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ABSTRAK 
Rezkiyah, Ulfa Khoerur. 2023. Pengembangan Media 

Pembelajaran Interaktif Berbasis Game Ratu Bilbul 
(Operasi Hitung Bilangan Bulat) Kelas VI MI Untuk 
Meningkatkan Pemahaman Konsep Siswa. Skripsi, 
Program Studi Pendidikan Matematika, FBBP, Unipdu. 
Pembimbing: (I) Ana Rahmawati, S.Si., M.Pd. (II) 
Ulumul Umah, M.Pd. 

Penelitian pengembangan ini merupakan penelitian dan 
pengembangan yang bertujuan (1) mendeskripsikan proses 
pengembangan media game ratu bilbul untuk meningkatkan 
pemahaman konsep siswa pada materi operasi hitung bilangan 
bulat yang valid, praktis, dan  efektif, (2) menghasilkan media 
game ratu bilbul untuk meningkatkan pemahaman konsep 
siswa pada materi operasi bilangan bulat yang valid, praktis, 
dan efektif. Model ADDIE adalah model penelitian 
pengembangan yang digunakan.Model ADDIE ini terdiri atas 
lima tahapan, yaitu: (1) analyze atau analisis, (2) design atau 
desain, (3) development atau pengembangan, (4) 
implementation atau implementasi, (5) evaluation atau evaluasi. 
Dua uji coba digunakan untuk menguji media game ratu bilbul, 
uji coba tersebut yaitu, uji coba terbatas dilakukan dengan 5 
siswa MI Al Iman Tampingmojo dan uji coba lapangan 
dilakukan dengan 20 siswa MI Al Iman Tampingmojo. Random 
sampling adalah metode pengambilan sampel yang digunakan 
oleh peneliti. Lembar validasi, lembar angket respon siswa, 
lembar angket respon guru, dan tes pemahaman konsep (soal 
pretest dan posttest) digunakan untuk mengumpulkan data yang 
diperlukan untuk penelitian pengembangan ini. 

Secara keseluruhan, hasil penelitian pengembangan ini 
menunjukkan bahwa media game ratu bilbul telah memenuhi 
kriteria valid, efektif dan praktis. Media memenuhi kriteria 
valid dengan persentase kevalidan 76,65%. Hasil uji coba 
kepraktisan media menunjukkan kriteria praktis dengan 
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persentase kepraktisan sebesar 86,9%. Sedangkan hasil uji 
keefektifan media menunjukkan kriteria sangat efektif 
meningkatkan pemahaman kosep siswa terkait operasi hitung 
bilangan bulat dengan memperoleh rata-rata skor N-gain 
sebesar 0,7 dengan kategori tinggi. 

 

Kata kunci : pengembangan, media game ratu bilbul, operasi 
hitung bilangan bulat, pemahaman konsep 
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ABSTRACT 

Rezkiyah, Ulfa Khoerur. 2023. Development of Interactive 
Learning Media Based on the game ratu bilbul 
(Integer Number Operations) for Grade VI 
Elementary School Students to Enhance Conceptual 
Understanding. Thesis, Mathematics Education 
Research Program, Faculty of Business, Languages, 
and Education, Unipdu. Advisors: (I) Ana 
Rahmawati, S. Si., M.Pd. (II) Ulumul Umah, M.Pd. 

This research and development research aims to (1) describe the 
process of developing the game ratu bilbul as a valid, practical, 
and effective media to enhance students' understanding of the 
concept of integer arithmetic operations, and (2) produce the 
game ratu bilbul as a valid, practical, and effective media to 
enhance students' understanding of the concept of integer 
arithmetic operations. This research development model is the 
ADDIE model that goes through five stages, namely: (1) 
analysis, (2) design, (3) development, (4) implementation, and 
(5) evaluation. The media game ratu bilbul was tested with two 
trial runs, namely a limited trial conducted with 5 students from 
MI Al Iman Tampingmojo, and a field trial conducted with 20 
students from MI Al Iman Tampingmojo. The sampling 
technique used by the researcher is random sampling. The 
required data for this research development research were 
obtained using validation sheets, student response 
questionnaires, teacher response questionnaires, and concept 
comprehension tests (pretest and posttest questions). 

Overall, the results obtained in this research development 
research indicate that the game ratu bilbul media has met the 
criteria of being valid, effective, and practical. The media meets 
the validity criteria with a validity percentage of 76.65%. The 
results of the media's practicality test indicate practicality 
criteria with a practicality percentage of 86.9%. Meanwhile, the 
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results of the media's effectiveness test show highly effective 
criteria in improving students' understanding of integer 
arithmetic operations, as indicated by an N-gain score of 0.7, 
falling under the high category. 

 

Keywords: development, game ratu bilbul media, integer 
arithmetic operations, concept comprehension. 
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MOTTO 
 

“Life can be heavy, especially if you try to carry it all at once. 
Part of growing up and moving into new chapters of your life 
is about catch and release. What I mean by that is, knowing 

what things to keep, and what things to release.You can’t 

carry all things.” 

-Taylor Swift- 
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