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PENGEMBANGAN MEDIA PEMBELAJARAN MENGGUNAKAN
GENIALLY UNTUK MENINGKATKAN KEMAMPUAN BERPIKIR KRITIS
MURID DALAM MENYELESAIKAN MASALAH SISTEM PERSAMAAN
LINEAR DUA VARIABEL (Oleh: Maitsa Atul Munirrah; Pembimbing: Hidayah
Ansori, Muhammad Sa’duddien Khair; 2026; 93 halaman)

ABSTRAK

Kemampuan berpikir kritis merupakan salah satu kemampuan penting yang perlu
dikembangkan dalam pembelajaran matematika. Namun, pembelajaran matematika
masih cenderung berpusat pada guru sehingga kesempatan murid untuk
mengembangkan kemampuan berpikir kritis masih terbatas. Penelitian ini bertujuan
mengembangkan media pembelajaran digital escape rooms menggunakan Genially
pada materi Sistem Persamaan Linear Dua Variabel (SPLDV) serta mengetahui
kevalidan, kepraktisan, dan keefektifannya. Penelitian ini menggunakan metode
Research and Development (R&D) dengan model ADDIE. Subjek penelitian
adalah 26 murid kelas VIII C SMP Negeri 14 Banjarmasin. Data dikumpulkan
melalui lembar validasi media dan materi, angket respons guru dan murid, serta
instrumen pretest dan posttest kemampuan berpikir kritis. Hasil penelitian
menunjukkan bahwa media berhasil dikembangkan melalui model ADDIE. Media
memperoleh nilai validitas rata-rata (V) sebesar 2,93 dengan kriteria valid. Hasil
uji kepraktisan menunjukkan rata-rata skor respons murid sebesar 3,06 dengan
kriteria cukup praktis dan skor respons guru sebesar 3,65 dengan kriteria praktis.
Hasil uji keefektifan menunjukkan rata-rata N-Gain sebesar 0,12 dengan kriteria
cukup efektif. Dengan demikian, media layak digunakan dalam pembelajaran
matematika. Penelitian selanjutnya disarankan menyempurnakan petunjuk
penggunaan dan bahasa pada permainan serta mengimplementasikan media pada
subjek yang lebih luas.

Kata kunci : Genially, digital escape room, kemampuan berpikir kritis, SPLDV



Development of Genially-Based Learning Media to Improve Students Critical
Thinking Skills in Solving Systems of Linear Equations in Two Variables Problems
(By: Maitsa Atul Munirrah; Supervisors: Hidayah Ansori and Muhammad
Sa'duddien Khair; 2026; 93 pages)

ABSTRACT

Critical thinking is an essential skill in mathematics learning. However,
mathematics instruction remains predominantly teacher-centered, providing limited
opportunities for students to develop critical thinking skills. This study aimed to
develop digital escape rooms learning media using Genially for the topic of
Systems of Linear Equations in Two Variables (SLETV) and examine its validity,
practicality, and effectiveness. The study employed the Research and Development
(R&D) method using the ADDIE model. The participants were 26 eighth-grade
students of Class VIII C at SMP Negeri 14 Banjarmasin. Data were collected
through media and material validation sheets, teacher and student response
questionnaires, and pretest and posttest instruments measuring students' critical
thinking skills. The results showed that the learning media was successfully
developed using the ADDIE model. The media obtained an average validity score
(V) of 2.93 and was categorized as valid. The average student response score was
3.06, indicating that the media was fairly practical, while the average teacher
response score was 3.65, indicating that it was practical. The average N-Gain score
was 0.12, indicating that the media was fairly effective. Therefore, the developed
digital Escape Room learning media using Genially is feasible for mathematics
learning. Future studies are recommended to improve the game instructions and
language used in the media and implement it with a larger number of participants.

Keywords: Genially, digital escape rooms, critical thinking skills, Systems of
Linear Equations in Two Variables (SLETV).
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