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ABSTRAK

Ulya, Nur Himmatul. 2024. Pengembangan Media Game Ular Tangga Interaktif (UTI)
Berbasis Google Slides untuk Meningkatkan Hasil Belajar Pada Materi Aljabar.
Skripsi, Progra, Studi Pendidikan Matematika, FBBP, Unipdu, Pembimbing (I) Ir.
Drs. H. Sumargono, M.Pd. (1) Tomy Syafrudin, M.Pd.

Penelitian ini merupakan penelitian pengembangan yang memiliki tujuan untuk (1)
Menjelaskan proses pengembangan media pembelajaran game ular tangga agar konsep
materi aljabar kelas VIl mudah dipahami, praktis, dan efektif. (2) menghasilkan game ular
tangga berbasis google slides untuk meningkatkan hasil belajar pada materi aljabar kelas
VII yang valid, praktis, dan efektif. Model penelitian pengembangan adalah model Borg
and Gall yang dikembangkan oleh Sugiyono dan melalui 11 langkah yaitu (1) Potensi
masalah, (2) pengumpulan data, (3) Desain produk, (4) Revisi desain, (5) Validasi produk,
(6) Revisi produk, (7) Uji coba produk, (8) Revisi produk, (9) Uji coba pemakaian, (10)
Revisi produk, (11) Produksi. Game ular tangga interaktif (UTI) berbasis google slides
untuk meningkatkan hasil belajar pada materi aljabar diuji cobakan dengan dua uji coba
yakni uji coba terbatas yang dilakukan terhadap 15 siswa kelas VII.3 SMP Darul ‘Ulum 1
Rejoso dan uji coba lapangan yang dilakukan terhadap 30 siswa kelas VI1.2 SMP Darul
‘Ulum 1 Rejoso. Data yang diperlukan untuk penelitian pengembangan ini dikumpulkan
melalui lembar validasi, angket siswa, angket respon guru, serta pre-test, dan post-test.

Secara umum hasil yang diperoleh dalam penelitian pengembangan ini adalah game
ular tangga interaktif (UTI) berbasis google slides untuk meningkatkan hasil belajar pada
materi aljabar telah memenuhi kriteria valid, praktis, dan efektif. Game ular tangga
interaktif (UTI) berbasis google slides untuk meningkatkan hasil belajar pada materi
aljabar memenuhi kriteria valid dengan persentase kevalidan 77,7%. Hasil uji kepraktisan
game ular tangga interaktif (UTI) berbasis google slides untuk meningkatkan hasil belajar
pada materi aljabar ditentukan oleh angket respon siswa dan angket respon guru, dalam uji
coba lapangan survei respon siswa untuk persentase kepraktisan sebesar 81,2% sehingga
memenuhi kriteria praktis. Hasil angket respon guru untuk presentase kepraktisan sebesar
95% sehingga memenuhi kriteria praktis. Hasil keefektifan game ular tangga interaktif
(UTI) berbasis google slides untuk meningkatkan hasil belajar pada materi aljabar dilihat
dari hasil pre-test dan post-test. Pada hasil pre-test dan post-test terjadi peningkatan sebesar
80%. Namun, pada hasil post-test diketahui bahwa tidak ada siswa yang tuntas sehingga
diperoleh presentase ketuntasan sebesar 0% sehingga belum memenuhi kriteria efektif.

Vi
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ABSTRACT

Ulya, Nur Himmatul (2024). Development of an Interactive Snakes and Ladders Game
(UTI) Based on Google slides to Improve Learning Outcomes in Algebra.
Undergraduate Thesis, Mathematics Education Study Program, FBBP, Unipdu.
Supervisor (1) Ir. Drs. H. Sumargono, M.Pd. (1I) Tomu Syafrudin, M.Pd.

This research is a development study that aims to (1) explain the development process
of an interactive snakes and ladders game learning media so that the concept of sevemth-
grade algebra material is easy to understand, practical, and effective; (2) produce a google
slides-based snakes and ladders game to improve learning outcomes in seventh-grade
algebra that is valid, practical, and effective. The development research model is the borg
and gall model developed by sugiyono and goes through 11 steps, namely (1) potential
problems, (2) data collection, (3) product design, (4) design revision, (5) product
validation, (6) product revision, (7) product trial, (8) product revision, (9) user trial, (11)
production. The interactive snakes and ladders game (UTI) based on google slides to
improve learning outcomes in algebra was tested through two trials, namely a limited trial
conducted on 15 seventh grade students of SMP Darul ‘Ulum 1 Rejoso and a field trial
conducted on 30 seventh-grade students of SMP Darul ‘Ulum 1 Rejoso. The data needed
for this development research was collected through validation sheets, student
questionnaires, teacher response questionnaires, as well as pre-test and post-test.

Overall, the results obtained in this development study are that the interactive snakes
and ladders game (UTI) based on google slides to improve learning outcomes in algebra
has met the criteria of being valid, practical, and effective. The interactive snakes and
ladders game (UTI) based on google slides to improve learning outcomes in algebra meets
the validity criteria with validity percentage of 77,7%. The results of the practicality test of
the interactive snakes and ladders game (UTI) based on google slides to improve learning
outcomes in algebra are determined by student response questionnaires and teacher
response questionnaires. In the field trial, the student response survey for practicality was
81,2% Thus meeting the practical criteria. The results of the teacher response questionnaire
for practicality were 95%, thus meeting the practical ceriteria. The effectiveness of the
interactive snakes and ladders game (UTI) based on google slides to improve learning
outcomes in algebra is seen from the results of the pre-test and post-test. In the pre-test and
post-test, there was an increase of 80%. However, in the post-test results, it was found that
no students passed, so the mastery percentage was 0%, thus not meeting the effective
criteria.

vii
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