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ABSTRAK 

 

Pramustya Puji,Aysa 2025. Pengembangan Media Travel Game Untuk 

Pembelajaran Matematika Materi Perkalian Kelas IV Sekolah 

Dasar. Skripsi, Jurusan Pendidikan Guru Sekolah Dasar, FKIP, 

Universitas Muhammadiyah Malang. Pembimbing (I) Bustanol 

Arifin, M.Pd (II) Nawang Sulistyani, M.Pd, 

 

Kata Kunci :  Pengembangan, Travel game, Perkalian , Sekolah Dasar 

  

      Pembelajaran matematika merupakan pembelajaran wajib yang ada di 

sekolah khususnya sekolah dasar, matematika sering dianggap sulit karena 

banyaknya rumus dan angka yang seringkali dilakukan dengan menghafal. 

Peserta didik SD Muhammadiyah 08 “KH Mas Mansyur kota Malang kelas 4 

kesulitan dalam menguasai perkalian 6 - 9 karena metode yang digunakan 

masih menggunakan metode menghafal. Hal ini menyebabkan turunnya minat 

belajar pada matematika. Sebagai solusi untuk mempermudah peserta didik 

dalam menyelesaikan permasalahan matematika perkalian 6 - 9 yaitu 

menggunakan jarimatika atau disebut teknik menghitung menggunakan jari. 

Sesuai dengan karakteristik peserta didik kelas 4 yang aktif dan suka bermain 

maka penelitian ini mengembangkan media berbasis permainan yaitu Travel 

Game. 

       Pengembangan dilakukan dengan model ADDIE (Analysis, design, 

development, implementation, evaluation) lima tahapan model ADDIE 

digunakan untuk menganalisis kebutuhan yang ada disekolah, perencanaan 

pada media, pengembangan produk serta validasi pada ahli media dan ahli 

materi, kemudian implementasi ke sekolah dan evaluasi. 

      Hasil validasi pengembangan media dilakukan oleh ahli media dan ahli 

materi. Validasi yang dilakukan menunjukkan bahwa media ini sangat valid 

digunakan dengan skor validasi materi 90% dan validasi media 96%. 

Implementasi penggunaan media di sekolah menunjukkan peningkatan minat 

dan pemahaman siswa terhadap pembelajaran matematika khususnya 

perkalian dengan demikian media travel game menggunakan metode 

jarimatika di nilai menarik dan inovatif sebagai alternatif pembelajaran 

perkalian di sekolah dasar. 
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ABSTRACT 

 

Pramustya Puji,Aysa 2025. Development of Travel Game Media for 

Mathematics Learning Multiplication Material for Grade IV 

Elementary School. Thesis, Department of Elementary School 

Teacher Education, FKIP University of Muhammadiyah Malang, 

Supervisor (I) Bustanol Arifin, M.Pd (II) Nawang Sulistyani, M.Pd, 

 

Kata Kunci :  Development, Travel game, Multiplication , Elementary School 

  

        Mathematics learning is a mandatory learning in schools, especially 

elementary schools, mathematics is often considered difficult because of the 

many formulas and numbers that are often done by memorization. Students of 

SD Muhammadiyah 08 "KH Mas Mansyur in Malang grade 4 have difficulty 

mastering multiplication 6 - 9 because the method used is still using the 

memorization method. This has led to a decline in interest in learning 

mathematics. As a solution to make it easier for students to solve multiplication 

mathematics problems 6 - 9, namely using arithmetic or called the finger 

counting technique. In accordance with the characteristics of grade 4 students 

who are active and like to play, this study develops game-based media, namely 

Travel Game. 

       Development is carried out with the ADDIE (Analysis, design, 

development, implementation, evaluation) The five stages of the ADDIE 

model are used to analyze the needs in schools, planning on the media, product 

development and validation on media experts and material experts, then 

implementation to schools and evaluation. 

      The results of media development validation were carried out by media 

experts and material experts. The validation carried out showed that this media 

is very feasible to use with a material validation score of 90% and a media 

validation score of 96%. The implementation of the use of media in schools 

shows an increase in students' interest and understanding of mathematics 

learning, especially multiplication, thus the media travel game uses the 

rhythmic method in effective and innovative value as an alternative to 

multiplication learning in elementary schools. 
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