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ABSTRAK

Rendahnya motivasi dan hasil belajar matematika siswa menjadi permasalahan
utama dalam sistem pendidikan saat ini. Keterbatasan media pembelajaran
interaktif yang mampu menumbuhkan semangat belajar melalui persaingan sehat
memerlukan solusi inovatif dalam bentuk web game edukatif berbasis competition-
based learning. Penelitian ini bertujuan mengembangkan EDUTACTOE sebagai
media pembelajaran berbasis web game edukatif dengan pendekatan competition-
based learning untuk meningkatkan motivasi dan hasil belajar matematika siswa
kelas VIII SMP. Penelitian menggunakan model pengembangan ADDIE (Analysis,
Design, Development, Implementation, Evaluation) dengan subjek uji coba siswa
kelas VIII di salah satu SMP Banjarmasin. Validasi dilakukan oleh ahli materi,
media, dan instrumen, disertai uji coba terbatas. Instrumen penelitian meliputi
angket validasi, kuesioner motivasi belajar, soal pretest-posttest hasil belajar, dan
lembar observasi respon siswa. Data dianalisis menggunakan uji paired sample t-
test. Hasil validasi menunjukkan EDUTACTOE berkategori sangat layak sebagai
media pembelajaran. Skor motivasi belajar meningkat signifikan dari rata-rata
63,81 menjadi 76,94. Hasil belajar siswa juga mengalami peningkatan signifikan
dari nilai pretest rata-rata 59,94 menjadi 77,59 pada posttest. Uji statistik
menunjukkan nilai signifikansi <0,001, mengkonfirmasi perbedaan yang
signifikan. Media EDUTACTOE terbukti efektif meningkatkan motivasi dan hasil
belajar matematika siswa. Temuan ini merekomendasikan integrasi media berbasis
game edukatif sebagai alternatif pembelajaran inovatif, menyenangkan, dan efektif
dalam mendukung pembelajaran abad ke-21.

Kata kunci: competition-based learning; pembelajaran matematika; web game
edukatif
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ABSTRACT

Low motivation and achievement in mathematics learning among students
represent major challenges in the current educational system. The limited
availability of interactive learning media capable of fostering learning enthusiasm
through healthy competition necessitates innovative solutions in the form of
educational web games based on competition-based learning approaches. This
study aims to develop EDUTACTOE as an educational web game-based learning
medium with a competition-based learning approach to enhance motivation and
learning outcomes in mathematics among eighth-grade junior high school students.
The research employed the ADDIE development model (Analysis, Design,
Development, Implementation, Evaluation) with eighth-grade students from a
Junior high school in Banjarmasin as subjects. Validation was conducted by material
experts, media experts, and instrument experts, accompanied by limited trials.
Research instruments included validation questionnaires, learning motivation
questionnaires, pretest-posttest achiecvement tests, and student response observation
sheets. Data were analyzed using paired sample t-tests. Validation results indicated
that EDUTACTOE was categorized as highly suitable for use as a learning medium.
Learning motivation scores increased significantly from an average of 63.81 to
76.94. Student learning outcomes also experienced significant improvement from
an average pretest score of 59.94 to 77.59 on the posttest. Statistical tests showed a
significance value of < 0.001, confirming significant differences. The
EDUTACTOE medium proved effective in enhancing student motivation and
mathematics learning outcomes. These findings recommend the -integration of
educational game-based media as an innovative, engaging, and cﬁ'ectlve leammg
alternative to support 2 1st-century education. Z

Keywords: competition-based learning; educational web game mathematlcs
learning \ < S
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