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ABSTRAK 

Penelitian ini membahas mengenai pengembangan game visual novel berbasis 

problem based learning sebagai upaya untuk meningkatkan kemampuan literasi 

matematis siswa di SMPN 1 Baleendah. Tujuan dari penelitian ini yaitu untuk 

menggambarkan  desain dan proses pengembangan media, menganalisis kelayakan 

media, dan menganalisis efektivitas penggunaan media  kepada siswa. Penelitian 

ini didasari  oleh rendahnya pemahaman siswa di SMPN 1 Baleendah untuk 

memahami soal berbentuk cerita dalam kehidupan sehari-hari, sehingga 

diperlukannya pengembangan media pembelajaran yang dapat memfasilitasi 

belajar siswa. Penelitian ini menerapkan  metode  Design and Development (DnD)  

model ADDIE.  Pengumpulan data dilakukan dengan cara menyebarkan angket 

untuk menilai kelayakan media serta respon siswa, serta wawancara untuk 

mengetahui karakteristik siswa. Penilitian ini diawali dengan analisis masalah, 

sehingga dapat melakukan perancangan produk, kemudian dilakukan 

pengembangan produk serta dilakukan pengujian kelayakan produk kepada ahli 

materi dan ahli media. Ahli materi menyatakan bahwa media yang dikembangkan 

termasuk dalam kriteria “Sangat Layak” dengan presentase sebesar 98,12%, dan 

menurut ahli media mendapatkan presentase sebesar 95,62% sehingga media yang 

dikembangkan termasuk dalam kriteria “Sangat Layak”. Sementara untuk 

keefektifan media, dengan menganalisis  kemampuan literasi matematis siswa  yang 

di evaluasi menggunakan model Kirkpatrick pada level reaction dan level learning. 

Dalam aspek reaksi diperoleh adanya tanggapan positif dari pengguna terhadap 

media yang telah dikembangkan, sementara dalam aspek learning menunjukkan 

adanya peningkatan hasil belajar dengan skor rata-rata pretest 61 sementara skor 

rata-rata postest sebesar 85, dilakukan juga  analisis n-gain untuk menilai efektivitas 

penggunaan media, dengan hasil rata-rata sebesar 0,63 yang termasuk dalam 

kriteria “Cukup Efektif”. Berdasarkan penelitian yang telah dilakukan, dapat 

disimpulkan bahwa game visual novel yang telah dikembangkan dapat digunakan 

untuk meningkatkan kemampuan literasi matematis siswa di SMPN 1 Baleendah.  

 

Kata Kunci: Game Visual Novel, Literasi Matematis, Problem Based Learning 
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DEVELOPMENT OF A VISUAL NOVEL GAME BASED ON PROBLEM 

BASED LEARNING TO IMPROVE STUDENTS' MATHEMATICAL 

LITERACY AT SMPN 1 BALEENDAH 

By  

Delinda Fadlilah 

1906276 

ABSTRACT 

This study discusses the development of problem-based learning-based visual novel 

games as an effort to improve students' mathematical literacy skills at SMPN 1 

Baleendah. The purpose of this paper is to describe the design and development 

process of the media, analyze the feasibility of the media, and analyze the 

effectiveness of using the media for students. This research is based on the low 

understanding of students at SMPN 1 Baleendah to understand questions in the 

form of stories in everyday life, so it is necessary to develop learning media that 

can facilitate student learning. This research applies the Design and Development 

(DnD) method of the ADDIE model. Data collection was carried out by distributing 

questionnaires to assess the feasibility of the media and student responses, as well 

as interviews to determine student characteristics. This research begins with 

problem analysis, so that product design can be carried out, then product 

development is carried out and product feasibility testing is carried out to material 

experts and media experts. Material experts stated that the media being developed 

was included in the "Very Eligible" criteria with a percentage of 98.12%, and 

according to media experts it received a percentage of 95.62% so that the media 

being developed was included in the "Very Eligible" criteria. Meanwhile for the 

effectiveness of the media, by analyzing students' mathematical literacy abilities 

which were evaluated using the Kirkpatrick model at the reaction level and learning 

level. In the reaction aspect, positive responses were obtained from users towards 

the media that had been developed, while in the learning aspect it showed an 

increase in learning outcomes with an average pretest score of 61 while the posttest 

average score was 85, n-gain analysis was also carried out to assess the 

effectiveness of use media, with an average result of 0.63 which is included in the 

"Fairly Effective" criteria. Based on the research that has been done, it can be 

concluded that the visual novel game that has been developed can be used to 

improve students' mathematical literacy skills at SMPN 1 Baleendah. 
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