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ABSTRAK 

Penelitian ini dilatarbelakangi oleh rendahnya pemahaman konsep matematika siswa 

kelas IV pada materi bangun ruang akibat pembelajaran yang didominasi metode ceramah 

dan penggunaan buku ajar. Penelitian ini bertujuan mengembangkan media gamifikasi 

berbasis website, mengetahui kelayakan, serta menguji efektivitasnya dalam 

meningkatkan pemahaman konsep matematika siswa. Penelitian menggunakan metode 

Research and Development (R&D) dengan model 4D (Define, Design, Develop, 

Disseminate) di SD Negeri Kuin Utara 4 Banjarmasin dengan subjek 26 siswa kelas IV. 

Data dikumpulkan melalui validasi ahli media dan materi, angket respons siswa, serta tes 

pretest dan posttest. Analisis data meliputi analisis deskriptif, uji normalitas, 

homogenitas, dan N-Gain. Media yang dikembangkan memuat materi bangun ruang 

dengan fitur poin, level, badge, reward, kuis interaktif, umpan balik otomatis, gambar, 

video, dan kalkulator. Hasil validasi ahli media memperoleh persentase 72% dan ahli 

materi 71,6%, keduanya berkategori baik sehingga media dinyatakan layak digunakan. 

Hasil uji efektivitas menunjukkan rata-rata N-Gain sebesar 0,6208 atau 62,08% dengan 

kategori sedang, yang menunjukkan peningkatan pemahaman konsep matematika siswa. 

Dengan demikian, media gamifikasi berbasis website layak dan cukup efektif digunakan 

sebagai media pembelajaran matematika materi bangun ruang. 

Kata kunci : Media gamifikasi, website pembelajaran, bangun ruang, pemahaman 

konsep matematika, siswa sekolah dasar 
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ABSTRACT 

This study was motivated by the low level of mathematical concept understanding among 

fourth-grade students regarding 3D shapes, a result of instruction dominated by lectures 

and textbook usage. The study aimed to develop a website-based gamified learning 

medium, assess its feasibility, and evaluate its effectiveness in enhancing students' 

understanding of mathematical concepts. A Research and Development (R&D) approach 

utilizing the 4D model (Define, Design, Develop, Disseminate) was employed at SD 

Negeri Kuin Utara 4 Banjarmasin, involving 26 fourth-grade students. Data were 

collected through expert validation (media and subject matter), student response 

questionnaires, and pre- and post-tests. Data analysis encompassed descriptive analysis, 

normality and homogeneity tests, and N-Gain analysis. The developed medium covers 

3D shape concepts and incorporates features such as points, levels, badges, rewards, 

interactive quizzes, automated feedback, images, videos, and a calculator. Validation 

results yielded scores of 72% from the media expert and 71.6% from the subject matter 

expert; both ratings fell into the "good" category, deeming the medium suitable for use. 

Effectiveness testing revealed an average N-Gain of 0.6208 (62.08%), classified as 

"moderate," indicating an improvement in students' understanding of mathematical 

concepts. Consequently, the website-based gamified medium is considered feasible and 

reasonably effective for teaching 3D shape concepts in mathematics. 

Keywords: Gamification media, learning website, spatial geometry, understanding of 

mathematical concepts, elementary school students 
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