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ABSTRAK

Penelitian ini  bertujuan untuk mengembangkan media
pembelajaran matematika berbasis mobile learning di SMPN 14
Medan kelas VII. Penilitian ini juga bertujuan untuk mengetahui
keperaktisan dan keefektifan media yang dikembangkan. Materi
ajar yang disajikan peneliti ialah operasi aljabar untuk peserta
didik kelas VII SMP. Metodologi penelitian yang digunakan
adalah research and development (R&D) yaitu pengembangan
media pembelajaran berbasis mobile learning menggunakan
Model pengembangan ADDIE (Analysis, Design, Development,
Implementation, Evaluation). Subyek penelitian ini adalah siswa
kelas VII SMP N 14 Medan. Teknik pengumpulan data dengan
wawancara dan angket. Teknik analisis data validasi
menggunakan skala likert dan tes hasil belajar siswa. Hasil
penelitian mengungkapkan bahwa (1) Kelayakkan media
berdasarkan penilaian ahli media mendapatkan rata-rata
persentase sebesar 83.05% dengan kriteria “sangat layak” dan
penilaian ahli materi mendapatkan rata — rata persentase sebesar
83,65% dengan kriteria “sangat layak”. (2) Kepraktisan media
pembelajaran berdasarkan respon siswa setelah menggunakan
media mendapatkan rata-rata persentase sebesar 79,94% dengan
kriteria “sangat praktis”. (3) Keefektifan media berdasarkan hasil
ketuntasan  belajar  siswa = setelah  menggunakan media
pembelajaran  matematika  interaktif  sebesar = 90,625%.
Berdasarkan hasil penelitian, penggunaan media pembelajaran
matematika berbasis mobile learning melalui game edukasi
LACAKU dapat dikatakan layak dengan kategori sangat layak,
sangat praktis dan efektif.

Kata kunci: media pembelajaran, mobile learning, game edukasi
LACAKU



ABSTRACT

This study aims to develop mobile learning based
mathematics learning media in SMPN 14 Medan class VII. This
study also aims to determine the practicality and effectiveness of
the developed media. The teaching material presented by the
researcher is algebraic operations for class VII SMP. The
research methodology used is research and development (R&D),
namely the development of mobile learning-based learning media
using the ADDIE development model (Analysis, Design,
Development, Implementation, Evaluation). The subjects of this
study were seventh grade students of SMP N 14 Medan. Data
collection techniques with interviews and questionnaires.
Validation data analysis technique uses a Likert scale and student
learning outcomes tests. The results of the study revealed that (1)
the feasibility of the media based on the media expert's
assessment got an average percentage of 83.05% with the "very
feasible” criteria and the material expert's assessment got an
average percentage of 83.65% with the "very feasible” criteria.
(2) The practicality of learning media based on student responses
after using the media got an average percentage of 79.94% with
the criteria of "very practical”. (3) The effectiveness of the media
based on the results of student learning mastery after using
interactive mathematics learning media is 90.625%. Based on the
results of the study, the use of mobile learning-based mathematics
learning media through the LACAKU educational game can be
said to be feasible in the very feasible, very practical and
effective category.

Keywords: learning media, mobile learning, educational game
LACAKU
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