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ABSTRAK 

Pembelajaran matematika pada materi perkalian dan pembagian bilangan pecahan 

di kelas 5 SDN 1 Cikeusik masih menghadapi kendala karena metode pembelajaran 

cenderung menggunakan ceramah, media belajar tambahan masih terbatas, serta 

soal latihan dalam buku paket dan LKS kurang bervariasi. Kondisi tersebut 

diperkuat oleh hasil pretest yang menunjukkan 88,89% siswa memperoleh nilai di 

bawah KKM 71. Penelitian ini bertujuan merancang dan membangun aplikasi 

“Mathly” berbasis mobile sebagai media pembelajaran tambahan yang interaktif 

serta menerapkan algoritma Linear Congruential Generator (LCG) untuk 

mengacak soal kuis agar setiap siswa memperoleh susunan soal yang berbeda. 

Metode penelitian yang digunakan adalah penelitian terapan dengan model 

pengembangan prototype. Teknik pengumpulan data meliputi wawancara, 

observasi, studi pustaka, pretest, dan kuesioner UAT. Hasil penelitian berupa 

aplikasi “Mathly” berbasis Android untuk siswa dan web untuk guru. Pada fitur 

kuis, algoritma LCG digunakan untuk menghasilkan indeks soal secara acak dari 

bank soal perkalian dan pembagian bilangan pecahan. Pengujian dilakukan 

menggunakan Black-Box, White-Box, dan User Acceptance Testing (UAT). Hasil 

UAT menunjukkan persentase kelayakan sebesar 95,95% dari siswa, 100% dari 

guru, dan 96,08% secara keseluruhan. Berdasarkan hasil tersebut, aplikasi “Mathly” 

dinilai sangat layak dan dapat diterima sebagai media pembelajaran tambahan 

untuk membantu siswa memahami materi perkalian dan pembagian bilangan 

pecahan. 

 

Kata Kunci: Aplikasi Mobile, Perkalian Bilangan Pecahan, Pembagian Bilangan 

Pecahan, Linear Congruential Generator. 
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ABSTRACT 

Mathematics learning on multiplication and division of fractions in grade 5 at SDN 

1 Cikeusik still faces several problems, including the use of lecture-based teaching 

methods, limited supplementary learning media, and less varied practice questions 

in textbooks and worksheets. This condition is supported by pretest results showing 

that 88.89% of students scored below the minimum mastery criterion of 71. This 

study aims to design and develop a mobile-based application called “Mathly” as 

an interactive supplementary learning medium and to implement the Linear 

Congruential Generator (LCG) algorithm to randomize quiz questions so that each 

student receives a different question sequence. This research uses applied research 

with a prototype development model. Data collection techniques include interviews, 

observation, literature study, pretest, and UAT questionnaires. The result of this 

study is the “Mathly” application, which consists of an Android application for 

students and a web application for teachers. In the quiz feature, the LCG algorithm 

is used to generate random question indexes from the multiplication and division 

of fractions question banks. Testing was conducted using Black-Box Testing, White-

Box Testing, and User Acceptance Testing (UAT). The UAT results showed 

feasibility percentages of 95.95% from students, 100% from the teacher, and 

96.08% overall. Based on these results, the “Mathly” application is considered 

highly feasible and acceptable as a supplementary learning medium to help 

students understand multiplication and division of fractions. 

 

Keywords: Mobile Application, Multiplication of Fractions, Division of Fractions, 

Linear Congruential Generator. 
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