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ABSTRAK

Penelitian tentang implementasi games edukasi berbasis smart box digital terhadap
kemampuan perkalian dan motivasi belajar ini dilatar belakangi oleh kurang
maksimalnya pemanfaatan media pembelajaran pada matematika terutama
kemampuan perkalian. Melalui games edukasi berbasis smart box digital
diharapkan dapat memotivasi belajar peserta didik yang pada akhirnya dapat
meningkatkan hasil belajar materi perkalian. Penelitian implementasi games
edukasi berbasis smart box digital terhadap kemampuan perkalian ini bertujuan
untuk : 1) menjelaskan pengaruh implementasi Game Edukasi Berbasis berbasis
Smart Box Digital terhadap kemampuan perkalian; dan 2) menjelaskan pengaruh
implementasi Game Edukasi Berbasis berbasis Smart Box Digital terhadap
motivasi belajar. Untuk mencapai tujuan diatas, digunakan penelitian pendidikan
dengan jenis penelitian deskrptif kuantitatif dengan menggunakan jenis data yaitu
data kuantitatif. Hasil implementasi games edukasi berbasis smart box digital
terhadap kemampuan perkalian dan motivasi belajar. Terlihat pada nilai rata-rata
hasil belajar perkalian kelas eksperimen lebih tinggi dipandingkan dengan kelas
kontrol, yakni 80,54 (kelas eksperimen) dan 62,33 (kelas kontrol). Terlihat pada
nilai rata-rata motivasi belajar pada kemampuan perkalian kelas eksperimen lebih
tinggi dipandingkan dengan kelas kontrol, yakni 80,97 (kelas eksperimen) dan
61,67 (kelas kontrol). Hasil penghitungan uji t memperlihatkan adanya pengaruh
media game edukasi berbasis smart box digital terhadap kemampuan perkalian
secara signifikasi sebesar 12,58 jika dibandingkan dengan t wher dengan taraf
signifikansi « = 0,05 diperoleh t we = 1,98. Hasil penghitungan uji t
memperlihatkan adanya pengaruh media game edukasi berbasis smart box digital
terhadap motovasi belajar secara signifikasi sebesar 13,16. Hasil penghitungan ini
kemudian dibandingkan dengan t wnei dengan taraf signifikansi a = 0,05 diperoleh
t tabel = 1,98.

Kata kunci: games edukasi, smart box digital, perkalian
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ABSTRACT

This research on the implementation of digital smart box-based educational games
on multiplication abilities and learning motivation is motivated by the lack of
optimal use of learning media in mathematics, especially multiplication abilities.
Through educational games based on digital smart boxes, it is hoped that they can
motivate students' learning, which in turn can improve their learning outcomes in
multiplication material. This research on the implementation of digital smart box-
based educational games on multiplication abilities aims to: 1) explain the effect of
implementing Digital Smart Box-based educational games on multiplication
abilities; and 2) explain the effect of implementing Digital Smart Box-based
educational games on learning motivation. To achieve the above objectives,
educational research is used with the type of quantitative descriptive research using
the type of data, namely quantitative data. The results of implementing digital smart
box-based educational games on multiplication ability and learning motivation. It
can be seen that the average value of the multiplication learning results for the
experimental class is higher compared to the control class, namely 80.54
(experimental class) and 62.33 (control class). It can be seen that the average value
of learning motivation for the multiplication ability of the experimental class is
higher compared to the control class, namely 80.97 (experimental class) and 61.67
(control class). The results of the t test calculation show that there is an influence
of digital smart box based educational game media on multiplication ability with a
significance of 12.58 when compared with the t table with a significance level of a
= 0.05, obtained t table = 1.98. The results of the t test calculation show that there
is a significant influence of educational game media based on digital smart boxes
on learning motivation at 13.16. The results of this calculation were then compared

with the t table with a significance level of a = 0.05, obtaining t table = 1.98.

Keywords: educational games, digital smart box, multiplication
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