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ABSTRAK 

Fuad H, Basthiatul. 2025. Pengembangan Media Game Edukasi Adventure Counting 
Box Melalui Pembelajaran Berdiferensiasi Pada Materi Penjumlahan Dan 

Pengurangan Kelas 2 Sekolah Dasar. Skripsi, Jurusan Pendidikan Guru Sekolah Dasar, 
FKIP Universitas Muhammadiyah Malang. Pembimbing (I) Dr. Siti Fatimah 
Soenaryo, M.Pd, (II) Tyas Deviana, M.Pd 

.   
Kata Kunci : Pembelajaran matematika, pembelajaran berdiferensiasi, penjumlahan 

dan pengurangan, media pembelajaran, media game edukasi adventure counting box  
 

Proses pembelajaran matematika di sekolah dasar sering menghadapi kendala, 

seperti kurangnya minat peserta didik dan keterbatasan media pembelajaran yang 
interaktif. Salah satu solusi yang dapat diterapkan adalah penggunaan media 

pembelajaran konkret berbasis game edukasi dalam pembelajaran berdiferensiasi. 
Penelitian ini bertujuan untuk mengembangkan dan mengimplementasikan Media 
Game Edukasi Adventure Counting Box dalam materi penjumlahan dan pengurangan 

kelas 2 sekolah dasar guna meningkatkan pemahaman dan motivasi belajar peserta 
didik.   

Metode penelitian yang digunakan adalah penelitian pengembangan (R&D) 
dengan model ADDIE, yang terdiri dari lima tahap: analisis, perancangan, 
pengembangan, implementasi, dan evaluasi. Hasil penelitian menunjukkan bahwa 

media yang dikembangkan telah melalui validasi ahli dengan tingkat kelayakan tinggi, 
serta mendapatkan respons positif dari guru dan peserta didik. Implementasi media ini 

di MI Gamping Trenggalek menunjukkan peningkatan pemahaman peserta didik 
terhadap konsep penjumlahan dan pengurangan bilangan cacah hingga 20, dengan 
rata-rata nilai peserta didik mencapai 90 dan tingkat keterlibatan aktif yang lebih tinggi 

dibandingkan metode ceramah. Respon peserta didik terhadap media ini mencapai 
95,5%, menunjukkan bahwa media ini menarik dan meningkatkan motivasi belajar. 

Selain itu, respons guru mencapai 100%, yang menunjukkan bahwa media ini sesuai 
dengan kurikulum dan mudah diterapkan dalam pembelajaran. Dengan demikian, 
dapat disimpulkan bahwa Media Game Edukasi Adventure Counting Box efektif 

dalam meningkatkan pemahaman matematika peserta didik serta mendukung 
implementasi pembelajaran berdiferensiasi di sekolah dasar. 
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ABSTRACT 

Fuad H, Basthiatul. 2025. Development of the Educational Game Media "Adventure 
Counting Box" Through Differentiated Learning in Addition and Subtraction Material 

for 2nd Grade Elementary School. Undergraduate Thesis, Department of Elementary 
School Teacher Education, Faculty of Teacher Training and Education, University of 
Muhammadiyah Malang. Supervisors: (I) Dr. Siti Fatimah Soenaryo, M.Pd, (II) Tyas 

Deviana, M.Pd.  
  

Keywords : Mathematics learning, differentiated learning, addition and subtraction, 
learning media, educational game media Adventure Counting Box.  
  

The process of learning mathematics in elementary schools often faces 
challenges, such as students' lack of interest and limited interactive learning media. 

One possible solution is the use of concrete learning media based on educational games 
in differentiated learning. This study aims to develop and implement the Educational 
Game Media Adventure Counting Box in addition and subtraction material for second -

grade elementary school students to enhance their understanding and learning 
motivation.   

The research method used is research and development (R&D) with the ADDIE 
model, consisting of five stages: analysis, design, development, implementation, and 
evaluation. The results indicate that the developed media has undergone expert 

validation with a high feasibility level and received positive responses from teachers 
and students. The implementation of this media at MI Gamping Trenggalek showed an 

improvement in students' understanding of addition and subtraction concepts for whole 
numbers up to 20, with an average student score of 90 and higher active engagement 
compared to the lecture method. Student responses to this media reached 95.5%, 

indicating that it is engaging and enhances learning motivation. Additionally, teacher 
responses reached 100%, demonstrating that the media aligns with the curriculum and 

is easy to implement in teaching. Thus, it can be concluded that the Educational Game 
Media Adventure Counting Box is effective in improving students' mathematical 
understanding and supporting the implementation of differentiated learning in 

elementary schools. 
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