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ABSTRAK 

Novia Rigita Akhmad, Nur, 2023. Pengembangan Media E-Moneth Terhadap Kemampuan 

Berpikir Kritis Pada Materi Bangun Ruang Sisi Datar, Program studi Pendidikan 

Matematika, Fakultas Keguruan dan Ilmu Pendidikan, Universitas Muhammadiyah 

Malang. 

 Digitalisasi sangat penting dalam menghadapi tantangan era society 5.0 dan dalam 

pembelajaran abad 21. Pengoptimalan pemanfaatan digitalilasi pun perlu diseimbangkan 

dengan pengoptimalan kemampuan 4C, terkhususnya kemampuan berpikir kritis. 

Penelitian ini bertujuan untuk mengembangkan media E-MONETH terhadap kemampuan 

berpikir kritis pada materi bangun ruang sisi datar. Subjek dalam penelitian ini yaitu peserta 

didik kelas XI SMP Diponegoro Batutahun ajaran 2023/2024 semester ganjil. 32 peserta 

didik akan  Metode yang digunakan adalah metode ADDIE (Analysis, Design, Dvelopment, 

Implementatyion, and Evaluation) dengan jenis penelitian Concurrent Embedded Design 

dengan pendekatan kuantitatif sebagai metode primer. Pengambilan data diambil dari 

wawancara, dokumentasi, tes, dan angket. Sedangkan, analisis data menggunakan 

perhitungan skala likert, dan nilai N-Gai. Berdasarkan hasil penelitian menunjukkan bahwa 

media E-Monopoli berbasis Etnomatematika (E-MONETH) termasuk dalam ketegori valid 

dengan skor sebesar 3,28 dan kategori sangaat praktis digunakan dengan skor sebesar 3,32 

untuk diterapkan dalam pembelajaan, serta efektif terhadap kemampuan berpikir kritis 

peserta didik dengan skor N-gain sebesa 0,7 yang masuk dalam kategori tinggi. Oleh karena 

itu, media E-Monopoli berbasis Etnomatematika (E-MONETH) terhadap kemampuan 

berpikir kritis pada materi bangun ruang sisi datar dinyatakan layak untuk dipergunakan 

dalam proses pembelajaran. 

Kata Kunci: Media E-Monopoli, Etnomatematika, Berpikir Kritis, Bangun Ruang Sisi 

Datar 
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ABSTRACT 

Novia Rigita Akhmad, Nur, 2023. Development of E-Monetary Media on Critical Thinking 

Ability on Flat Side Building Materials, Mathematics Education Study Program, Faculty 

of Teacher Training and Education, Muhammadiyah University of Malang. 

Digitalization is very important in facing the challenges of the era of society 5.0 

and in 21st-century learning. Optimizing the use of digitalization also needs to be balanced 

with optimizing 4C abilities, especially critical thinking abilities. This research aims to 

develop the E-MONETH media for critical thinking skills on flat-sided geometric material. 

The subjects in this research were class XI students at Diponegoro Batu Middle School, 

academic year 2023/2024, odd semester. 32 students will The method used is the ADDIE 

method (Analysis, Design, Development, Implementation, and Evaluation) with a 

Concurrent Embedded Design type of research with a quantitative approach as the primary 

method. Data collection was taken from interviews, documentation, tests, and 

questionnaires. Meanwhile, data analysis uses Likert scale calculations, and N-Gain values. 

Based on the research results, it shows that E-Monopoly media based on Ethnomathematics 

(E-MONETH) is included in the valid category with a score of 3.28 and the category is 

very practical to use with a score of 3.32 to be applied in learning, and effective on students' 

critical thinking abilities with an N-gain score of 0.7 which is in the high category. 

Therefore, the E-Monopoly media based on Ethnomathematics (E-MONETH) for critical 

thinking skills on flat-sided geometric material is declared suitable for use in the learning 

process  

 

Keywords: E-Monopoly Media, Ethnomathematics, Critical Thinking, Building a Flat 

Side Room 
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