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ABSTRAK 
 

Penelitian pengembangan ini bertujuan untuk menghasilkan produk media 

pembelajaran berupa gamifikasi berbasis visual novel “Froggy The 

Adventurer” pada Operasi Hitung Bilangan Bulat untuk siswa kelas IV 

Madrasah Ibtidaiyah Negeri 13 Jakarta. Model pengembangan yang 

digunakan adalah model pengembangan Rapid Prototyping oleh Tripp dan 

Bichelmeyer yang terdiri dari 5 tahapan yaitu Assess Needs and Analyze 

Content, Set Objectives, Construct Prototype, Utilize Prototype, dan Install 

& Maintain System. Responden yang terlibat dalam penelitian ini adalah 

ahli materi, ahli media, ahli desain pembelajaran dan siswa kelas IV 

Madrasah Ibtidaiyah Negeri 13 Jakarta sebagai pengguna. Adapun hasil 

dari penelitian pengembangan ini yang dilakukan dalam beberapa 

tahapan seperti review ahli materi, ahli media, dan ahli desain 

pembelajaran bertujuan untuk mengetahui kelayakan gamifikasi berbasis 

visual novel “Froggy The Adventurer” sebelum dilakukan uji coba. Setelah 

produk gamifikasi yang dikembangkan mendapatkan hasil layak dari 

expert review, selanjutnya uji coba dilakukan dalam 2 tahap, yang pertama 

tahap uji coba one to one dilakukan kepada 3 orang siswa kelas IV 

dengan karakteristik yang berbeda, kedua tahap uji coba small group 

dilakukan kepada 9 orang siswa kelas IV yang dibagi menjadi 3 kelompok. 

Adapun field test yang dilakukan guna mengukur kemampuan siswa 

terhadap materi yang telah disajikan dalam gamifikasi. Berdasarkan 

proses dan prosedur dalam mengembangkan produk multimedia 

pembelajaran, serta uji coba yang telah dilakukan, maka produk gamifikasi 

berbasis visual novel “Froggy The Adventurer” dinyatakan baik dan layak 

untuk digunakan sebagai media pendukung pembelajaran. 

 

Kata Kunci: Pengembangan, Media Pembelajaran, Gamifikasi, Visual 

Novel, Operasi Hitung Bilangan Bulat, Model Pengembangan Rapid 

Prototyping. 
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DEVELOPMENT OF VISUAL NOVEL-BASED GAMIFICATION “WHOLE 

NUMBER COUNTING OPERATIONS” GRADE IV  

MADRASA IBTIDAIYAH NEGERI 13 JAKARTA 

(2025) 

Ayu Sathia Andira 

ABSTRACT 
 

This development research aims to produce learning media products in 

the form of gamification based on the visual novel “Froggy The 

Adventurer” on Integer Counting Operations for grade IV students of 

Madrasah Ibtidaiyah Negeri 13 Jakarta. The development model used is 

the Rapid Prototyping development model by Tripp and Bichelmeyer which 

consists of 5 stages namely Assess Needs and Analyze Content, Set 

Objectives, Construct Prototype, Utilize Prototype, and Install & Maintain 

System. Respondents involved in this study were material experts, media 

experts, learning design experts and fourth grade students of Madrasah 

Ibtidaiyah Negeri 13 Jakarta as users. The results of this development 

research carried out in several stages such as material expert reviews, 

media experts, and learning design experts aim to determine the feasibility 

of gamification based on the visual novel “Froggy The Adventurer” before 

testing. After the gamification product developed gets feasible results from 

the expert review, then the trial is carried out in 2 stages, the first is the 

one to one trial stage conducted to 3 fourth grade students with different 

characteristics, the second is the small group trial stage conducted to 9 

fourth grade students who are divided into 3 groups. The field test is 

conducted to measure students' ability to the material that has been 

presented in gamification. Based on the process and procedures in 

developing learning multimedia products, as well as the trials that have 

been carried out, the gamification product based on the visual novel 

“Froggy The Adventurer” is declared good and suitable for use as a 

learning support media. 

 

Keywords: Development, Learning Media, Gamification, Visual Novel, 

Integer Counting Operation, Rapid Prototyping Development Model. 
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