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ABSTRAK

Matematika, sebagai mata pelajaran yang diajarkan sejak dini, seringkali dihadapi
oleh siswa dengan rasa bosan dan ketidakmengertian, mengingat kompleksitas
materi berupa rumus yang perlu dihapal. Siswa kelas 1 SD di SDN 14 Belimbing,
Kabupaten Muara Enim Dusun Dalam, banyak siswa yang mengalami kebosanan
dan kesulitan pemahaman karena lebih tertarik bermain dengan teman dan minim
perhatian terhadap materi. Tujuan penelitian ini memanfaatkan teknologi dan
informasi dengan cara membuat media pembelajaran berupa game edukasi untuk
membantu para pendidik dan orang tua agar siswa dapat belajar dimana saja dan
kapan saja. Metode pengembangan perangkat lunak yang digunakan adalah Game
Development Life Cycle (GDLC). Tahapan GDLC mencakup inisiasi ide, pre-
production, production, testing (alfa dan beta), dan release. Game edukasi ini
telah diuji melalui pengujian kepuasan pengguna dengan cara pembagian
kuesioner di SDN 14 Belimbing, rata-rata nilai skor akhir keseluruhan adalah
88,15% tersebut termasuk dalam kategori sangat setuju, maka aplikasi layak untuk
digunakan. Hasil dari penelitian ini adalah sebuah permainan instruktif yang
dibuat untuk membantu para pendidik atau orang tua untuk memperluas
keuntungan anak-anak dalam mempelajari matematika dan dapat diperkenalkan
pada telepon Android.

Kata Kunci: Matematika, Media Pembelajaran, Game Edukasi, Android.
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EDUCATIONAL GAMES ON MATHEMATICS SUBJECTS FOR
1ST CLASS PRIMARY STUDENTS TO HELP IMPROVE
NUMERICATION SKILLS (CASE STUDY: SDN 14 BELIMBING)

ABSTRACT

Mathematics, as a subject taught from an early age, is often faced by students
with boredom and incomprehension, considering the complexity of the material in
the form of formulas that need to be memorized. Students in grade 1 of elementary
school at SDN 14 Belimbing, Muara Enim Regency, Dusun Dalam, many students
experience boredom and difficulty in understanding because they are more
interested in playing with friends and pay minimal attention to the material. The
purpose of this study is to utilize technology and information by creating learning
media in the form of educational games to help educators and parents so that
students can learn anywhere and anytime. The software development method used
is the Game Development Life Cycle (GDLC). The GDLC stages include idea
initiation, pre-production, production, testing (alpha and beta), and release. This
educational game has been tested through user satisfaction testing by distributing
questionnaires at SDN 14 Belimbing, the average overall final score is 88.15%
which is included in the strongly agree category, so the application is suitable for
use. The results of this study are an instructive game created to help educators or
parents to expand the benefits of children in learning mathematics and can be
introduced on Android phones.

Keywords: Mathematics, Learning Media, Educational Games, Android.
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