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ABSTRACT 

 

Franoto, Okfian Ari. 2024. Development of Interactive Game-Based Learning 

Media with the Problem Based Learning (PBL) Model in Mathematics for 

5th Grade Elementary School. Thesis Primary Education Program, 

Universitas Muria Kudus. Advisor I: Dr. Sumaji, S.Pd., M.Pd. Advisor II: 

Prof. Dr. Aida Soraya Md. Yunus. 

Keywords: interactive media, interactive game, Problem Based Learning, snakes 

and ladders. 

This study aims to: 1) Describe the validity of the web-based interactive 

game media in improving learning outcomes; 2) Describe the responses of teachers 

and students to the use of the web-based interactive game media; 3) Describe how 

the use of web-based interactive game media can enhance students' mathematics 

learning outcomes; and 4) Describe how the average learning outcomes of students 

in the experimental class are better than those in the control class.  

The research method applied is Research and Development (R&D) as 

developed by Sugiyono, utilizing the Brog and Gall model. The 10 research steps 

were simplified and adjusted to 7 steps according to the researcher's needs: potential 

and problem analysis, information gathering, product design, design validation, 

design revision, product testing, and product revision. Data were collected through 

interviews and documentation, with data sources including students, teachers, and 

data validators. The analysis was conducted by accumulating total scores. The 

effectiveness of the web-based interactive media was determined through pretest 

and posttest scores in the control and experimental classes. The effectiveness data 

were analyzed using an independent sample t-test and N-Gain test with SPSS. 

The results of this study indicate that the web-based interactive game media 

with the Problem Based Learning (PBL) model developed is highly suitable for use 

in the learning process. Validation by media, material, and language experts showed 

very high results, with percentages of 92.65%, 96.4%, and 92.65%, respectively, 

categorizing the media as "highly suitable." The responses from teachers and 

students were also very positive, with average scores of 97.3% for teachers and 

97.5% for students, indicating that the media meets high-quality standards and 

aligns with teaching needs. In terms of effectiveness, the use of this media has 

proven to enhance student learning outcomes, with the average post-test score in 

the experimental class reaching 88.47, higher than the control class's average of 

79.82. The N-Gain test results also indicated that this media is effective, with a 

significant improvement in student learning outcomes. Overall, the web-based 

interactive game media with the PBL model is declared effective and highly suitable 

for use in mathematics education. 
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ABSTRAK 

 

Franoto, Okfian Ari. 2024. Pengembangan Media Pembelajaran Game Interaktif 

Dengan Model Problem Based Learning (PBL) Pada Mata Pelajaran 

Matematika Kelas V SD. Tesis. Program Studi Pendidikan Dasar, 

Universitas Muria Kudus. Pembimbing I: Dr. Sumaji, S.Pd., M.Pd. 

Pembimbing II: Prof. Dr. Aida Soraya Md. Yunus. 

Kata Kunci: media interaktif, Game Interaktif, Problem Based Learning, ular 

tangga.  

Penelitian ini bertujuan untuk 1) Mendeskripsikan media Game interaktif 

berbasis web valid dalam meningkatkan hasil belajar; 2) Mendeskripsikan respon 

guru dan  siswa terhadap penggunaan media Game  interaktif berbasis web; dan 3) 

Mendeskripsikan penggunaan  media  Game interaktif berbasis web  dapat 

meningkatkan hasil belajar matematika siswa. 4) Mendeskripsikan rata-rata hasil 

belajar siswa pada kelas eksperimen lebih baik daripada kelas control. 

Metode penelitian mengaplikasikan Research and Development yang 

dikembangkan oleh Sugiyono menggunakan model Brog and Gall dengan 10 

langkah penelitian yang disederhanakan dan disesuaikan menjadi 7 langkah 

penelitian sesuai kebutuhan peneliti, yaitu analisis potensi dan masalah, 

pengumpulan informasi, desain produk, validasi desain, revisi desain, uji coba 

produk dan revisi produk. Data didapat dari wawancara dan dokumentasi. Sumber 

data berasal dari siswa, guru, validator data analisis dengan mengakumulasikan 

jumlah skor. Keefektifan media interaktif berbasis web diperoleh dari skor pretest 

dan posttest pada kelas kontrol dan kelas eksperimen. Data keefektifan media 

interaktif berbasis web dianalisis dengan uji independent sample t-test dan uji N-

Gain menggunakan SPSS 

Hasil penelitian ini menunjukkan bahwa media game interaktif berbasis web 

dengan model Problem Based Learning (PBL) yang dikembangkan sangat layak 

digunakan dalam proses pembelajaran. Validasi oleh ahli media, materi, dan bahasa 

menunjukkan hasil yang sangat tinggi, dengan persentase masing-masing 92,65%, 

96,4%, dan 92,65%, mengkategorikan media ini sebagai "sangat layak." Respon 

dari guru dan siswa juga sangat positif, dengan rata-rata nilai 97,3% untuk guru dan 

97,5% untuk siswa, menunjukkan bahwa media ini memenuhi standar kualitas 

tinggi dan sesuai dengan kebutuhan pengajaran. Dari segi efektivitas, penggunaan 

media ini terbukti meningkatkan hasil belajar siswa, dengan rata-rata post-test kelas 

eksperimen mencapai 88,47, lebih tinggi dibandingkan dengan kelas kontrol yang 

memiliki rata-rata 79,82. Hasil uji N-gain juga menunjukkan bahwa media ini 

efektif, dengan peningkatan yang signifikan dalam hasil belajar siswa. Secara 

keseluruhan, media game interaktif berbasis web dengan model PBL ini dinyatakan 

efektif dan sangat layak digunakan dalam pembelajaran matematika. 
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