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 ABSTRAK  

Media pembelajaran berbasis permainan dapat meningkatkan keterlibatan peserta 

didik dalam belajar matematika serta membantu mereka memahami konsep 

dengan lebih mudah dan menyenangkan. Oleh karena itu, penelitian ini bertujuan 

untuk mengembangkan media pembelajaran matematika berbasis permainan ular 

tangga pada materi pecahan untuk SD/MI kelas VI. Metode yang digunakan 

dalam penelitian ini adalah Research and Development (R&D) dengan model 

pengembangan ADDIE (Analysis, Design, Development, Implementation, 

Evaluation). Subjek uji coba penelitian adalah peserta didik kelas VI SD Negeri 

Melayu 11. Media yang dikembangkan berfokus pada materi perkalian dan 

pembagian pecahan. Instrumen penelitian terdiri dari lembar validasi, angket 

respons pendidik dan peserta didik, kartu soal, serta observasi langsung. Hasil uji 

validasi dari tiga validator menunjukkan persentase sebesar 87,13%, yang 

termasuk dalam kategori sangat valid. Hasil uji kepraktisan menunjukkan 

persentase sebesar 92,73% (pendidik) dan 92,61% (peserta didik), yang keduanya 

masuk dalam kategori sangat praktis. Hasil uji keefektifan media menunjukkan 

bahwa semua peserta didik berhasil mencapai nilai di atas KKTP (Kriteria 

ketercapaian Tujuan Pembelajaran). Selain itu, observasi langsung menunjukkan 

bahwa peserta didik sangat antusias dalam menggunakan media pembelajaran ini. 

Dengan demikian, penelitian ini menghasilkan media pembelajaran matematika 

berbasis permainan ular tangga  pada materi pecahan untuk SD/MI kelas VI yang 

sangat valid, sangat praktis, dan efektif. 

 

Kata Kunci: Media Pembelajaran Matematika, Permainan Ular Tangga, Pecahan 

 
  



  

vi 
 

DEVELOPING MATHEMATICS LEARNING MEDIA BASED ON SNAKES 

AND LADDERS GAME FOR FRACTIONS MATERIAL IN SIXTH-GRADE 

OF ELEMENTARY SCHOOL (By: Pahriati; Advisors: Asdini Sari, Taufiq 

Hidayanto; 2025; 68 pages) 

 

 

ABSTRACT 

Game-based learning media can enhance student engagement in learning 

mathematics and help them understand concepts more easily and enjoyably. 

therefore, this study aimed to develop mathematics learning media based on the 

Snakes and Ladders game for teaching fractions to sixth-grade elementary school 

students. The research method used is Research and Development (R&D) with the 

ADDIE development model (Analysis, Design, Development, Implementation, 

Evaluation). The research trial subjects were sixth-grade students of Melayu 11 

State Elementary School. The developed media focused on multiplication and 

division of fractions. The research instruments consisted of validation sheets, 

teacher and student response questionnaires, question cards, and direct 

observations. The validation test results from three validators showed a percentage 

of 87.13%, categorized as highly valid. The practicality test results showed 

percentages of 92.73% (teachers) and 92.61% (students), both classified as highly 

practical. The effectiveness test results indicated that all students achieved scores 

above the Minimum Mastery Criteria (MMC). Additionally, direct observations 

revealed that students were highly enthusiastic about using this learning media. 

Thus, this study produced a mathematics learning medium based on the Snakes 

and Ladders game for fractions in sixth-grade of elementary school, which was 

found to be highly valid, highly practical, and effective. 
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