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ABSTRAK 

EFEKTIVITAS VIDEO MATH BATTLE  BERBASIS EDUCAPLAY 

TERHADAP HASIL BELAJAR DAN MOTIVASI BELAJAR 

MATEMATIKA SISWA 

 

Matematika masih menjadi mata pelajaran yang menantang bagi siswa 

sekolah menengah pertama karena sering menimbulkan kecemasan dan rendahnya 

keterlibatan, sehingga berdampak pada hasil dan motivasi belajar. Penelitian ini 

bertujuan mengkaji efektivitas video Math Battle berbasis Educaplay sebagai 

platform kuis video interaktif berbasis gamifikasi dalam meningkatkan hasil dan 

motivasi belajar siswa kelas VIII pada materi Persamaan Linear Satu Variabel 

PLSV. Penelitian menggunakan desain quasi-experimental dengan Pre-test -Post-

test control group design. Subjek penelitian berjumlah 51 siswa MTs Darul Ma’arif 

Kabupaten Subang, terdiri atas 29 siswa kelas eksperimen dan 22 siswa kelas 

kontrol yang dipilih melalui cluster random sampling. Data hasil belajar 

dikumpulkan melalui tes esai lima butir berdasarkan Taksonomi Bloom revisi C2 

sampai C5 dan dianalisis menggunakan Ngain, uji Z untuk ketuntasan, serta 

Independent Sample T Test. Data motivasi belajar diperoleh melalui angket skala 

Likert 25 butir berdasarkan indikator Uno (2016) dan dianalisis menggunakan 

Mann-Whitney U Test serta korelasi rank biserial. Hasil penelitian menunjukkan 

adanya perbedaan signifikan peningkatan hasil belajar sig. 0,014 kurang dari 0,05 

dan motivasi belajar sig. 0,010 kurang dari 0,05 antara kelompok eksperimen dan 

kontrol. Video Math Battle berbasis Educaplay efektif meningkatkan hasil belajar 

dengan ketuntasan klasikal 93,1 persen serta nilai Z hitung kurang dari 1,64. Effect 

size motivasi sebesar 0,481 menunjukkan pengaruh sedang. Respons siswa berada 

pada kategori cukup 60,5 persen, dengan aspek visual lebih dominan. Penelitian ini 

memberikan kontribusi berupa integrasi video, interaktivitas Educaplay, dan 

gamifikasi sebagai model pembelajaran inovatif untuk meningkatkan hasil dan 

motivasi belajar matematika secara simultan. 

Kata kunci: : Educaplay, Math Battle, hasil belajar, motivasi belajar. 
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ABSTRACT 

THE EFFECTIVENESS OF EDUCAPLAY-BASED MATH BATTLE 

VIDEO IN IMPROVING STUDENTS’ MATHEMATICS LEARNING 

OUTCOMES AND LEARNING MOTIVATION 

 

Mathematics remains a challenging subject for junior high school 

students, often causing anxiety and low engagement, which negatively impact 

learning outcomes and motivation. This study aims to examine the effectiveness of 

Educaplay-based Math Battle video as a gamified interactive video quiz platform 

in improving students’ mathematics learning outcomes and motivation on the topic 

of Linear Equations in One Variable LEOV. This research employed a quasi-

experimental design with a Pre-test –Post-test control group framework. The 

participants consisted of 51 eighth-grade students from MTs Darul Ma’arif, Subang 

Regency, including 29 students in the experimental class and 22 students in the 

control class, selected through cluster random sampling. Learning outcomes were 

measured using five essay test items based on the revised Bloom’s Taxonomy C2 to 

C5 and analyzed using N-Gain, Z-test for individual and classical mastery, and 

Independent Sample T-Test. Learning motivation data were collected through a 25 

item Likert scale questionnaire based on Uno’s indicators 2016 and analyzed using 

the Mann Whitney U Test and rank biserial correlation to determine effect size. The 

results revealed a statistically significant difference in the improvement of learning 

outcomes p 0.014 is less than 0.05 and learning motivation p = 0.010 is less than 

0.05 between the experimental and control groups. The Educaplay-based Math 

Battle video was effective in improving learning outcomes, indicated by a classical 

mastery level of 93.1 percent and Z-values exceeding 1.64. The motivation effect 

size 0.481 was categorized as moderate. Students’ responses were in the “fair” 

category 60.5 percent, with higher ratings in visual design aspects. This study 

contributes by integrating instructional video, Educaplay interactivity, and 

gamification into an innovative pedagogical model to simultaneously enhance 

students’ cognitive achievement and learning motivation in mathematics.  

Keywords: Educaplay, Math Battle, learning outcomes, learning motivation. 
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