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INTISARI 

 

Pembelajaran matematika di kelas 1 sekolah dasar masih menghadapi 

permasalahan rendahnya minat belajar siswa, khususnya pada materi operasi hitung 

bilangan dasar seperti penjumlahan dan pengurangan. Kondisi ini ditandai dengan 

kurangnya perhatian siswa saat pembelajaran berlangsung, metode pengajaran yang 

masih didominasi ceramah dan buku paket, serta minimnya media pembelajaran 

interaktif. Dampak dari permasalahan tersebut adalah siswa mudah bosan, kurang 

termotivasi, dan mengalami kesulitan memahami konsep dasar matematika yang 

berpengaruh terhadap proses belajar selanjutnya. Oleh karena itu, diperlukan media 

pembelajaran alternatif yang mampu meningkatkan minat belajar siswa secara lebih 

menarik dan sesuai dengan karakteristik usia sekolah dasar. 

 

Penelitian ini bertujuan mengembangkan game edukasi 2D berbasis Unity 

sebagai media pembelajaran operasi hitung bilangan dasar bagi siswa kelas 1 SD 

Negeri Tunggaknongko. Metode yang digunakan adalah Multimedia Development 

Life Cycle (MDLC) yang meliputi tahapan concept, design, material collecting, 

assembly, testing, dan distribution. Pengumpulan data dilakukan melalui observasi, 

wawancara guru, kuesioner kelayakan media oleh guru, kuesioner minat belajar 

siswa, serta tes pretest dan posttest. Analisis data dilakukan secara deskriptif 

kuantitatif untuk melihat peningkatan minat dan hasil belajar siswa setelah 

menggunakan game. 

 

Hasil penelitian menunjukkan bahwa game edukasi yang dikembangkan 

memperoleh penilaian sangat layak oleh guru dan respon sangat positif dari siswa. 

Kuesioner minat belajar menunjukkan peningkatan ketertarikan dan antusiasme 

siswa dalam belajar matematika. Selain itu, hasil pretest dan postest menunjukkan 

adanya peningkatan nilai belajar siswa setelah penggunaan game. Penelitian ini 

memberikan kontribusi sebagai alternatif media pembelajaran interaktif yang dapat 

dimanfaatkan oleh guru dan sekolah dalam meningkatkan kualitas pembelajaran 

matematika. 

 

Kata kunci: game edukasi, Unity, minat belajar, operasi hitung, sekolah dasar. 
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ABSTRACT 

 

Mathematics learning in 1st-grade elementary school still faces challenges 

regarding low student interest, particularly in basic arithmetic operations such as 

addition and subtraction. This condition is characterized by a lack of student 

attention during lessons, teaching methods that are still dominated by lectures and 

textbooks, and a scarcity of interactive learning media. The impact of these issues 

is that students become easily bored, lack motivation, and experience difficulty in 

understanding basic mathematical concepts, which affects their subsequent 

learning processes. Therefore, alternative learning media is required to increase 

student learning interest in a more engaging way that aligns with the 

characteristics of elementary school-aged children. 

This study aims to develop a Unity-based 2D educational game as a 

learning medium for basic arithmetic operations for 1st-grade students at SD 

Negeri Tunggaknongko. The method employed is the Multimedia Development Life 

Cycle (MDLC), which includes the stages of concept, design, material collecting, 

assembly, testing, and distribution. Data collection was conducted through 

observations, teacher interviews, media feasibility questionnaires by teachers, 

student learning interest questionnaires, as well as pretest and posttest evaluations. 

Data analysis was performed using a quantitative descriptive approach to observe 

improvements in student interest and learning outcomes after using the game. 

The results indicate that the developed educational game received a "very 

feasible" rating from teachers and a very positive response from students. The 

learning interest questionnaires showed an increase in student interest and 

enthusiasm for learning mathematics. Furthermore, the pretest and posttest results 

demonstrated an improvement in student learning scores following the use of the 

game. This study contributes as an alternative interactive learning medium that can 

be utilized by teachers and schools to enhance the quality of mathematics 

education. 

 

Keywords: educational game, Unity, learning interest, arithmetic operations, 

elementary school.


