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ABSTRACT

Suryani, Desy. 2024. “Development of Android-Based Interactive Learning Media
with Ethnomathematical Orientation to Improve the Ability to Understand
Mathematical Concepts of Grade V Students”. Thesis. Elementary School
Teacher Education, Faculty of Teacher Training and Education, Muria Kudus
University. Advisors (1) Savitri Wanabuliandari, S.Pd., M.Pd. (2) Lovika
Ardana Riswari, S.Pd., M.Pd.

Keywords: Learning Media, Ethnomatematics, Mathematical Concepts

This research is motivated by problems: (1) the teacher's learning activities have
not been optimal in implementing interesting learning because the teacher has not
been able to motivate students, as evidenced by 29 students, 21 students (72.4%) are
not enthusiastic and 8 students (27.5%) are quite enthusiastic, (2) based on the results
of interviews, there is a lack of use of learning media close to culture, (3) the level of
ability to understand mathematical concepts is relatively low, as shown by the SAS
results from a total of 29 students, only 14 students (48.2%) were above the KKTP
and 15 students (51 .7%) under KKTP. The aim of this research is to analyze the
validity, effectiveness and practicality of Android-based interactive learning media
with an ethnomathematics orientation to improve the ability to understand
mathematical concepts.

Development research produces Android-based interactive learning media that
can be an interesting learning media and links material to ethnomathematics for class
V. Ethnomathematics is the result of the relationship between mathematics and
culture. Ethnomathematics in the cultural context in is the Kudus Tower.

This type of research is research and development using the ADDIE (Analyze,
Design, Development, Implementation, Evaluation) The types of data collected are
qualitative data and quantitative data. With qualitative data analysis in the form of
observation and interview results, responses from validators as well as respondents'
criticism and suggestions. Meanwhile, quantitative data analysis uses validation
sheets, pretest and posttest score results, and response questionnaires.

Research results: 1) the results of media and material expert validation obtained
the "very good" category so that valid media was tested, 2) the results of limited and
extensive trials were effectively used in the learning process, obtaining average
scores above 75, there were differences in scores, there is an increase in value before
and after using the media. 3) the results of student and teacher responses were in the
"very good" category so that the media was practically used. These results show that
Android-based interactive learning media with an ethnomathematics orientation can
improve students' understanding of mathematica.

Based on the results of development research, it was concluded that Android-
based interactive learning media with an ethnomathematics orientation was declared
practical, feasible and effective in increasing students' understanding of mathematical
concepts. In this research, there were obstacles such as a lack of technological
facilities and infrastructure such as smartphones, so that elementary school
institutions always provide facilities and infrastructure to support learning activities
so that they can be carried out better.



ABSTRAK

Suryani, Desy. 2024. Pengembangan Media Pembelajaran Interaktif Berbasis
Android dengan Orientasi Etnomatematika untuk Meningkatkan
Kemampuan Pemahaman Konsep Matematis Siswa Kelas V. Skripisi.
Pendidikan Guru Sekolah Dasar Fakultas Keguruan dan IImu Pendidikan
Universitas Muria Kudus. Dosen Pembimbing (1) Savitri Wanabuliandari,
S.Pd., M.Pd. (2) Lovika Ardana Riswari, S.Pd., M.Pd.

Kata Kunci: Media Pembelajaran, Ethomatematika, Konsep Matematis

Penelitian ini dilatarbelakangi permasalahan: (1) kegiatan pembelajaran guru
belum optimal menerapkan pembelajaran menarik karena guru belum bisa
memotivasi siswa, dibuktikan dari 29 siswa sebesar 21 siswa (72,4%) tidak
semangat dan 8 siswa (27,5%) cukup semangat, (2) berdasarkan hasil wawancara,
kurangnya penggunaan media pembelajaran dekat dengan kebudayaan, (3) tingkat
kemampuan pemahaman konsep matematis tergolong rendah, ditunjukkan hasil SAS
dari jumlah 29 siswa hanya 14 siswa (48,2%) di atas KKTP dan 15 siswa (51,7%) di
bawah KKTP. Tujuan penelitian ini menganalisis kevalidan, keefektifan serta
kepraktisan media pembelajaran interaktif berbasis android dengan orientasi
etnomatematika untuk meningkatkan kemampuan pemahaman konsep matematis.

Penelitian pengembangan menghasilkan media pembelajaran interaktif berbasis
android dapat menjadi media pembelajaran yang menarik dan mengaitkan materi
dengan etnomatematika untuk kelas V. Etnomatematika merupakan hasil hubungan
antara matematika dengan budaya. Etnomatematika dalam konteks budaya dalam
penelitian ini adalah Menara Kudus.

Jenis penelitian ini adalah penelitian dan pengembangan menggunakan model
pengembangan ADDIE (Analyze, Design, Development, Implementation,
Evaluation). Jenis data yang dikumpulkan adalah data kualitatif dan data kuntitatif.
Dengan analisis data kulaitatif berupa hasil observasi dan wawancara, tanggapan dari
validator serta kritik dan saran responden. Sedangkan analisis data kuantitatif
mengunakan lembar validasi, hasil nilai pretest dan postest, serta angket respon.

Hasil penelitian: 1) hasil validasi ahli media dan materi memperoleh katagori
“sangat baik” sehingga media valid diuji cobakan, 2) hasil dari uji coba terbatas dan
luas efektif digunakan dalam proses pembelajaran memperoleh hasil nilai rata-rata
di atas 75, terdapat perbedaan nilai, terdapat peningkatan nilai dari sebelum dan
sesudah menggunakan media. 3) hasil respon siswa dan guru meperoleh katagori
“sangat baik” sehingga media praktis digunakan. Hasil tersebut menujukan bahwa
media pembelajaran interaktif berbasis android dengan orientasi etnomatematika
dapat meningkatkan pemahaman konsep matematis siswa.

Berdasarkan hasil penelitian pengembangan disimpulkan bahawa media
pembalajaran interaktif berbasis android  dengan orientasi etnomatematika
dinyatakan praktis, layak, dan efektif meningkatkan pemahaman konsep matematis
siswa. Pada penelitian ini mengalami hambatan seperti kurangnya sarana dan
prasarana teknologi seperti smartphone, sehingga pihak lembaga SD sentaiasa untuk
menyediakan sarana dan prasarana untuk menujang kegiatan pembelajaran agar
terlaksana lebih baik.
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