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ABSTRACT 

This study aims to examine and examine more deeply the mathematics monopoly game that can increase the 
learning interest of class X students at UNP Laboratory Development High School. This research was conducted 
to describe students' interest in learning mathematics monopoly game on statistics material in class X students at 
UNP Laboratory Development High School. This research uses descriptive qualitative methods. The data 
collection techniques used are questionnaires, interviews and documentation. The subjects in this study were X 
grade high school students with a total of 16 respondents. The data from the results of this study obtained an 
interval score based on the Likert scale calculation of 75.93 with the interpretation that students strongly agree 
that the mathematics monopoly game with tourist nuances in West Sumatra can increase the learning interest of 
class X students. 

Keywords: Maths Game, Maths Monopoly, Learning Interest, West Sumatera Tourism 

 
INTRODUCTION  

Interest in learning is the encouragement that exists in students in learning something with full 

awareness, calmness, and discipline so as to make students active and happy in doing so. (Friantini & 

Winata, 2019). Student interest in learning can be seen from student responses and student contributions 

to learning. (Hidayati et al., 2023). Each student has a different sense of interest in learning (Setiawan 

et al., 2022). There are those who think maths is a fun subject and those who think maths is a difficult 

subject filled with formulas. (Jayanti et al., 2020). The success or failure of the learning process will 

depend on how the teacher presents the material (Ilyas & Syahid, 2018). However, the fact is that many 

students still find maths difficult and boring so they are often silent and do not show their enthusiasm 

when learning takes place (Amallia & Unaenah, 2018; Assen, 2020). They think maths is full of 

formulas (Saputra & Aini, 2019). In addition, students only listen and accept what is conveyed by the 
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teacher so that some of the students think that mathematics is a difficult lesson so it is not interesting to 

learn (Kholil & Zulfiani, 2020; Rachman et al., 2023).  

If the material presented is interesting to students, it will also have a positive influence on student 

interest in learning. One that can be used is using learning media (Erianto, 2017; Febrita & Ulfah, 2019; 

Ningrum, 2018). Learning media is a tool in conveying messages that can arouse students' attention, 

thoughts, feelings and interests in learning (Junaidi, 2019; Nurrita, 2018). Learning media is very 

effective in achieving the success of the learning process. The application of innovative media can make 

students excited in learning, thus increasing students' interest in learning. Innovative learning media can 

be used in groups to develop the characters of collaboration, honesty and discipline and can also be 

used individually (Sihotang, 2022). Learning media with an element of play is an innovation to make 

students happy, enthusiastic, and make lessons not boring (Maryanti et al., 2021). Some of the benefits 

of learning through play are getting rid of the seriousness that inhibits, relieving stress in the learning 

environment, building students' creativity, and improving the learning process (Praheto & Sayekti, 

2021; Rahayu, 2018). 

The results of research conducted by (Chiotaki et al., 2023) using games in learning can engage 

students and have a positive influence on improving the learning experience. One game that is familiar 

to teenagers is Monopoly. Based on previous research conducted by (Cyntia et al., 2021) characterised 

monopoly game media developed can attract children's motivation in learning. In addition, monopoly 

learning media can increase curiosity in children and children are not easily bored during learning. In 

addition, the research conducted by (Desyawati et al., 2021) resulted in monopoly media emphasising 

cooperation, competition, and student sportsmanship. This study also explained that the disadvantages 

of monopoly media are the longer learning allocation, and conditioning the class so that no noise occurs. 

Monopoly game is played by several groups consisting of several people. Monopoly maths usually uses 

the names of countries in the world. However, the mathematical monopoly used in increasing interest 

in learning in this study is a mathematical monopoly with tourist nuances in West Sumatra. Monopoly 

displays several tourist attractions in several regions in West Sumatra. So that students become aware 

of tourist attractions in West Sumatra that they have never visited to increase students' love for their 

own country. Based on some of the above opinions, this study aims to examine and examine more 

deeply the mathematics monopoly game that can increase the learning interest of class X students at 

UNP Laboratory Development High School.  
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RESEARCH METHOD 

The method used is descriptive qualitative research. Descriptive qualitative research is research 

that describes or investigates an event whether it is true that mathematics monopoly with West Sumatra 

tourism nuances can increase the learning interest of class X students. The subjects in this study were 

class X students at UNP Laboratory Development High School in the 2023/2024 school year totalling 

16 people. According to Safari (dalam Ricardo & Meilani, 2017) The indicators of student interest in 

learning are feelings of pleasure, student interest, student attention to the game, and student involvement 

in playing. This research data collection uses interviews, questionnaires after students play monopoly 

and documentation. Interview is a data collection technique to obtain information that will be 

considered as data and these data are needed to make the best possible formulation in achieving research 

objectives (Mita, 2015).  Meanwhile, a questionnaire is a number of questions given to respondents to 

obtain data on the topic of the research being conducted (Sugiyono, 2012). Documentation as supporting 

evidence of the data obtained. 

The type of qualitative data analysis used is content analysis (Ahmad, 2018). Content analysis is a 

research method that converts a text, subject on written media, photos, videos, or audio into quantitative 

data so that it can be easily used and read by readers in the form of a Likert scale as shown in the table 

below. The student learning interest questionnaire was prepared by including one statement consisting 

of a scale of 1-4. After obtaining the questionnaire score, then the questionnaire score is categorised 

according to the Likert scale of strongly agree, agree, disagree, and strongly disagree as shown in Table 

1 below   

Table 1. Criteria Based on Likert Scale 

Interval Interval Interpretation 

1 Strongly disagree 

2 Disagree 

3 Agree 

4 Strongly agree 

 

RESULTS  

The maths monopoly contains statistics questions. Before students buy tourist attractions, they 

must first answer the questions with questions given at different times. Statistics material was chosen 

because it was material that they had learnt before. Based on the research that has been done, the 

researcher conducted a mathematics game trial activity on Wednesday, 16 May 2024 which was carried 

out in class X.E5 UNP Laboratory Development High School. Students were divided into four groups 

with each group of 4 people. The monopoly game runs like a monopoly game in general with the same 

conditions, there are a few things that distinguish. If students want to buy, they must answer questions, 
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if they are correct, they can buy land, if they are wrong, they will be fined. From this, it will bring out 

the nature of student involvement in the game so that students will feel interested and challenged for it. 

Monopoly is 1m × 1m in the shape of a six-square, with each complex consisting of tourist attractions, 

beauty of mathematics, which contains mathematical puzzles, and profiles of Pancasila students 

consisting of 6 profiles of Pancasila students. This maths game lasts for one hour, and the next 30 

minutes is for the verification stage of students' wrong answers, so that students understand more about 

statistics material. For more details can be seen from Figure 1 below. 

 

Figure 1. Monopoly Game Board 

The pawns used in the game are also traditional clothing from West Sumatra as shown in Figure 2 

below. 

 

Figure 2. Pawns in Monopoly Game 

The monopoly game was led by the teacher. The game begins with directions regarding the rules 

of the game and the division of groups by the teacher where the teacher here is the researcher as shown 

in Figure 3 below. 
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Figure 3. Briefing from Teacher 

Then the game is carried out in a relay alternating with group mates when students answer 

questions. Each student takes turns to come forward to play the game and take turns. The questions to 

be answered are discussed, while discussing other students take turns to come forward to play again as 

shown in Figure 4 below. 

 

Figure 4. Monopoly Game in Progress 

After the students answer the question, they will show the answer to the teacher. Next, the game is 

played for one hour and the verification stage. Students were given a questionnaire related to several 

statements regarding students' learning interest in the monopoly game played with the aim of obtaining 

information. Based on the Likert scale, the following is presented the results of the questionnaire score 

of learning interest after conducting the monopoly game trial in Table 2 below. 

 

Table 2. Learning Interest Questionnaire Score Results Based on Likert Scale 

No Statements 

Number of students 

who answered 

1 2 3 4 

1 The maths monopoly game helps me remember statistical material 0 1 13 2 

2 I enjoy teaching and learning activities using the maths monopoly 

game 

0 1 9 5 

http://ejournal.unma.ac.id/index.php/th
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3 I am more excited about learning maths using the maths monopoly 

game 

0 0 14 2 

4 I feel relaxed when learning maths using the maths monopoly game. 0 2 8 6 

5 The appearance of the mathematics monopoly game displayed is 

attractive in terms of colour, writing, and pictures. 

2 1 5 8 

6 The language used in the maths monopoly game is easy to 

understand. 

0 3 10 3 

7 With the maths monopoly game, I am more interested in learning 

statistics material. 

1 5 8 2 

8 The pictures in the maths monopoly game are clear and do not 

confuse me. 

1 1 11 3 

9 The maths monopoly game keeps me motivated in learning maths 0 4 9 3 

10 I would like a maths monopoly game in the learning process. 0 2 11 3 

 

Furthermore, after the questionnaire was given, interviews were conducted with several students 

regarding the game that had been tested. The following is a response from one of the students: 

Teacher  : “What do you think of today's Monopoly game?” 

Student   : “Today's game was a lot of fun, especially with older siblings who could overcome 

their lack of understanding of the material and lack of understanding of the game. With 

this game, there are more moments to group together.” 

Teacher : “Is this monopoly game interesting?” 

Student : “This monopoly game is a very interesting, steady” 

Based on the results of questionnaires and interviews, students are interested in playing maths. 

With maths games, students are also trained in collaboration in their groups to win. Students who win 

this game are students who answer a lot of questions and are also active in this game.  

 

DISCUSSION 

After the questionnaire data is obtained, measurements will be made based on a Likert scale. The 

following is the calculation of the Likert scale of interest in learning mathematics towards the 

mathematics monopoly game with the nuances of West Sumatra tourism. The number of samples is 16 

people. The number of statements is 10 with respondents who answered score 4 totalling 37, score 3 

totalling 98, score 2 totalling 20, and score 1 totalling 4.  

Next, use the formula = T × Pn. Where T is the number of respondents who chose, and Pn is the 

Likert score option. So that the sum of the whole total, obtained 486. Then interpret the calculation 

score where Y is the highest Likert score × number of respondents × the number of statements will 

http://ejournal.unma.ac.id/index.php/th
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result in 640. Furthermore, the calculation where X is the lowest Likert score × number of respondents 

× The number of statements will result in 160. After that, determine the interval formula with 

𝐼 =
100

𝑠𝑢𝑚 𝑜𝑓 𝑠𝑐𝑜𝑟𝑒𝑠
  

Then = 
100

4
=  25 (the interval is the distance from the lowest 0% to the highest 100%) based on 

Table 3 below. 

 

Table 3. Interval Interpretation 

Interval Interpretasi Interval 

0 ≤ 𝑥 ≤ 25 Strongly disagree 

25 < 𝑥 ≤ 50 Disagree 

50 < 𝑥 ≤ 75 Agree 

75 < 𝑥 ≤ 100 Strongly agree 

Then the final solution to get the conclusion is 

𝑥 =  
𝑇𝑜𝑡𝑎𝑙 𝑠𝑐𝑜𝑟𝑒

𝑌
× 100  

      =
486

640
 ×  100 

= 75,93750 

Based on the completion, students' interest in learning mathematics games is in the interval 

of 75 < 𝑥 ≤ 100. This means that students strongly agree that the mathematics game with the nuances 

of West Sumatra tourism can increase the interest in learning mathematics of class X students. This is 

also supported by the results of research from that the use of games in learning can increase student 

interest in learning due to direct involvement of students in the game, pleasant learning conditions, 

interaction between friends, and can increase student activeness in learning, creative thinking, and 

solving problems both individually and in groups (Afifah et al., 2023; Cyntia et al., 2021; Lubis & 

Harahap, 2016; Sihotang, 2022). However, monopoly media has several disadvantages, namely 

requiring careful planning, the use of monopoly media that takes a long time to play, and is not effective 

for repeated use.  
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CONCLUSION 

This research proves that the mathematics monopoly game with West Sumatra tourism nuances 

can increase students' interest in learning mathematics. The use of interesting game media and 

teamwork in the game makes students more enthusiastic in learning. The monopoly game can be one 

of the alternative media used by teachers in learning so that students are happier to learn. So, students 

don't think maths is a difficult subject. 

 

SUGGESTION 

Further research, other researchers are advised to adjust the questions to the mathematical abilities 

to be tested and other researchers can determine which abilities of the students are problematic so that 

the questions given, it should also be held a pretest before the game. For teachers, it can be a 

consideration for the use of learning media in schools, but making this media takes a long time, other 

alternatives can use other traditional games. 

 

ACKNOWLEDGEMENTS 

Thank you to the students of class X.E5 for contributing and being the sample of this study. Thank 

you also to the mathematics teacher of class X.E5 for giving time for us to conduct trials in the class 

taught. Thank you to UNP Laboratory Development High School for facilitating researchers to conduct 

research. 

 

REFERENCE 

Afifah, J., Suryatin, S., & Al Fath, A. M. (2023). Peran Media Pembelajaran Monopoli Matematika 

terhadap Motivasi Belajar Siswa Sekolah Dasar. Scholarly Journal of Elementary School, 3(2), 

132–145. https://doi.org/10.21137/sjes.2023.3.2.7 

Ahmad, J. (2018). Desain Penelitian Analisis Isi (Content Analysis). Jurnal Analisis Isi, 5(9), 1–20. 

https://doi.org/10.13140/RG.2.2.12201.08804 

Amallia, N., & Unaenah, E. (2018). Analisis Kesulitan Belajar Matematika Pada Siswa. Attadib Journal 

of Elemetary Education, 3(2), 123–133. https://jurnalfai-

uikabogor.org/index.php/attadib/article/view/414 

Assen, A. (2020). Students’ Attitudes and Perceptions Towards Mathematics: the Case of Secondary 

Schools in Borana Zone, Ethiopia. Journal of Honai Math, 3(2), 169–180. 

https://doi.org/10.30862/jhm.v3i2.93 

Chiotaki, D., Poulopoulos, V., & Karpouzis, K. (2023). Adaptive game-based learning in education: a 

systematic review. Frontiers in Computer Science, 5(2016). 

https://doi.org/10.3389/fcomp.2023.1062350 

http://ejournal.unma.ac.id/index.php/th


  
 

Jurnal Theorems (The Original Reasearch Of Mathematics) 
Volume 9, Nomor 2, Januari 2025 
URL: http://ejournal.unma.ac.id/index.php/th  
 

 

 

 

e-ISSN: 2528-102X      
p-ISSN: 2541-4321 

 

Cyntia, A. A., Tegeh, I. M., & Ujianti, P. R. (2021). Media Pembelajaran Monopoli Berbasis Karakter 

Pada Anak Usia Dini. Jurnal Media Dan Teknologi Pendidikan, 1(2), 77–84. 

https://doi.org/10.23887/jmt.v1i2.39840 

Desyawati, K., Goreti, M., Kristiantari, R., Agung, G., & Negara, O. (2021). Media Permainan 

Monopoli Berbasis Problem Based Learning Pada Pembelajaran Tematik di Sekolah Dasar. Jurnal 

Penelitian Dan Pengembangan Pendidikan, 5(2), 168–174. 

https://ejournal.undiksha.ac.id/index.php/JJL/index 

Erianto, U. (2017). UPAYA MENINGKATKAN MINAT BELAJAR SISWA MENGGUNAKAN 

IMPROVING THE LEARNING INTEREST USING THE PICTURE MEDIA AT 4 th GRADE. 

Jurnal Pendidikan Guru Sekolah Dasar, 6(4), 367–373. 

https://journal.student.uny.ac.id/index.php/pgsd/article/viewFile/6825/6567 

Febrita, Y., & Ulfah, M. (2019). Peranan Media Pembelajaran Untuk Meningkatkan Motivasi Belajar 

Siswa. Posiding Diskusi Panel Nasional Pendidikan Matematika, 5(2019), 181–188. 

Friantini, R. N., & Winata, R. (2019). Analisis Minat Belajar Pada Pembelajaran Matematika. Jurnal 

Pendidikan Matematika Indonesia, 4(1), 6–11. 

Hidayati, A., Wati, M., & Mahtari, S. (2023). Analisis Minat Belajar Siswa Dalam Pembelajaran. 

Seminar Nasional Pendidikan Fisika, Agustus. 

Ilyas, H. M., & Syahid, A. (2018). Pentingnya Metodologi Pembelajaran Bagi Guru. Jurnal Al-Aulia, 

04(01), 58–85. https://doi.org/10.31004/green.v1i2.10 

Jayanti, I., Arifin, N., & Nur, D. R. (2020). Analisis Faktor Internal dan Eksternal Kesulitan Belajar 

Matematika di Sekolah Dasar. Sistema : Jurnal Pendidikan, 01(01), 1–7. 

Junaidi, J. (2019). Peran Media Pembelajaran Dalam Proses Belajar Mengajar. Diklat Review : Jurnal 

Manajemen Pendidikan Dan Pelatihan, 3(1), 45–56. 

https://doi.org/10.35446/diklatreview.v3i1.349 

Kholil, M., & Zulfiani, S. (2020). Faktor-Fakor Kesulitas Belajar Matematika Siswa Madrasah 

Ibtidaiyah Da’watul Falah Kecamatan Tegakdlimo Kabupaten Banyuwangi. EDUCARE : Journal 

of Primary Education, 1(2), 151–168. 

Lubis, H. Z., & Harahap, A. (2016). Penggunaan Media Monopoli Dalam Meningkatkan Hasil Belajar 

Akuntansi Siswa. Seminar Nasional Pendidikan Akuntansi Dan Keuangan, Universitas 

Muhammadiyah Sumatera Utara, 377–395. 

Maryanti, E., Egok, A. S., & Febriandi, R. (2021). Pengembangan Media Board Games Berbasis 

Permainan Tradisional Egrang Batok untuk Siswa Sekolah Dasar. Jurnal Basicedu, 5(5), 4212–

4226. https://doi.org/10.31004/basicedu.v5i5.1486 

Mita, R. (2015). Wawancara Sebuah Interaksi Komunikasi Dalam Penelitian Kualitatif. In Jurnal Ilmu 

Budaya (Vol. 11, Issue 2, pp. 71–79). 

http://ejournal.unma.ac.id/index.php/th


  
 

Jurnal Theorems (The Original Reasearch Of Mathematics) 
Volume 9, Nomor 2, Januari 2025 
URL: http://ejournal.unma.ac.id/index.php/th  
 

 

 

 

e-ISSN: 2528-102X      
p-ISSN: 2541-4321 

 

Ningrum, K. D. (2018). Upaya Meningkatkan Minat Belajar Siswa Melalui Penggunaan Media Audio 

Visual Pada Siswa Kelas V di SDN Manggarai 09 Pagi Jakarta Selatan. Prosiding Seminar Dan 

Diskusi Pendidikan Dasar 2018, 307–313. 

Nurrita, T. (2018). Pengembangan Media Pembelajaran Untuk Meningkatkan Hasil Belajar Siswa. 

MISYKAT: Jurnal Ilmu-Ilmu Al-Quran, Hadist, Syari’ah Dan Tarbiyah, 3(1), 171. 

https://doi.org/10.33511/misykat.v3n1.171 

Praheto, B. E., & Sayekti, O. M. (2021). Metode 2M2Pr Berbasis Quantum Learning Dan Permainan 

Tradisional Dalam Pembelajaran Bahasa Indonesia Di Sekolah Dasar. TRIHAYU: Jurnal 

Pendidikan Ke-SD-An, 7(3), 1228–1233. https://doi.org/10.30738/trihayu.v7i3.10232 

Rachman, M. A., Rahmawati, A., Jeni, S. S., & Rahayu, R. (2023). Pengaruh Media Pembelajaran 

Untuk Mengatasi Kesulitan Belajar Siswa Pada Pembelajaran Matematika Satuan Panjang Di Sdn 

Lemahduhur Ii. Jurnal Pendidikan Dasar Rare Pustaka, 5(1), 32–41. 

https://doi.org/10.59789/rarepustaka.v5i1.153 

Rahayu, N. (2018). Pengembangan Alat Permainan Edukatif Kartu Pintar Pada Tema Kayanya 

Negeriku Dengan Subtema Pelestarian Kekayaan Sumber Daya Alam Di Indonesia Untuk Siswa 

Kelas Iv Sd Negeri Pogung Kidul Sleman Yogyakarta. E-Jurnal Prodi Teknologi Pendidikan, 7(5), 

512–523. 

Ricardo, & Meilani, R. I. (2017). Impak Minat dan Motivasi Belajar Terhadap Hasil Belajar Siswa. 

Jurnal Pendidikan Manajemen Perkantoran, 2(2), 188–201. 

https://repository.unja.ac.id/23495/3/BAB II-dikonversi.pdf 

Saputra, M. D. J., & Aini, I. N. (2019). Pengaruh Disposisi Matematis Terhadap Keyakinan Belajar 

Matematika Pada Siswa SMAN 1 Pebayuran. Prosiding Seminar Nasional Matematika Dan 

PendidikanMatematika Sesiomadika 2019, 479–485. 

Setiawan, A., Nugroho, W., & Widyaningtyas, D. (2022). Pengaruh Minat Belajar Terhadap Hasil 

Belajar Siswa Kelas Vi Sdn 1 Gamping. TANGGAP : Jurnal Riset Dan Inovasi Pendidikan Dasar, 

2(2), 92–109. https://doi.org/10.55933/tjripd.v2i2.373 

Sihotang, N. (2022). Penerapan Permainan Monopoli Dalam Meningkatkan Minat Belajar Siswa SD. 

Prosiding SENKIM: Seminar Nasional Karya Ilmiah Multidisiplin, 2(1), 60–67. 

Sugiyono. (2012). Metode Penelitian Kuantitatif, Kualitatif Dan R&D. Alfabeta. 

 

 

http://ejournal.unma.ac.id/index.php/th

