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ABSTRAK 

 

Skripsi ini dilatar belakangi karena adanya permasalahan kekurang pahaman siswa 

terhadap materi pecahan. Salah satu penyebabnya adalah pembelajaran dikelas kurang 

bervariasi sehingga kurang menarik minat dan motivasi siswa. Pengembangan 

pembelajaran matematika melalui pendekatan gamification  berbasis marczewski’s 

framework di sekolah dasar menjadi solusi yang penulis tawarkan agar mampu 

meningkatkan motivas belajar dan keberhasilan siswa dalam pembelajaran matemtika 

khususnya materi pecahan. Hadirnya Gamification memiliki konsep dapat meningkatkan 

minat dan motivasi belajar siswa yang berkaitan dengan hasil belajar yang akan diperoleh 

siswa dalam pembelajaran berkaitan dengan kompetensi dasar yang terdapat dalam 

kurikulum 2013. Penelitian ini bertujuan untuk mengembangkan pendekatan gamification 

berbasis Marczewski’s framework sehingga menghasilkan perangkat pembelajaran 

gamification berbasis Marczewski’s framework yang layak digunakan pada pembelajaran 

matematika materi pecahan kelas IV sekolah dasar. Penelitian ini menggunakan metode 

R&D dengan desain model EDR (Educational Design Research) karya Mc Kenney & 

Reeves. Subjek penelitian terdiri dari tim validator perangkat pembelajaran yakni satu 

orang dosen dan guru SD sebagai validator RPP, dua orang dosen sebagai tim validator 

LKPD, serta satu orang dosen sebagai validator media pembelajaran. Sedangkan objek 

penelitian yakni perangkat pembelajaran RPP, LKPD, dan media pembelajaran (lembar 

mission achievement dan badge/trofi). Instrumen pengumpulan data berupa lembar 

validasi perangkat pembelajaran dan angket respon siswa. Teknik analisis data yang 

digunakan adalah teknik analisis data kuantitatif deskriptif dan kualitatif deskriptif. 

Berdasarkan analisis data dapat disimpulkan bahwa pengembangan perangkat 

pembelajaran pendekatan gamification berbasis marczewsky's framework pada 

pembelajaran matematika materi pecahan kelas IV sekolah dasar layak digunakan 

berdasarkan hasil validasi ahli dan angket respon siswa telah mencapai rata-rata maksimal 

yaitu dengan kriteria baik hingga baik sekali pengembangan pendekatan gamification 

berbasis marczewsky's framework sesuai dengan yang diharapkan. Sehingga bentuk 

produk akhir rancangan yang dihasilkan berupa perangkat pembelajaran antara lain, RPP, 

LKPD, media pembelajaran (lembar mission achievement dan badge/trofi) di Sekolah 

Dasar. 
Kata Kunci: Perangkat Pembelajaran, Gamification, Marczewski’s Framework. 
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ABSTRACT 

 

This thesis is motivated by the problem of students' lack of understanding of the fraction 

material. One of the reasons is the lack of variety in classroom learning so that it does not 

attract students' interest and motivation. The development of mathematics learning through 

a gamification approach based on Marczewski's framework in elementary schools is the 

solution that the author offers to increase student motivation and success in learning 

mathematics, especially fractions. The presence of Gamification has the concept of 

increasing student interest and motivation related to learning outcomes that will be 

obtained by students in learning related to the basic competencies contained in the 2013 

curriculum. This study aims to develop a gamification approach based on Marczewski's 

framework so as to produce gamification learning tools based on Marczewski's framework. 

which is suitable for use in learning mathematics for grade IV elementary school fractions. 

This research uses the R&D method with the design of the EDR (Educational Design 

Research) model by Mc Kenney & Reeves. The research subjects consisted of a team of 

learning device validators, namely one lecturer and elementary school teacher as the RPP 

validator, two lecturers as the LKPD validator team, and one lecturer as the learning 

media validator. While the objects of research are lesson plans, LKPD, and learning media 

(mission achievement sheets and badges/trophys). The data collection instruments were in 

the form of learning device validation sheets and student response questionnaires. The data 

analysis technique used is descriptive quantitative data analysis technique and descriptive 

qualitative data analysis technique. Based on data analysis, it can be concluded that the 

development of gamification approach learning tools based on Marczewsky's framework 

in mathematics learning material for grade IV elementary school fractions is feasible to 

use based on the results of expert validation and student response questionnaires that have 

reached the maximum average, namely with criteria Good to very good. marczewsky's 

framework works as expected. So that the final product of the design produced is in the 

form of learning tools, among others, lesson plans, LKPD, learning media (mission 

achievement sheets and badges / trophies) in elementary schools. 

Keywords: learning Media, Gamification, Marczewski’s Framework.
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