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ABSTRAK

Pengembangan Media Pembelajaran Berhitung Berbasis Permainan
Menggunakan Karpan Pintar Perkalian pada Pembelajaran Matematika
Kelas Il Sekolah Dasar

Kemampuan memahami konsep berhitung perkalian sangat dibutuhkan peserta
didik kelas Il Sekolah Dasar, akan: tetapi kenyataan dilapangan kemampuan
memahami konsep berhitung perkalian peserta didik masih rendah. Penggunaan
metode permainan dengan pengembangan media pembelajaran KarPan Pintar
merupakan salah satu ‘solusi dari pemecahan tersebut. Penelitian ini bertujuan
untuk: mengembangkan media pembelajaran.berupa KarPan Pintar (1)
mendeskripsikan kebutuhan 'media pembelajaran “KarPan Pintar” persepsi siswa
dan guru, (2) mendeskripsikan uji kelayakan -media.pembelajaran “KarPan
Pintar”, (3) mendeskripsikan efektivitas media pembelajaran “KarPan Pintar”.
Penelitian ini berjenis penelitian pengembangan (R&D). Dalam penelitian ini,
digunakan tujuh tahapan yaitu: (1)-analisis potensi dan masalah, (2) pengumpulan
informasi, (3) desain produk,-(4) validasi desain, (5) revisi desain, (6) uji coba
produk (7) revisi produk. Media pembelajaran berbasis permainan KarPan Pintar
ini juga mendapat tanggapan-positif dengan persentse perolehan skor keseluruhan
93% dari peserta didik'. Teknik “analisis.data-menggunakan™ uji-t., Hasil uji
hipotesis. menunjukan terdapat-perbedaan signifikan-antara kelas-eksperimen dan
kelas control;, sehingga dapat dikatakan ‘pengembangan media pembelajaran
berhitung berbasis permainan menggunakan karpan-pintar perkalian sangat layak
dan berpengaruh terhadap kemampuan konsep berhitung perkalian untuk peserta
didik kelas 11 sekolah dasar. Hasil akhirpenelitian ini berupa prototipe alat peraga
Matematika KarPan Pintar perkalian untuk peserta didik sekolah dasar.

Kata kunci: media pembelajaran, karpan pintar, dan pembelajaran
matematika
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ABSTRACT

Development of Game-Based Counting Learning Media Using Karpan Pintar

Multiplication in Class Il Elementary School Mathematics Learning

The ability to understand the concept of multiplication is very much needed by
second grade elementary school students, but the reality in the field is that
students' ability to understand the concept of multiplication counting is still low.
The use of the game method with the development of KarPan Pintar learning
media is one solution to this solution. This study aims.to: develop learning media
in the form of KarPan Pintar (1) describe the needs of learning media " Smart
KarPan" the perceptions of students and teachers, (2) describe the feasibility test
of learning media " Smart KarPan", (3) describe the effectiveness of learning
media "Smart KarPan''. This research is a development research (R&D). In this
study, seven stages were used, namely: (1) potential and problem analysis, (2)
information collection, .(3) product design, (4) design validation, (5) design
revision, (6) product trial (7) product revision. The KarPan Pintar game-based
learning media also received a positive response with a percentage of 93% of the
overall score of the students. The data analysis technique used t-test. The results
of the hypothesis test show that there is‘a significant difference between the
experimental class and the control class; so«it-can be said that the.development of
game-based numeracy learning media- using multiplication smart karpan is very
feasible and has.an effect on the ‘ability-of multiplication counting concepts for
grade Il elementary school students. The final result of this research is a prototype
of the KarPan Pintar Multiplication Mathematics teaching aid for elementary
school students.

Keywords: learning media, smart karpan, and-learning mathematics
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