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ABSTRAK 

 

 

Hardono, Tri, 2020. “Pengembangan Permainan Halma Untuk Meningkatkan 

kemampuan berhitung kelipatan Suatu Bilangan Siswa Kelas 4 SD Kabupaten 

Demak”. Tesis. Program Studi Pendidikan Dasar Konsentrasi PGSD. Program 

Pasca Sarjana. Universitas Muria Kudus. Pembimbing I Dr. Suad, M.Pd. 

Pembimbing II Dr. Sri Utaminingsih, M.Pd. 

 

Kata Kunci: Permainan halma, kelipatan bilangan. 

 

Tujuan Penelitian ini adalah 1) mengembangkan media pembelajaran 

permainan halma untuk meningkatkan kemampuan berhitung kelipatan suatu 

bilangan kelas 4 SD di kabupaten Demak 2) Mendiskripsikan hasil pengujian 

validitasi, keefektifan penggunaan media pembelajaran permainan halma.   

Penelitian ini menggunakan metode Research and devolepment dari Borg 

and Gall dengan pembuktian kesignifikan media ini menggunakan quasi 

eksperimen, pendekatan kuantitatif dengan desain true experiment Posttest-Only 

control Design. Sampel pada penelitian ini terdiri dari 22 siswa kelas control dan 

22 siswa eksperimen. Langkah dalam penelitian ini ada 4 tahap yaitu tahap studi 

pendahuluan, untuk mendapatkan berbagai informasi awal yang dapat dijadikan 

dasar untuk merancang media, tahap pengembangan dan validasi media, tahap uji 

lapangan, dan tahap diseminasi dan sosialisasi.  

Hasil penelitian ini berupa produk media pembelajaran manual dan 

digital, produk manual berupa papan permainan kelipatan bilangan dari kertas, 

sedangkan produk digital berupa aplikasi game menggunakan articulate storyline 

3. Hasil uji coba produk menunjukkan bahwa media yang dikembangkan ini valid. 

Validasi dari para ahli media dan ahli materi memberikan penilaian, validator I, II, 

III, dan IV masing- masing 36, 35, 37, dan 36 dari skor maksimal 40. Meia yang 

diikembangkan dikategorikan sangat baik. Hasil Wawancara dengan guru 

menunujukkan bahwa Sebanyak 93,6% media permainan halma yang 

dikembangkanlayak digunakan dan terdapat 4,8% yang menyatakan biasa-biasa 

saja pada pembelajaran penggunaan media ini. Hasil uji t posttest kelas kontrol 

dan eksperimen menunjukkan nilai thitung = -336 dengan nilai Sig.(2-tailed) 0,664 

> α = 0,05 sehingga H0 diterima. Artinya bahwa hipotesis yang berbunyi ada 

peningkatan kemampuan berhitung kelipatan bilangan dengan penggunaan media 

pembelajaran halma yang dikembangkan. 

Dari Penelitian ini disarankan agar guru senantiasa berinovasi dalam 

pembelajaran, salah satunya dengan mengembangkan media pembelajaran.  
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ABSTRACT 

 

 

Hardono, Tri, 2020. "Development of the Halma Game to Improve the Ability to 

Determine the Multiples of a Number 4 Grade Student in Demak Regency". 

Thesis. PGSD Concentration Basic Study Program. Graduate program. Muria 

Kudus University. Supervisor I Dr. Suad, M.Pd. Advisor II Dr. Sri Utaminingsih, 

M.Pd. 

 

Keywords: Halma game, multiples of numbers. 

 The aims of this study were 1) to develop learning media for the halma 

game to improve the ability to count multiples of a number for grade 4 SD in 

Demak district. 2) To describe the results of validation testing, the effectiveness of 

using the halma game learning media. 

 This study uses the Research and Development method from Borg and 

Gall with proving the significance of this media using a quasi-experimental, 

quantitative approach with true experimental design Posttest-Only control design. 

The sample in this study consisted of 22 control class students and 22 

experimental students. There are 4 steps in this research, namely the preliminary 

study stage, to obtain various initial information that can be used as a basis for 

media design, the development and media validation stage, the field test stage, 

and the dissemination and socialization stage. 

 The results of this study are in the form of manual and digital learning 

media products, manual products in the form of multiples numbered paper board 

games, while digital products in the form of game applications using articulate 

storyline 3. The results of product trials show that the media developed is valid. 

Validation from media experts and material experts gave assessments, validators 

I, II, III, and IV were 36, 35, 37, and 36 respectively from a maximum score of 

40. The developed Meia was categorized as very good. The results of interviews 

with teachers showed that as much as 93.6% of the media for the game of halma 

that was developed were suitable for use and there were 4.8% who stated that they 

were mediocre in learning the use of this media. The results of the t-test in the 

control and experimental class posttest showed the value of tcount = -336 with a 

Sig. (2-tailed) value of 0.664> α = 0.05, so that H0 was accepted. This means that 

the hypothesis which says there is an increase in the ability to count multiples of 

numbers with the use of developed learning media for halma. 

 From this study, it is suggested that teachers always innovate in learning, 

one of which is by developing learning media. 
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