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ABSTRAK

Suci Wulandari, 2025. Pengembangan Media Permainan Ular Tangga Dalam
Meningkatkan Minat Belajar Siswa Pelajaran Matematika Siswa Kelas I11 SDN
1 Nanga Silat Tahun 2025. Skripsi, Program Studi Pendidikan Guru Sekolah
Dasar SKTIP Persada Khatulistiwa Sintang. Pembimbing I: Dr. Yakobus
Bustami, S.Si.,M.Pd. Pembimbing Il: Rusdi, S.Sn.,M.Sn.CPAT.

Kata Kunci: pengembangan media, permainan ular tangga, minat belajar.

Penelitian ini di latarbelakangi oleh minat belajar siswa tergolong rendah. Hal ini
terlihat dari kurangnya partisipasi aktif siswa, suasana kelas yang kurang
kondusif, dan metode pembelajaran yang monoton. Penelitian ini bertujuan untuk
mengembangkan media permainan ular tangga sebagai alat bantu pembelajaran
untuk meningkatkan minat belajar siswa pada mata pelajaran Matematika.
Penelitian ini menggunakan metode Research and Development (R&D) yang
merupakan penelitian dan pengembangan dengan model ADDIE (Analysis,
Design, Development, Implementation, Evaluation). Subjek dalam penelitian ini
adalah siswa kelas Ill SDN 1 Nanga Silat. Data diperoleh melalui observasi,
wawancara, validasi ahli, serta angket respon siswa dan guru terhadap media yang
dikembangkan. Hasil penelitian menunjukkan bahwa media permainan ular
tangga yang dikembangkan dinyatakan layak berdasarkan hasil validasi dari ahli
media dengan persentase 83,33% dan ahli materi dengan persentase 90% kriteria
keduanya sangat layak. Uji coba terbatas dan uji coba skala luas menunjukkan
bahwa media ini tergolong praktis dan efektif untuk digunakan dalam
pembelajaran. Respon siswa uji coba skala terbatas persentase 88,333% dan
respon siswa uji coba skala luas 88,9583% kriteria keduanya sangat baik. Respon
guru terhadap penggunaan media juga sangat positif dengan persentase 83,33%
kriteria sangat praktis. Tingkat keefektifan pada media ini juga di kategorikan
sangat efektif dengan persentase 95,625%. Simpulan penelitian ini adalah bahwa
pengembangan media permainan ular tangga efektif dalam meningkatkan minat
belajar siswa kelas Ill pada mata pelajaran Matematika. Harapan dari penelitian
ini, media permainan ular tangga dapat digunakan secara luas oleh guru-guru
sebagai salah satu media pembelajaran inovatif di sekolah dasar, khususnya dalam
pembelajaran Matematika.
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ABSTRACT

Suci Wulandari, 2025. Development of Snakes and Ladders Game Media in
Increasing Student Learning Interest in Mathematics Class 111 Students of SDN 1
Nanga Silat in 2025. Thesis, Elementary School Teacher Education Study
Program SKTIP Persada Khatulistiwa Sintang. Advisor I: Dr. James Bustami,
S.Si., M.Pd. Supervisor Il: Rusdi, S.Sn., M.Sn.CPAT.

Keywords: media development, snakes and ladders game, learning interest.

This research was motivated by students’ low interest in learning. This can be seen
from the lack of active participation of students, a less conducive classroom
atmosphere, and monotonous learning methods. This study aims to develop
snakes and ladders game media as a learning tool to increase students' interest in
learning Mathematics. This research uses the Research and Development (R&D)
method with the ADDIE model (Analysis, Design, Development, Implementation,
Evaluation). The subjects in this study were third grade students of SDN 1 Nanga
Silat. Data were obtained through observation, interviews, expert validation, and
student and teacher response questionnaires to the developed media. The results of
the study indicate that the snake and ladder game media developed is deemed
suitable based on the validation results from media experts with a percentage of
83.33% and subject matter experts with a percentage of 90%, both of which meet
the criteria for high suitability. Limited trials and large-scale trials show that this
media is practical and effective for use in learning. The response rate of students
in the limited trial was 88.333%, and the response rate of students in the large-
scale trial was 88.9583%, both of which are very good criteria. Teachers'
responses to the use of this media were also very positive, with a percentage of
83.33% meeting the criteria for being very practical. The effectiveness level of
this media is also categorized as highly effective, with a percentage of 95.625%.
The conclusion of this study is that the development of the snake and ladder game
media is effective in increasing the learning interest of third-grade students in
mathematics. The hope of this study is that the snake and ladder game media can
be widely used by teachers as one of the innovative learning media in elementary
schools, particularly in mathematics education.
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