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ABSTRAK

Tri novi mardalena siah. 2026. Pengembangan LKPD Berbasis Game Quest Math
Adventure untuk Melatih Kemampuan Pemecahan Masalah Siswa kelas VII SMP.
Program studi Pendidikan Matematika STKIP Persada Kbhatulistiwa
sintang.Pembimbing I: Beni setiawan, M.Pd, Pembimbing I1: Yohana Dwi Kritiani
Sinaga, M.Pd

Kata Kunci: Lembar Kerja Peserta Didik (LKPD), Game Quest Math Adventure,
Kemampuan Pemecahan Masalah Siswa.

Penelitian ini dilatarbelakangi oleh rendahnya kemampuan pemecahan masalah
siswa serta terbatasnya penggunaan bahan ajar yang mendukung pembelajaran aktif
dan menarik. Penelitian ini bertujuan untuk mengembangkan LKPD berbasis Game
Quest Math Adventure yang valid, praktis, dan efektif untuk melatih kemampuan
pemecahan masalah matematis siswa. Penelitian ini merupakan penelitian dan
pengembangan (Research and Development) menggunakan model ADDIE yang
meliputi tahap Analysis, Design, Development, Implementation, dan Evaluation.
Instrumen penelitian meliputi lembar validasi, angket kepraktisan siswa, lembar
observasi keterlaksanaan pembelajaran, dan tes kemampuan pemecahan masalah
matematis. Hasil penelitian menunjukkan bahwa LKPD yang dikembangkan
termasuk kategori sangat valid dengan rata-rata persentase kevalidan sebesar
95,49%, sangat praktis dengan rata-rata persentase uji coba skala besar sebesar
95,34%, serta keterlaksanaan pembelajaran yang terlaksana sesuai rencana. LKPD
juga termasuk kategori sangat efektif dengan persentase ketuntasan klasikal sebesar
95,24%, melebihi kriteria minimal 71%. Selain itu, terdapat perbedaan yang
signifikan pada kemampuan pemecahan masalah matematis siswa sebelum dan
sesudah menggunakan LKPD berbasis Game Quest Math Adventure berdasarkan
hasil uji Paired Sample t-test dengan nilai Sig. (2-tailed) sebesar 0,000 < 0,05.
Berdasarkan hasil tersebut, LKPD yang dikembangkan memenuhi kriteria valid,
praktis, dan efektif. LKPD berbasis Game Quest Math Adventure diharapkan dapat
menjadi salah satu alternatif bahan ajar yang mendukung pembelajaran matematika
serta melatih kemampuan pemecahan masalah siswa.
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ABSTRACT

Tri Novi Mardalena Siah. 2026. Development of Game Quest Math Adventure-
Based Student Worksheets to Foster Mathematical Problem-Solving Skills of
Seventh-Grade Junior High School Students. Mathematics Education Study
Program, STKIP Persada Khatulistiwa Sintang. Supervisor I: Beni Setiawan,
M.Pd., Supervisor Il: Yohana Dwi Kritiani Sinaga, M.Pd.

Keywords: Student Worksheets , Game Quest Math Adventure, Students' Problem-
Solving Skills.

This study was motivated by students' low mathematical problem-solving skills and
the limited use of teaching materials that support active and engaging learning.
The purpose of this study was to develop a Game Quest Math Adventure-based
Student Worksheet (LKPD) that is valid, practical, and effective in training students’
mathematical problem-solving skills. This study employed a Research and
Development (R&D) approach using the ADDIE model, which consists of the
Analysis, Design, Development, Implementation, and Evaluation stages. The
research instruments included validation sheets, student practicality
questionnaires, learning implementation observation sheets, and mathematical
problem-solving skill tests. The results showed that the developed LKPD was
categorized as highly valid, with an average validity percentage of 95.49%, highly
practical, with an average practicality percentage of 95.34% in the large-scale
trial, and the learning implementation was carried out according to the planned
procedures. The LKPD was also categorized as highly effective, with a classical
mastery percentage of 95.24%, exceeding the minimum criterion of 71%. In
addition, there was a significant difference in students’ mathematical problem-
solving skills before and after using the Game Quest Math Adventure-based LKPD,
as indicated by the Paired Sample t-test results with a Sig. (2-tailed) value of 0.000
< 0.05. Based on these findings, the developed LKPD met the criteria of being valid,
practical, and effective. Therefore, the Game Quest Math Adventure-based LKPD
is expected to serve as an alternative teaching material that supports mathematics
learning while enhancing students’ mathematical problem-solving skills
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