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ABSTRAK

Hidayat, Dinda Al Firdausi. 2025.Pengembangan Media Game Edukasi Tickle Fight
Dengan Materi Perkalian Untuk Kelas I1I SD. Skripsi, Jurusan Pendidikan Guru
Sekolah Dasar, FKIP Universitas Muhammadiyah Malang. Pembimbing: (I) Dr.
Ichsan Anshory AM., M.Pd. (I) Maharani Putri Kumalasani, M.Pd

Kata Kunci : Game Edukasi, Perkalian, Media Pembelajaran, Pengembangan 4D,

Matematika

Permasalahan yang dihadapi dalam pembelajaran matematika di kelas III SDN
Ngenep 01 adalah kurangnya motivasi peserta didik dalam menghapal perkalian 1-10.
Hal ini disebabkan oleh penggunaan metode tradisional berupa pembiasaan verbal yang
cenderung monoton dan kurang menarik bagi siswa. Berdasarkan hasil observasi dan
wawancara dengan guru kelas, diketahui bahwa sebagian besar peserta didik belum
menguasai perkalian secara menyeluruh, yang dapat membuat kesulitan dalam mengikuti
materi matematika lanjutan. Oleh karena itu, penelitian ini bertujuan untuk
mengembangkan media pembelajaran berbasis game edukasi bernama Tickle Fight guna
meningkatkan motivasi dan pemahaman peserta didik terhadap materi perkalian.

Penelitian ini menggunakan model pengembangan 4D (Define, Design, Develop,
dan Disseminate) untuk merancang dan menguji media pembelajaran. Data dikumpulkan
melalui observasi, wawancara, angket, dan dokumentasi. Validasi dilakukan oleh ahli
media dan ahli materi, kemudian dilanjutkan dengan uji coba terbatas terhadap peserta
didik kelas III SDN Ngenep O1. Instrumen yang digunakan dalam penelitian meliputi
pedoman observasi, pedoman wawancara, lembar validasi, serta angket respon siswa
terhadap penggunaan media Tickle Fight.

Hasil penelitian menunjukkan bahwa media Tickle Fight layak digunakan sebagai
media pembelajaran berdasarkan hasil validasi dari para ahli. Respon siswa menunjukkan
peningkatan motivasi belajar dan keterlibatan dalam memahami konsep perkalian melalui
game. Media ini dinilai efektif karena memadukan elemen visual, audio, dan interaksi
dalam bentuk permainan yang menyenangkan. Kesimpulannya, media Tickle Fight dapat
menjadi alternatif media pembelajaran yang inovatif dan mampu meningkatkan

antusiasme serta pemahaman siswa terhadap materi perkalian dasar.



ABSTRACT

Hidayat, Dinda Al Firdausi. 2025. Media Development of Educational Game Tickle Fight
For Third Grade Elementary School. Thesis, Department of Elementary School
Teacher Education, FETT University of Muhammadiyah Malang. Supervisor: (I)
Dr. Ichsan Anshory AM., M.Pd. (IT) Maharani Putri Kumalasani, M.Pd

Key Words : Educational game, Multiplication, Learning media, 4D development,

Mathematic

The primary issue in mathematics learning among third-grade students at SDN
Ngenep 01 lies in their low motivation to memorize multiplication tables from 1 to 10.
This is mainly due to the repetitive and traditional memorization method, which students
find unengaging. Observations and interviews with the classroom teacher revealed that
most students had not yet mastered the multiplication material, which poses challenges
for understanding more advanced mathematical topics. Therefore, this study aims to
develop an educational game-based learning media called Tickle Fight to improve
students’ motivation and understanding of multiplication.

This study employed the 4D development model (Define, Design, Develop, and
Disseminate) to design and evaluate the learning media. Data were collected through
observation, interviews, questionnaires, and documentation. Media validation was
conducted by subject matter and media experts, followed by a limited trial on third-grade
students of SDN Ngenep 01. Instruments included observation guidelines, interview
protocols, validation sheets, and student response questionnaires regarding the use
of Tickle Fight media.

The results showed that Tickle Fight is feasible to use as a learning tool based on
expert assessments.  Students also responded positively, with increased learning
motivation and engagement in understanding multiplication concepts through interactive
gameplay. This media proved effective by combining visual, audio, and game-based
interactive elements. In conclusion, Tickle Fight serves as an innovative learning
alternative that can enhance students’ enthusiasm and comprehension of basic

multiplication.
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