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ABSTRAK 

EFEKTIVITAS PENGGUNAAN GAME INTERAKTIF BERBANTUAN 

QUIZWHIZZER TERHADAP KEMAMPUAN PEMAHAMAN KONSEP 

DAN DISPOSISI MATEMATIS SISWA 

Rendahnya kemampuan pemahaman konsep dan disposisi matematis 

siswa merupakan permasalahan penting dalam pembelajaran matematika. Siswa 

yang memiliki kemampuan pemahaman konsep rendah cenderung mengalami 

kesulitan dalam memahami, menghubungkan, dan menerapkan konsep matematika, 

sedangkan rendahnya disposisi matematis dapat menyebabkan kurangnya 

kepercayaan diri, ketekunan, dan minat siswa dalam belajar matematika. Penelitian 

ini bertujuan untuk mengetahui efektivitas penggunaan game interaktif berbantuan 

QuizWhizzer terhadap kemampuan pemahaman konsep dan disposisi matematis 

siswa. Penelitian menggunakan pendekatan kuantitatif dengan desain true 

experiment melalui pretest-posttest control group design. Sampel penelitian terdiri 

atas 60 siswa yang dibagi menjadi kelas eksperimen dan kelas kontrol. Instrumen 

penelitian meliputi tes kemampuan pemahaman konsep matematis, angket disposisi 

matematis, dan angket respon siswa yang telah memenuhi kriteria validitas dan 

reliabilitas. Analisis data dilakukan menggunakan statistika deskriptif, uji 

normalitas, uji homogenitas, uji Independent Sample t-test, dan uji N-Gain. Hasil 

penelitian menunjukkan terdapat perbedaan signifikan antara kelas eksperimen dan 

kelas kontrol dengan nilai signifikansi 0,000 < 0,05. Kemampuan pemahaman 

konsep matematis siswa pada kelas eksperimen meningkat dari rata-rata pretest 

60,53 menjadi 82 pada posttest dengan N-Gain 0,574 berkategori sedang, 

sedangkan kelas kontrol meningkat dari 40,53 menjadi 48,93 dengan N-Gain 0,031 

berkategori rendah. Ketuntasan belajar siswa pada kelas eksperimen mencapai 

77%, sementara kelas kontrol hanya 3%. Selain itu, rata-rata disposisi matematis 

siswa pada kelas eksperimen mencapai 87,10% dengan kategori sangat tinggi dan 

N-Gain 0,797 berkategori tinggi, sedangkan kelas kontrol mencapai 68,67% dengan 

kategori tinggi dan N-Gain 0,536 berkategori sedang. Respon siswa terhadap 

penggunaan QuizWhizzer menunjukkan tanggapan positif dalam pembelajaran 

matematika. Berdasarkan hasil penelitian, penggunaan game interaktif berbantuan 

QuizWhizzer terbukti efektif dalam meningkatkan kemampuan pemahaman konsep 

dan disposisi matematis siswa serta dapat menjadi alternatif pembelajaran yang 

lebih menarik, interaktif, dan berpusat pada siswa. 

Kata kunci: Media Pembelajaran, Game Interaktif, QuizWhizzer, Kemampuan 

Pemahaman Konsep Matematis, Kemampuan Disposisi Matematis 
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ABSTRACT 

EFEKTIVITAS PENGGUNAAN GAME INTERAKTIF BERBANTUAN 

QUIZWHIZZER TERHADAP KEMAMPUAN PEMAHAMAN KONSEP 

DAN DISPOSISI MATEMATIS SISWA 

Low levels of students' conceptual understanding and mathematical 

disposition remain important issues in mathematics learning. Students with poor 

conceptual understanding tend to experience difficulties in understanding, 

connecting, and applying mathematical concepts, while low mathematical 

disposition may lead to a lack of self-confidence, perseverance, and interest in 

learning mathematics. This study aimed to determine the effectiveness of using 

QuizWhizzer-assisted interactive games on students' conceptual understanding and 

mathematical disposition. The study employed a quantitative approach using a true 

experimental design with a pretest-posttest control group design. The sample 

consisted of 60 students divided into an experimental class and a control class. The 

research instruments included a mathematical conceptual understanding test, a 

mathematical disposition questionnaire, and a student response questionnaire that 

had met the validity and reliability criteria. Data were analyzed using descriptive 

statistics, normality tests, homogeneity tests, Independent Samples t-tests, and N-

Gain analysis. The results showed a significant difference between the experimental 

and control classes, with a significance value of 0.000 < 0.05. Students' conceptual 

understanding in the experimental class increased from a pretest mean score of 

60.53 to a posttest mean score of 82, with an N-Gain of 0.574 categorized as 

moderate, whereas the control class increased from 40.53 to 48.93, with an N-Gain 

of 0.031 categorized as low. The learning mastery level in the experimental class 

reached 77%, while that of the control class was only 3%. In addition, the average 

mathematical disposition score of students in the experimental class reached 

87.10%, which was categorized as very high, with an N-Gain of 0.797 categorized 

as high, whereas the control class achieved an average score of 68.67%, 

categorized as high, with an N-Gain of 0.536 categorized as moderate. Students' 

responses to the use of QuizWhizzer indicated positive attitudes toward 

mathematics learning. Based on the findings, the use of QuizWhizzer-assisted 

interactive games was proven to be effective in improving students' conceptual 

understanding and mathematical disposition and can serve as an alternative 

learning approach that is more engaging, interactive, and student-centered. 

Keywords: Learning Media, Interactive Games, QuizWhizzer, Conceptual 

Understanding Ability, Mathematical Disposition. 
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