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Penelitian ini dilatarbelakangi oleh rendahnya minat belajar matematika
pada siswa, hal ini dikarenakan kurang tersedianya media pembelajaran dan
pembelajaran yang masih dilakukan secara konvensional yang membuat siswa
cepat bosan. Sehingga diperlukan media pembelajaran yang menarik sehingga
siswa memiliki minat untuk belajar matematika. Media yang digunakan adalah
aplikasi Kahoot!. Media ini bertujuan untuk memberikan kegiatan pembelajaran
yang lebih seru dan menarik melalui permainan kuis sehingga siswa tidak bosan
dalam belajar.

Adapun yang menjadi tujuan penelitian ini adalah (1) Untuk
mendeskripsikan langkah-langkah pengembangan media pembelajaran berbasis
game edukasi kahoot!. (2) Untuk mendeskripsikan kevalidan media pembelajaran
berbasis game edukasi kahoot! untuk meningkatkan minat belajar matematika
siswa. (3) Untuk mendeskripsikan kepraktisan media pembelajaran berbasis game
edukasi kahoot! untuk meningkatkan minat belajar matematika siswa. (4) Untuk
mendeskripsikan keefektifan media pembelajaran berbasis game edukasi kahoot!
untuk meningkatkan minat belajar matematika siswa. (5) Untuk mendeskripsikan
peningkatan minat belajar matematika siswa setelah menggunakan media
pembelajaran berbasis game edukasi kahoot!

Penelitian in1 menggunakan pendekatan Research and Development (RnD)
dengan menggunakan model ADDIE. Analisis permasalahan dari kebutuhan
sekolah, analisis kurikulum, dan analisis kebutuhan siswa. Desain produk media
dilakukan dengan pengkajian materi dan perancangan produk. Development
dilakukan dengan penilaian kelayakan dari validator ahli media dan ahli materi.
Implementasi dilakukan dengan pengambilan data dari 20 siswa dengan Teknik
pengambilan data menggunakan angket dan observasi. Evaluasi dilakukan untuk
memperbaiki media yang telah dibuat dan dapat digunakan kedepannya.

Hasil penelitian dan pengembangan ini menunjukkan bahwa (1) Langkah-
langkah pengembangan media game edukasi Kahoot! terdiri dari dua tahap, yaitu
pengkajian materi dan perancangan produk. (2) Dikatakan valid berdasarkan hasil
validasi ahli media menunjukkan rata-rata total 3 dan hasil validasi ahli materi
menunjukkan rata-rata total 2,8. Berdasarkan hasil tersebut media pembelajaran
game edukasi Kahoot! valid. (3) Dikatakan praktis berdasarkan hasil penilaian guru
matematika menunjukkan rata-rata total 3,2. Dengan demikian dapat ditunjukkan
bahwa media game edukasi Kahoot! praktis. (4) Dikatakan efektif berdasarkan hasil
angket respon siswa menunjukkan rata-rata 30,8. Hasil angket minat siswa
menunjukkan rata-rata 31,32. Dengan demikian dapat ditunjukkan bahwa media
game edukasi Kahoot! efektif. (5) Berdasarkan hasil angket minat siswa
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menunjukkan rata-rata 31,32. Dengan demikian dapat ditunjukkan bahwa
pembelajaran matematika dengan media game edukasi Kahoot! terdapat
peningkatan minat belajar matematika pada siswa.
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ABSTRACT
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Interest in Learning Mathematics at Panca Hidayah Kalidawir Islamic
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University of Tulungagung. Thesis Supervisor: Dr. Syaiful Hadi, M.Pd.
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This research is motivated by the low interest in learning mathematics in
students, this is due to the lack of learning media and learning that is still carried
out conventionally which makes students bored quickly. So that interesting learning
media is needed so that students have an interest in learning mathematics. The
media used is the Kahoot! application. This media aims to provide more exciting
and interesting learning activities through quiz games so that students do not get
bored in learning.

The objectives of this study are (1) To describe the steps in developing
learning media based on the Kahoot! educational game. (2) To describe the validity
of learning media based on the Kahoot! educational game to increase student's
interest in learning mathematics. (3) To describe the practicality of learning media
based on the Kahoot! educational game to increase student's interest in learning
mathematics. (4) To describe the effectiveness of learning media based on the
Kahoot! educational game to increase student's interest in learning mathematics. (5)
To describe the increase in student's interest in learning mathematics after using
learning media based on the Kahoot! educational game.

This study uses a Research and Development (RnD) approach using the
ADDIE model. Problem analysis from school needs, curriculum analysis, and
student needs analysis. Product media design is carried out by reviewing materials
and product design. Development is carried out with a feasibility assessment from
media expert validators and material experts. Implementation is carried out by
collecting data from 20 students with data collection techniques using
questionnaires and observations. Evaluation is carried out to improve the media that
has been created and can be used in the future.

The results of this research and development show that (1) The steps for
developing the Kahoot! educational game media consist of two stages, namely
material assessment and product design. (2) It is said to be valid based on the results
of media expert validation showing a total average of 3 and the results of material
expert validation showing a total average of 2.8. Based on these results, the Kahoot!
educational game learning media is valid. (3) It is said to be practical based on the
results of the mathematics teacher's assessment showing a total average of 3.2.
Thus it can be shown that the Kahoot! educational game media is practical. (4) It is
said to be effective based on the results of the student response questionnaire
showing an average of 30.8. The results of the student interest questionnaire showed
an average of 31.32. Thus it can be shown that the Kahoot! educational game media
is effective. (5) Based on the results of the student interest questionnaire showing
an average of 31.32. Thus it can be shown that learning mathematics with the
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Kahoot! educational game media increases students' interest in learning
mathematics.
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