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ABSTRAK

Pendidikan memiliki peran strategis dalam membentuk karakter
sekaligus mengembangkan potensi peserta didik. Minat belajar matematika
rendah dan ketersediaan media pembelajaran offline masih terbatas.
Penelitian ini bertujuan (1) mengembangankan media pembelajaran
berbasis game edukasi visual novel, (2) mengetahui kelayakan media
pembelajaran visual novel serta, (3) meningkatkan minat belajar siswa pada
pelajaran matematika. jenis peneliti ini adalah penelitian dan
pengembangan (R&D) dengan menggunakan prosedur pengembangan 4D
yaitu Define, Design, Development, dan Dissemination yang telah
dimodifikasi menyesuaikan dengan keperluan. metode analisis data yaitu
kuantitatif menggunakan skala liker untuk melihat kelayakan media
pembelajaran visual novel dan uji N-gain untuk mengetahui minat belajar
siswa terhadap penggunaan media pembelajaran visual novel. Hasil
penelitian didapatkan kelayakan dari aspek media dengan skor 98,32% dan
aspek materi dengan skor 90,75%, Maka dapat dinyatakan media
pembelajaran visual novel sangat layak digunakan. Selanjutnya hasil minat
belajar peserta didik menghasilkan rata-rata N-Gain dengan nilai 0,34 yang
termasuk kedalam kategori sedang. dan secara positif meningkatkan minat

belajar peserta didik.
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DEVELOPMENT OF VISUAL NOVEL LEARNING MEDIA FOR
THE SUBJECT OF FLAT BUILDING MATHEMATICS TO
INCREASE INTEREST IN LEARNING AT SDN TANJUNG PAGAR
3 GRADE IV

ABSTRACT

Education has a strategic role in shaping character as well as
developing the potential of students. Interest in learning mathematics is low
and the availability of offline learning media is still limited. This research
aims to (1) develop learning media based on visual novel educational
games, (2) determine the feasibility of visual novel learning media and (3)
increase students' interest in learning mathematics lessons. This type of
researcher is research and development (R&D) using 4D development
procedures, namely Define, Design, Development, and Dissemination
which have been modified according to needs. The data analysis method is
quantitative using a liker scale to see the feasibility of visual novel learning
media and the N-gain test to determine students' learning interest in the use
of visual novel learning media. The results of the study were obtained from
the feasibility of the media aspect with a score of 98.32% and the material
aspect with a score of 90.75%, so it can be stated that the visual novel
learning media is very feasible to use. Furthermore, the results of the
students' learning interest produced an average N-Gain with a value of 0.34
which is included in the medium category. and positively increase students'

interest in learning.
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