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ABSTRACT 

 
Anggraheni, Binita. 2023. Development of Snakes and Ladders Media Based on 

Problem Based Learning in Social Studies Subjects for Class V 

Elementary School. Thesis. Master of Basic Education Study Program. 

Graduate program. Muria Kudus University. Advisor I Dr. Sri 

Utaminingsih, M.Pd., Advisor II Dr.Erik Aditia Ismaya, MA. 

 
To overcome students' difficulties in understanding IPS learning material, 

learning media is needed. This research and development resulted in a PBL-based 

snake and ladder media product created using Microsoft Powerpoint. The product 

is packaged in the form of a CD or soft file equipped with a user manual. This 

snake and ladder media can be played on computers, laptops and Android phones. 

The application of PBL in the media is in the form of activities let's observe, let's 

read, let's think, let's create and let's review. 

This study aims to (1) describe the need analysis for the development of 

problem based learning snakes and ladders media, (2) develop problem based 

learning snakes and ladders media, and (3) describe the feasibility of problem 

based learning snakes and ladders media in Social Studies Class V subjects 

Elementary school. 

The type of research is research & development. The design used starts 

from research and information gathering, planning, initial product development, 

product trials, product revisions, product trials, the final product is ready for use. 

Data collection through interviews and expert validation questionnaires, teacher 

and student responses. The data obtained were analyzed descriptively qualitatively 

and quantitatively. Snakes and ladders media was tested in 3 elementary schools 

in the Gabus District. 

Research results 1) teachers and students need the development of 

problem-based learning snakes and ladders media in Social Studies Class V 

Elementary School. This media is designed digitally so that it can be played on 

smartphones and can be used anywhere and anytime. The developed media also 

has clear instructions for use. 2) Development of problem-based learning snakes 

and ladders media including user manual menus, KI and KD, learning materials, 

games, profiles and exit menus. The various section menus are designed with 

color combinations and animated images and music to attract children's attention. 

The characteristics of the media that are made according to the age of the child, do 

not contain elements of sara or ambiguous sentences that lead to multiple 

interpretations. Use of language that is simple and easy to understand. 3) The 

effectiveness of PBL-based snakes and ladders media in social studies class V 

Elementary School, after passing the paired-samples t-test, the scores of the 

experimental group 1 and the experimental group were better than the control 

class. the conclusion is that the experimental class has a higher score than the 

control class and effective PBL-based snakes and ladders media can be used to 

improve student learning outcomes. 

 
Keywords: Interactive Learning Media, Problem Based Learning. 
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ABSTRAK 

 

Anggraheni, Binita. 2023. Pengembangan Media Elektronik Ular Tangga Berbasis 

Problem Based Learning pada Mata Pelajaran IPS Kelas V Sekolah Dasar. 

Thesis. Program Studi Magister Pendidikan Dasar. Program Pascasarjana. 

Universitas Muria Kudus. Pembimbing I Dr. Sri Utaminingsih, M.Pd., 

Pembimbing II Dr.Erik Aditia Ismaya, MA. 

 

Untuk mengatasi kesulitan siswa memahami materi pembelajaran IPS 

maka dibutuhkan media pembelajaran. Penelitian dan pengembangan ini 

menghasilkan produk media ular tangga  berbasis PBL  yang dibuat menggunakan 

Microsoft Powerpoint. Produk dikemas dalam bentuk CD atau soft file dilengkapi 

dengan buku panduan penggunaan. Media ular tangga  ini bisa dimainkan di 

Komputer, laptop, dan HP Android. Penerapan PBL dalam media berupa kegiatan 

ayo amati, ayo membaca, ayo berpikir, ayo berkarya dan ayo kaji ulang.  

Penelitian ini bertujuan untuk (1) mendiskripsikan analisis kebutuhan 

pengembangan media ular tangga berbasis problem based learning, (2) 

mengembangkan media ular tangga  berbasis problem based learning  , dan (3) 

mendeskripsikan kelayakan media ular tangga  berbasis problem based learning  

pada mata pelajaran IPS Kelas V Sekolah Dasar. 

Penelitian jenisnya research & development. Desain yang digunakan 

dimulai dari penelitian dan pengumpulan informasi, perencanaan, pengembangan 

produk awal, uji coba produk, revisi produk, uji coba produk, produk akhir siap 

digunakan. Pengumpulan data melalui wawancara dan angket validasi ahli, 

tanggapan guru, dan siswa. Data yang diperoleh dianalisis secara deskriptif 

kualitatif dan kuantitatif. Media ular tangga  di uji cobakan di 3 SD wilayah 

Kecamatan Gabus .  

Hasil penelitian 1) guru dan siswa membutuhkan pengembangan media 

ular tangga  berbasis problem based learning  pada mata pelajaran IPS Kelas V 

Sekolah Dasar. Media ini didesain secara digital agar bisa dimainkan pada 

smatrphon dan bisa difungsikan dimanapun dan kapanpun. Media yang 

dikembangkan juga ada petunjuk penggunaan yang jelas. 2) Pengembangan media 

ular tangga  berbasis problem based learning  meliputi menu petunjuk 

penggunaan, KI dan KD, materi pembelajaran, permainan, profil dan menu keluar. 

Berbagai menu bagian tersebut diberi desain kombinasi warna dan animasi 

gambar serta musik untuk menarik perhatian anak. Karakteristik media yang 

dibuat disesuaikan dengan usia anak, tidak mengandung unsur sara maupun 

kalimat ambigu yang menimbulkan multitafsir. Penggunanaan bahasa yang 

sederhana dan mudah dipahami.  3) Keefektifan media ular tangga  berbasis PBL  

mata pelajaran IPS kelas V Sekolah Dasar, setelah melewati uji  paired-samples t-

test bahwa nilai kelompok eksperimen 1 dan eksperimen lebih baik dari kelas 

kontrol. kesimpulannya bahwa kelas eksperimen lebih tinggi nilainya dibanding 

kelas kontrol dan media ular tangga  berbasis PBL  efektif dapat digunakan untuk 

meningkatkan hasil belajar siswa. 

 

Kata kunci: Media ular tangga , Problem Based Learning 
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