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ABSTRAK 

 
Khadijah, Siti. 2024. Pengembangan Media Permainan Anak Tangga Berhitung 

Pada Pembelajaran Matematika Kelas 1 Sekolah Dasar. Skripsi, Jurusan 

Pendidikan Guru Sekolah Dasar, FKIP Universitas Muhammadiyah Malang, 

Pembimbing: (I)  Bustanol Arifin, M.Pd, (II) Ima Wahyu Utami Putri, M.Pd 

 
Kata Kunci: pengembangan, media permainan, anak tangga berhitung 

 

Penelitian pengembangan media permainan anak tangga berhitung dilatar 

belakangi oleh permasalahan yang terjadi di SDN Ketawanggede 01  Malang kelas 

I yaitu kurangnya media pembelajaran dalam proses pembelajaran matematika. 

Sehingga peneliti berupaya menciptakan media yang menari berupa anak tangga 

berhitung. Tujuan dilakukannya penelitian ini adalah untuk mempermudah siswa 

dalam melakukan operasi penjumlahan dan pengurangan menggunakan media 

permainan anak tangga berhitung.  

Penelitian ini termasuk pengembangan dalam penelitian R&D (Research & 

Development) menggunakan model pengembangan ADDIE (Analyze Design 

Development Implementation Evaluation). Perolehan hasil penelitian diperoleh dari 

data kualitatif dan kuantitatif. Berdasarkan hasil presentase yaitu: (1) Presentase 

hasil validasi ahli materi sebesar 92%, (2) presentase hasil valiadasi media sebesar 

94% (3) presentase  hasil validasi respon pengguna guru sebesar 92% (4) hasil 

evaluasi peserta didik lewat uji operasional dengan nilai rata-rata 98%. Berdasarkan 

hasil diatas media permainan anak tangga berhitung layak digunakan dalam proses 

pembelajaran. 
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ABSTRACT 
 

 

Khadijah, Siti. 2024. Development of counting ladder game media in grade 1 

elementary school mathematics learning. Thesis, Department of Elementary 

School Teacher Education, FKIP Muhammadiyah University of Malang, 

Supervisor: (I) Bustanol Arifin, M.Pd, (II) Ima Wahyu Utami Putri, M.Pd 

 

Keywords: development, game media, counting steps 

 

 Research on the development of counting ladder game media was motivated 

by problems that occurred at SDN Ketawanggede 01 Malang class I, namely the lack 

of learning media in the mathematics learning process. So researchers are trying to 

create dancing media in the form of counting steps. The aim of this research is to make 

it easier for students to carry out addition and subtraction operations using the counting 

game media. 

This research includes development in R&D (Research & Development) 

research using the ADDIE (Analyze Design Development Implementation Evaluation) 

development model. Research results were obtained from qualitative and quantitative 

data. Based on the percentage results, namely: (1) The percentage of material expert 

validation results is 92%, (2) The percentage of media validation results is 94% (3) The 

percentage of teacher user response validation results is 92% (4) The results of student 

evaluation through operational tests with average value 98%. Based on the results 

above, the counting ladder game media is suitable for use in the learning process. 
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