shokib 

Rondli, M.Pd. 

Kata kunci : Education Games, Media Interaktif, Macromedia Flash 8, 

Matematika 

 

Tujuan Penelitian ini adalah 1) Untuk mengetahui seberapa besar analisis 

kebutuhan media interaktif match snail adventure berbasis permainan edukasi 

pada software macromedia flash 8 pada materi bangun datar kelas 4 SD. 2) Untuk 

menghasilkan produk media interaktif match snail adventure berbasis permainan 

edukasi pada software macromedia flash 8 pada materi bangun datar kelas 4 SD. 

3) Untuk mengetahui seberapa besar kelayakan media interaktif match snail 

adventure berbasis permainan edukasi pada software macromedia flash 8 pada 

materi bangun datar kelas 4 SD. 4) Untuk mengetahui seberapa besar efektifitas 

media pembelajaran match snail adventure berbasis permainan edukasi pada 

software macromedia flash 8 pada materi bangun datar kelas 4 SD. 

Adapun jenis penelitian ini adalah penelitian kuantitatif dengan 

menggunakan metode penelitian Reseach and Development (R&D) dengan 

mengacu pada model pengembangan Borg and Gall yang dimodifikasi Sugiyono. 

penelitian dilaksanakan di SD Negeri Gaji 1 yang terdiri dari 20 Siswa. Variabel 

bebas dalam penelitian ini adalah media interaktif berbasis permainan edukasi 

software macromedia flash 8, sedangkan variabel terikat dalam penelitian ini 

adalah hasil belajar matematika. Teknik pengumpulan data adalah angket dan tes. 

Hasil penelitian 1) Media interaktif match snail adventure berbasis 

permainan edukasi software macromedia flash 8 dibutuhkan guru dan siswa kelas 

4 SD Negeri Gaji 1 Kecamatan Guntur dalam pembelajaran Matematika materi 

bangun datar. 2) Pada tahap pengembangan produk dihasilkan media 

pembelajaran permainan edukatif Match Snail Adventure berbasis software 

Macromedia Flash 8 pada mata pelajaran Matematika kelas 4 SD. 3) Media 

interaktif match snail adventure berbasis permainan edukasi software macromedia 

flash 8 sangat layak digunakan dalam pembelajaran Matematika materi bangun 

datar. 4) Penggunaan media pembelajaran permainan edukatif Match Snail 

Adventure pada mata pelajaran Matematika kelas 4 SD sangat efektif, dengan IK 

(indikator keberhasilan) sebesar 85%. 

Media pembelajaran dalam penelitian ini hanya menyajikan materi bangun 

datar saja dan soal yang diujikan pada permainan juga terbatas, saran peneliti agar 

dapat dilakukan pengembangan pada materi yang lain.  
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