
 

 

TUGAS AKHIR 

GAME EDUKASI PEMBELAJARAN MATEMATIKA 

SISWA SEKOLAH DASAR BERBASIS ANDROID 

 

 

 

 

 

MUHAMMAD ERIS PUMAYOGA ANDRIAWAN 

19102290 

 

 

PROGRAM STUDI S1 TEKNIK INFORMATIKA 

FAKULTAS INFORMATIKA 

INSTITUT TEKNOLOGI TELKOM PURWOKERTO 

2024 



  i 

TUGAS AKHIR 

 

GAME EDUKASI PEMBELAJARAN MATEMATIKA 

SISWA SEKOLAH DASAR BERBASIS ANDROID 

MATHEMATICS LEARNING EDUCATION GAME 

FOR ELEMENTARY STUDENTS BASED ON 

ANDROID 

Disusun Sebagai Salah Satu Syarat untuk Memperoleh Gelar Sarjana Komputer 

 

 

 

MUHAMMAD ERIS PUMAYOGA ANDRIAWAN 

19102290 

 

PROGRAM STUDI S1 TEKNIK INFORMATIKA 

FAKULTAS INFORMATIKA 

INSTITUT TEKNOLOGI TELKOM PURWOKERTO 

2024 



 ii 

 



      

 

iii 

 

 

 

 



iv 

 

 

 

 

 

 

 

 

 



v 

 

 

 

 

 



vi 

 

DAFTAR ISI 
TUGAS AKHIR ................................................................................... i 

LEMBAR PERSETUJUAN PEMBIMBING ............................................ ii 

LEMBAR PENGESAHAN TUGAS AKHIR ............................................ iii 

LEMBAR PERNYATAAN KEASLIAN TUGAS AKHIR ........................iv 

KATA PENGANTAR.................................................................................... v 

DAFTAR ISI ....................................................................................... vi 
DAFTAR TABEL ............................................................................ viii 

DAFTAR GAMBAR .......................................................................... ix 
DAFTAR LAMPIRAN ....................................................................... x 

ABSTRAK .......................................................................................... xi 
ABSTRACT ....................................................................................... xii 

BAB I .................................................................................................... 1 
PENDAHULUAN................................................................................ 1 

1.1 Latar Belakang Masalah ..................................................... 1 
1.2 Perumusan Masalah ........................................................... 3 

1.3 Pertanyaan Penelitian ......................................................... 3 
1.4 Batasan Masalah / Ruang Lingkup .................................... 3 

1.5 Tujuan Penelitian ............................................................... 4 
1.6 Manfaat Penelitian ............................................................. 4 

BAB II .................................................................................................. 5 
TINJAUAN PUSTAKA DAN LANDASAN TEORI .............. 5 

2.1 Tinjauan Pustaka ................................................................ 5 
2.2 Landasan Teori ................................................................. 11 

2.2.1 Matematika ................................................................ 11 
2.2.2 Bilangan Cacah Besar ............................................... 11 

2.2.3 UML .......................................................................... 11 
2.2.4 Game ......................................................................... 12 

2.2.5 Android ...................................................................... 14 
2.2.6 Construct 2  ............................................................... 15 

2.2.7  Model desain ADDIE ............................................... 16 
2.2.8. System Usability Testing .......................................... 17 

2.2.9 Blackbox testing ........................................................ 18 
2.2.10 Pre-test dan Post-test .............................................. 19 

BAB III ............................................................................................... 20 
METODE PENELITIAN ................................................................. 20 

3.1 Subjek dan Objek Penelitian ............................................ 20 
3.2 Alat dan Bahan Penelitian ................................................ 20 

3.3.1 Alat Penelitian ........................................................... 20 
3.3.2 Bahan Penelitian ........................................................ 21 

3.3 Diagram Alir Penelitian ................................................... 22 
BAB IV ............................................................................................... 23 

HASIL DAN PEMBAHASAN ............................................... 23 
4.1 Hasil ................................................................................. 23 

4.2 Pembahasan ...................................................................... 31 
BAB V................................................................................................. 46 



vii 

 

KESIMPULAN DAN SARAN ............................................... 46 

5.1 Kesimpulan ...................................................................... 46 
5.2 Saran ................................................................................. 46 

DAFTAR PUSTAKA ........................................................................ 47 
LAMPIRAN ....................................................................................... 49 

 

 

 



 viii 

DAFTAR TABEL 
 

Tabel 2.1 Penelitian Sebelumnya/Kajian Pustaka .................................................... 7 

Tabel 3.1 Software ................................................................................................. 20 

Tabel 3.2 Hardware ............................................................................................... 21 

Tabel 3.3 Hardware Laptop ................................................................................... 21 

Tabel 3.4 Hardware Smartphone ........................................................................... 21 

Tabel 4.1 Konsep Game ......................................................................................... 24 

Tabel 4.2 Hasil Pengujian Black Box Tampilan Menu Utama............................... 37 

Tabel 4.3 Hasil Pengujian Black Box Tampilan Quiz dan Materi .......................... 38 

Tabel 4.4 Hasil Pengujian Black Box Tampilan Quiz 1 ......................................... 38 

Tabel 4.5 Hasil Pengujian Black Box Tampilan Quiz 2 ......................................... 39 

Tabel 4.6 Hasil Pengujian Black Box Tampilan Materi Teks ................................ 39 

Tabel 4.7 Hasil Pengujian Black Box Tampilan Materi Video .............................. 40 

Tabel 4.8 Hasil Pengujian Black Box Tampilan Game Over ................................. 40 

Tabel 4.9 Hasil Pengujian Black Box Tampilan Sukses ........................................ 40 

Tabel 4.10 Hasil Pengujian Black Box Tampilan Perangkat .................................. 41 

Tabel 4.11 Hasil Pengujian Black Box Tampilan Usability ................................... 41 

Tabel 4.12 Hasil pretest dan posttest ..................................................................... 43 

 

 

 

 

 

 

 

 

 

 

 

 

 



 ix 

DAFTAR GAMBAR 
 

Gambar 2.1 Logo Android ..................................................................................... 14 

Gambar 2.2 Tampilan awal Construct 2 ................................................................ 15 

Gambar 2.3 Model desain ADDIE ......................................................................... 16 

Gambar 2.4 Rentang skor SUS .............................................................................. 18 

Gambar 3.1 Diagram Alir Penelitian   ................................................................... 22 

Gambar 4.1 Diagaram Alir Metode ADDIE .......................................................... 23 

Gambar 4.2 Struktur Navigasi ................................................................................ 24 

Gambar 4.3 Wireframe Menu Utama ..................................................................... 25 

Gambar 4.4 Wireframe Quiz dan Materi ................................................................ 25 

Gambar 4.5 Wireframe Quiz 1 ............................................................................... 26 

Gambar 4.6 Wireframe Quiz 2 ............................................................................... 26 

Gambar 4.7 Wireframe Materi Teks  ..................................................................... 27 

Gambar 4.8 Wireframe Materi Video .................................................................... 27 

Gambar 4.9 Wireframe Game Over ....................................................................... 28 

Gambar 4.10 Wireframe Sukses ............................................................................. 28 

Gambar 4.11 Proses pengenalan game Matematika 4 ........................................... 29 

Gambar 4.12 Proses tahap pengujian SD ............................................................... 30 

Gambar 4.13 Proses pengujian ............................................................................... 30 

Gambar 4.14 Dokumentasi setelah pengujian ........................................................ 31 

Gambar 4.15 Pembuatan aset game ....................................................................... 31 

Gambar 4.16 Pengumpulan aset game ................................................................... 32 

Gambar 4.17 Pembangunan game Matematika 4 SD di construct 2...................... 32 

Gambar 4.18 Tampilan  dari Menu Utama ............................................................ 33 

Gambar 4.19 Tampilan  dari About ........................................................................ 33 

Gambar 4.20 Tampilan dari Quiz dan Materi ........................................................ 34 

Gambar 4.21 Tampilan  dari Quiz 1 ....................................................................... 34 

Gambar 4.22 Tampilan dari Quiz 2........................................................................ 35 

Gambar 4.22 Tampilan dari Materi ........................................................................ 35 

Gambar 4.24 Tampilan dari Materi Video ............................................................. 36 

Gambar 4.25 Tampilan dari Game Over ................................................................ 36 

Gambar 4.26 Tampilan dari Sukses ....................................................................... 37 

Gambar 4.27 Tampilan dari game Matematika di itch.io ...................................... 44 

Gambar 4.28 Tampilan dari game Matematika di google drive ............................ 45 

 

 

 



 x 

DAFTAR LAMPIRAN 
 

Lampiran 1 Dokumentasi Wawancara ................................................................... 49 

Lampiran 2 Lembar SUS ....................................................................................... 52 

Lampiran 3 Nilai Pretest yang diambil dari Lembar Penilaian Siswa ................... 57 

Lampiran 4 Perhitungan hasil pengujian SUS pada Microsoft Excel .................... 58 

Lampiran 5 Pengujian Blackbox Testing pada game ............................................. 59 

Lampiran 6 Surat Permintaan Data Tugas Akhir ................................................... 60 

Lampiran 7 Event Sheets pada game Matematika 4 SD ........................................ 61 

Lampiran 8 Aplikasi dan Video Pembelajaran ...................................................... 66 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 


