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ABSTRACT 

 

Mathe$matics le$arning in schools is ofte$n face$d with challe$nge$s, such as te$aching me$thods 

that are$ le$ss varie$d and limite$d le$arning me$dia. This le$ads to difficultie$s for stude$nts in 

unde$rstanding the$ mate$rial, as we$ll as a de$cline$ in the$ir inte$re$st in mathe$matics and an 

incre$ase$ in anxie$ty whe$n solving proble$ms. The$re$fore$, innovation in te$aching me$thods is 

e$sse$ntial, one$ of which is the$ use$ of inte$ractive$ and e$njoyable$ te$chnology-base$d le$arning 

game$s. This game$ is e$xpe$cte$d to incre$ase$ stude$nts' motivation to le$arn mathe$matics in a 

more$ e$ngaging way. This study propose$s the$ de$ve$lopme$nt of an Android-base$d e$ducational 

game$ calle$d MathGo, which is de$ve$lope$d using the$ Multime$dia De$ve$lopme$nt Life$ Cycle$ 

(MDLC) cycle$ and Construct 2 software$. The$ re$sults of black-box te$sting indicate$ that all 

functions work we$ll and according to the$ spe$cifie$d re$quire$me$nts. Additionally, the$ 

que$stionnaire$ re$sults show that the$ syste$m achie$ve$d a succe$ss rate$ of 91.75%, which is 

classifie$d as ve$ry good. Statistical analysis using the$ Paire$d Sample$ T-te$st me$thod shows 

a p-value$ < 0.01, me$aning the$ Alte$rnative$ Hypothe$sis (Ha) is acce$pte$d, indicating a 

significant diffe$re$nce$ be$twe$e$n the$ pre$te$st and postte$st re$sults. This supports the$ hypothe$sis 

that the$ imple$me$ntation of this game$ has a positive$ impact on mathe$matics le$arning. 
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