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MOTTO 

 

Anyone can lose their way. All you need is the courage to walk the unfamiliar and 

daunting path again. 

(S.Coups) 

 

Keep your eyes on the stars and your feet on the ground. 

(Theodore Roosevelt) 

 

PERSEMBAHAN 

 

Untuk kedua orang tua yang senantiasa memberi dukungan dan cinta kasih. 

Untuk teman-teman tim riset 2 yang selalu membersamai. 

Untuk diri sendiri. 
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ABSTRACT 

Tina, Aprilia Nur. 2023. Students' Problem Solving Ability through Media 

Educative Game Mathematics Based on Android ToMath Kayangan Api. Thesis, 

Mathematics Education Study Program, Faculty of Teaching and Education, 

Nahdlatul Ulama Sunan Giri University. Main Advisor Astrid Chandra Sari, M.Pd 

and Assistant Advisor Anisa Fitri, M.Pd. 

Keywords: Problem Solving Ability, Educative Game, SPLDV 

Mathematics is a lesson that is used to help solve problems in real life. Problem 

solving ability is a fundamental ability that is needed by someone to solve problems 

using various stages. With the right learning media, it will make it easier for 

students to understand and try to solve problems. This study aims to describe 

students' problem solving abilities through the media educative game mathematics 

based on android ToMath Kayangan Api. This research is a descriptive qualitative 

research conducted at SMP Negeri 2 Balen. The research subjects consisted of two 

students with high problem solving abilities, two students with medium problem 

solving abilities, and two students with low problem solving abilities. The research 

instruments consisted of researchers, problem solving ability test questions, 

interview guidelines, and the android-based ToMath Kayangan Api educative game 

mathematics. Data collection was carried out by written tests and interviews. Based 

on the results of data analysis, it was concluded that (1) subjects with high level 

problem solving abilities were able to fulfill four indicators, namely understanding 

the problem, devising a plan, carrying out the plan, and looking back on problem 

solving abilities according to Polya's stages, (2 ) subjects with moderate level of 

problem solving abilities were able to fulfill three indicators, namely understanding 

the problem, devising a plan, and carrying out the plan on problem solving abilities 

according to Polya's stages, (3) subjects with low level problem solving abilities 

were only able to fulfill two indicators, namely understanding the problem and 

devising a plan on problem solving abilities according to Polya's stages. 
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ABSTRAK 

Tina, Aprilia Nur. 2023. Kemampuan Problem Solving Siswa melalui Media 

Educative Game Mathematics Berbasis Android Tomath Kayangan Api. Skripsi, 

Program Studi Pendidikan Matematika Fakultas Keguruan dan Ilmu Pendidikan 

Universitas Nahdlatul Ulama Sunan Giri. Pembimbing Utama Astrid Chandra Sari, 

M.Pd dan Pembimbing Pendamping Anisa Fitri, M.Pd. 

Kata Kunci: Kemampuan Problem Solving, Educative Game, SPLDV 

Matematika merupakan pelajaran yang digunakan untuk membantu 

memecahkan masalah dalam kehidupan nyata. Kemampuan problem solving 

merupakan kemampuan mendasar yang diperlukan seseorang untuk memecahkan 

masalah dengan menggunakan berbagai tahap. Dengan media pembelajaran yang 

tepat, maka akan lebih memudahkan siswa untuk memahami dan berusaha 

memecahkan masalah. Penelitian ini bertujuan untuk mendeskripsikan kemampuan 

problem solving siswa melalui media educative game mathematics berbasis android 

ToMath Kayangan Api. Penelitian ini merupakan penelitian kualitatif deskriptif 

yang dilaksanakan di SMP Negeri 2 Balen. Subjek penelitian terdiri dari dua siswa 

dengan kemampuan problem solving tinggi, dua siswa dengan kemampuan problem 

solving sedang, dan dua siswa dengan kemampuan problem solving rendah. 

Instrumen penelitian terdiri dari peneliti, soal tes kemampuan problem solving, 

pedoman wawancara, dan educative game mathematics berbasis android ToMath 

Kayangan Api. Pengumpulan data dilakukan dengan tes tulis dan wawancara. 

Berdasarkan hasil analisis data, diperoleh kesimpulan bahwa (1) subjek dengan 

kemampuan problem solving tingkat tinggi mampu memenuhi empat indikator, 

yaitu understanding the problem, devising a plan, carrying out the plan, dan 

looking back pada kemampuan problem solving menurut tahapan Polya, (2) subjek 

dengan kemampuan problem solving tingkat sedang mampu memenuhi tiga 

indikator, yaitu understanding the problem, devising a plan, dan carrying out the 

plan pada kemampuan problem solving menurut tahapan Polya, (3) subjek dengan 

kemampuan problem solving tingkat rendah hanya mampu memenuhi dua 

indikator, yaitu understanding the problem dan devising a plan pada kemampuan 

problem solving menurut tahapan Polya.  
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