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ABSTRAK
Iwintry Windia Abdullah, 411421065. “Pengaruh Penggunaan Media Ular

Tangga Melalui Model Game Based Learning Terhadap Hasil Belajar Pada Materi
Bilangan Bulat Siswa Kelas VII di SMP Negeri 2 Telaga”. Skripsi. Gorontalo.
Program Studi Pendidikan Matematika Fakultas Matematika dan Ilmu Pengetahuan

Alam Universitas Negeri Gorontalo, 2025.

Penelitian ini meneliti pengaruh penggunaan media Ular dan Tangga melalui model
Game-Based Learning (GBL) terhadap hasil belajar siswa dalam materi bilangan
bulat di SMP Negeri 2 Telaga. Penelitian ini menerapkan metode kuasi-
eksperimental dengan desain kelompok kontrol pretest-posttest. Kelas eksperimen
(27 siswa) diajarkan menggunakan media Ular dan Tangga, sedangkan kelas
kontrol (26 siswa) menggunakan media PowerPoint. Data dikumpulkan melalui
pre-test dan post-test dalam bentuk pertanyaan esai, yang sebelumnya divalidasi
dan diuji keandalannya. Hasil penelitian mengungkapkan peningkatan hasil belajar
siswa di kelas eksperimen yang signifikan, dengan rata-rata nilai pasca tes 92
dibandingkan dengan 75,67 di kelas kontrol. Ukuran efek (d Cohen = 1,749)
menunjukkan tingkat pengaruh yang tinggi. Dengan demikian, penggunaan media
Ular Tangga melalui model GBL terbukti lebih efektif dalam meningkatkan hasil
belajar siswa pada materi bilangan bulat.

Kata kunci: Pembelajaran Berbasis Game, Ular dan Tangga, Pembelajaran

Matematika, Bilangan bulat, Hasil Belajar.



ABSTRACK

Iwintry Windia Abdullah, Student ID Number 411421065, Effect of Using Snakes
and Ladders Media through a Game-Based Learning Model on Learning Outcomes in
Integer Topics among Students in Class VII of SMP Negeri 2 Telaga. Undergraduate
Thesis. Study Program of Mathematics Education, Faculty of Mathematics and
Natural Sciences, Universitas Negeri Gorontalo. 2025.

This research investigates the effect of using Snakes and Ladders media through the
Game-Based Learning (GBL) model on students’ learning outcomes in integer topics
at SMP Negeri 2 Telaga. The research employed a quasi-experimental method with a
pretest-posttest control group design. The experimental group (27 students) was taught
using Snakes and Ladders media, while the control group (26 students) used
PowerPoint media. Data were collected through pre-tests and post-tests in the form of
essay questions, which had been previously validated and tested for reliability.

The results reveal a significant improvement in students’ learning outcomes in the
experimental group, with a post-test average score of 92 compared to 75.67 in the

control group. The effect size (Cohen’s d = 1.74 igates a high level of effect.
Therefore, the use of Snakes and Ladders n)m\&mcﬁased Learning
model is proven to be more effective in iy ‘g éh'i'sg’\canﬁng outcomes on
integer material. %
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