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RANCANG BANGUN APLIKASI EDUKASI MATEMATIKA BILANGAN
PECAHAN DAN GEOMETRI DENGAN METODE GAMIFIKASI

Andrio Effendi

ABSTRAK

Meningkatnya kasus Covid 19 pada tahun 2020 hingga 2021, membuat kegiatan
bekerja dan belajar mengajar dilakukan secara daring. Dalam melakukan pembel-
ajaran secara daring tersebut tidak jarang membuat pelajar menjadi jenuh. Disisi
lain, matematika merupakan pelajaran yang sering ditakuti oleh sebagian besar pel-
ajar. Khususnya terkait bilangan pecahan dan geometri, banyak para pelajar dan
bahkan calon guru yang mengalami kesulitan dalam melakukan perhitungan. Oleh
sebab itu, aplikasi edukasi matematika bilangan pecahan dan geometri dengan me-
tode gamifikasi dirancang dan dibangun. Aplikasi telah berhasil dirancang dan di-
bangun dengan menggunakan game engine Unity, serta bahasa pemrograman C#.
Selama perancangan aplikasi, juga diterapkan algoritma Fisher-Yates Shuffle untuk
randomisasi pertanyaan dan jawaban kuis. Aplikasi telah berhasil dievaluasi oleh
33 (tiga puluh tiga) responden dengan menggunakan metode End User Computing
Satisfaction (EUCS) dan skala likert. Berdasarkan hasil evaluasi yang dilakukan,
didapatkan sebesar 90,99% persentase pengguna yang merasa puas dan menerima
aplikasi yang telah dirancang dan dibangun.

Kata kunci: Android, gamifikasi, matematika, mobile app, Unity
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Design and Build Mathematics Education Apps in Fractions and Geometry
Using the Gamification Method

Andrio Effendi

ABSTRACT

The increasing number of Covid 19 cases in 2020 to 2021, has made work and te-
aching and learning activities carried out online. In conducting online learning, it
is not uncommon for students to become bored. On the other hand, mathematics is
a subject that is often feared by most students. Especially with regard to fractions
and geometry, many students and even prospective teachers have difficulty in doing
calculations. Therefore, the application of mathematics education, fractions and ge-
ometry with the gamification method was designed and built. The application has
been successfully designed and built using the Unity game engine, as well as the C#
programming language. During application design, the Fisher-Yates Shuffle algo-
rithm was also applied to randomize quiz questions and answers. The application
has been successfully evaluated by 33 (thirty three) respondents using the End User
Computing Satisfaction (EUCS) method and the Likert scale. Based on the results
of the evaluation carried out, it was found that 90,99% of the percentage of users
were satisfied and accepted the application that had been designed and built.

Keywords: Android, gamification, math, mobile app, Unity
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