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ABSTRAK 

Penelitian ini bertujuan untuk mengembangkan serta mengkaji kelayakan game 

edukasi interaktif pada materi kesebangunan berbasis Construct 2 dan PHP. 

Penelitian ini menggunakan model pengembangan ADDIE yang terdiri dari tahap 

analisis, perancangan, pengembangan, implementasi, dan evaluasi. Kelayakan 

produk ditinjau dari tiga aspek: validitas, kepraktisan, dan keefektifan. Uji validitas 

dilakukan oleh ahli media dan materi, menghasilkan skor penilaian yang 

menunjukkan bahwa media valid dan layak digunakan. Uji kepraktisan diperoleh 

dari respons guru dan siswa yang menunjukkan media mudah digunakan dan 

menarik. Keefektifan dianalisis melalui desain kuasi eksperimen yang melibatkan 

kelompok eksperimen dan kelompok kontrol di SMPN 14 Banjarmasin. Analisis 

data mencakup uji normalitas (Shapiro-Wilk), uji beda antarkelompok (Mann-

Whitney), serta uji peningkatan dalam kelompok (Wilcoxon Signed-Rank). Hasil 

analisis menunjukkan bahwa media memberikan peningkatan hasil belajar yang 

signifikan secara statistik (p < 0,05). Dengan demikian, game edukasi yang 

dikembangkan dinyatakan layak digunakan sebagai media pembelajaran 

matematika pada topik kesebangunan. 

 

Kata Kunci : game edukasi , construct-2, PHP, kesebangunan, kelayakan 
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ABSTRACT 

 

 

This study aims to develop and assess the feasibility of an interactive educational 

game on similarity material based on Construct 2 and PHP. This study uses the 

ADDIE development model consisting of the stages of analysis, design, 

development, implementation, and evaluation. Product feasibility is reviewed from 

three aspects: validity, practicality, and effectiveness. Validity tests are carried out 

by media and material experts, resulting in assessment scores indicating that the 

media is valid and feasible to use. Practicality tests are obtained from teacher and 

student responses indicating that the media is easy to use and interesting. 

Effectiveness is analyzed through a quasi-experimental design involving 

experimental and control groups at SMPN 14 Banjarmasin. Data analysis includes 

normality tests (Shapiro-Wilk), intergroup difference tests (Mann-Whitney), and 

intragroup improvement tests (Wilcoxon Signed-Rank). The results of the analysis 

show that the media provides a statistically significant increase in learning 

outcomes (p <0.05). Thus, the developed educational game is declared feasible to 

be used as a mathematics learning medium on the topic of similarity. 

Keywords : educational games, construct 2, PHP, similarity, feasibility 
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