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ABSTRACT 

 
Hasanah, Uswatun, 2024. "Development of Digital Snakes and Ladders Based on Local 

Wisdom, Material for Understanding the Surrounding Environment for Class IV 

Elementary Schools in Mejobo Kudus District" Thesis. PGSD Concentration Basic 

Education Study Program. Graduate program. Muria Kudus University. Supervisor 

I Dr. Erik Aditia Ismaya, S.Pd., M.A, Supervisor II Dr. Dra. Sri Surachmi W, M.Pd 

Keywords: Digital Snakes and Ladders, Local Wisdom, Pancasila Education 

The aim of the research is to analyze the need for digital snakes and ladders, 

create a design for digital snakes and ladders, analyze the feasibility of digital 

snakes and ladders and analyze the effectiveness of digital ladder exchange based 

on local wisdom in teaching Pancasila education for class IV elementary schools in 

Mejobo sub-district, Kudus district. 

Digital learning media is a learning media that produces a digital image that 

can be processed, accessed, and distributed using digital devices. Digital media-

based learning can facilitate broader, more varied learning activities and learners 

can learn anytime and anywhere without being limited by distance, space, and time. 

Digital snake and ladder game learning media is designed by utilizing technology 

or digitalization so that it will stimulate students' attention, increase students' 

interests, thoughts and feelings in achieving learning goals.  

This research method uses R&D (Research and Development) research. The 

development model applied is Brog and Gall by implementing 7 steps, namely 

potential and problem analysis, information gathering, product design, design 

validation, design revision, product testing, and product revision. The data sources 

in this research are students, teachers and experts. This research data collection 

technique uses interviews and documentation. The instrument applied was a 

questionnaire. The validation questionnaire was aimed at media, material and 

language experts. There are two data analysis techniques used in this research, 

namely qualitative and quantitative analysis. 

The result of research and development is the development of digital snakes 

and ladders based on local wisdom, developed according to the needs of class IV 

students and teachers in four elementary schools. The development of digital snakes 

and ladders based on local wisdom was developed using the Brog Gall model with 

7 steps. Digital snakes and ladders based on local wisdom were declared very 

suitable for use in learning activities, with the average percentage of expert 

validation results, namely: media experts 89%, material experts 93.5%, language 

experts 99% in the "very feasible" category, while for responses students was 94% 

and the four elementary school teachers' response was 93.2% in the "very 

appropriate" category. The use of digital snakes and ladders is effective in learning 

local wisdom. With the average pretest learning result for the control and 

experimental classes, namely the experimental class, 81.72, while the average 

posttest learning result for the control class is 74.67. This means that there is a 

difference in the posttest learning results in the control and experimental classes, 

namely the posttest learning results in the experimental class are higher than control 
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class. The N-gain test results in the experimental class were 0.61 in the medium 

category. 

The conclusion of this research is that digital snakes and ladders based on 

local wisdom are effectively used for fourth grade students at Mejobo Elementary 

School, Kudus Regency. The suggestion in this research is that students and 

teachers can optimize the application of digital snakes and ladders based on local 

wisdom 
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ABSTRAK 

 

Hasanah, Uswatun, 2024. “Pengembangan Ular Tangga Digital Berbasis Kearifan 

Lokal Materi Mengenal Lingkungan Sekitar Untuk Kelas IV Sekolah Dasar 

Di Kecamatan Mejobo Kudus” Tesis. Program Studi Pendidikan Dasar 

Konsentrasi PGSD. Program Pascasarjana. Universitas Muria Kudus. 

Pembimbing I Dr. Erik Aditia Ismaya, S.Pd., M.A, Pembimbing II Dr. Dra. 

Sri Surachmi W, M.Pd. 

 

Kata Kunci: Ular Tangga Digital, Kearifan Lokal, Pendidikan Pancasila 

Tujuan penelitian untuk menganalisis kebutuhan ular tangga digital, 

membuat desain ular tangga digital, menganalisis kelayakan ular tangga digital dan 

menganalisis keefektifan ukar tangga digital berbasis kearifan lokal dalam 

pembelajaran pendidikan pancasila untuk kelas IV Sekolah Dasar di kecamatan 

Mejobo kabupaten Kudus. 

Media pembelajaran digital adalah media pembelajaran yang menghasilkan 

sebuah citra digital yang dapat diolah, diakses, dan didistribusikan menggunakan 

perangkat digital. Pembelajaran berbasis media digital dapat memfasilitasi kegiatan 

pembelajaran lebih luas, bervariasi serta pembelajar dapat belajar kapan dan di 

mana saja tanpa terbatas jarak, ruang, dan waktu. Media pembelajaran permainan 

ular tangga digital dirancang dengan memanfaatkan teknologi atau digitalisasi 

sehingga akan merangsang perhatian siswa, meningkatkan minat, pikiran dan 

perasaan siswa dalam mencapai tujuan pembelajaran.    

Metode penelitian ini menggunakan penelitian R&D (Research and 

Development). Model pengembangan yang diaplikasikan adalah Brog and Gall 

dengan mengimplementasikan 7 langkah yaitu analisis potensi dan masalah, 

pengumpulan informasi, desain produk, validasi desai, revisi desain, uji coba 

produk, dan revisi produk. Sumber data dalam penelitian ini adalah siswa, guru dan 

ahli. Teknik pengumpulan data penelitian ini menggunakan wawancara, dan 

dokumentasi. Instrument yang diaplikasikan adalah angket. Angket validasi 

ditujuakan kepada ahli media, materi, bahasa. Teknik analisis data yang digunakan 

dalam penelitian ini ada dua Teknik analisis data yaitu analisis kualitatif dan 

kuantitatif. 

Hasil penelitian dan pengembangan adalah pengembangan ular tangga digital 

berbasis kearifan lokal dikembangkan sesuai dengan kebutuhan siswa dan guru 

kelas IV di empat SD. Pengembangan ular tangga digital berbasis kearifan lokal 

dikembangkan menggunakan model Brog Gall dengan 7 langkah. Ular tangga 

digital berbasis kearifan lokal dinyatakan sangat layak digunakan dalam kegiatan 

pembelajaran, dengan rata-rata hasil presentase validasi ahli yaitu: ahli media 89%, 

ahli materi 93,5%, ahli bahasa 99% dengan kategori “sangat layak”, sedangkan 

untuk respon siswa sebesar 94% dan respon guru empat SD sebesar 93,2% dengan 

kategori “sangat layak”. Penggunaan ular tangga digital efektif digunakan dalam 

pembelajaran kearifan lokal. Dengan rerata hasil belajar pretest kelas kontrol dan 

eksperimen yaitu kelas eksperimen 81,72, sedangkan rata-rata posttest kelas 

kontrol, 74,67 Artinya, Ada perbedaan hasil belajar posttest pada kelas kontrol dan 
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eksperimen, yaitu hasil belajar posttest pada kelas eksperimen lebih tinggi dari 

kelas kontrol. Hasil uji N-gain pada kelas eksperimen sebesar 0,61 kategori sedang. 

Kesimpulan dalam penelitian ini, ular tangga digital berbasis kearifan lokal 

efektif digunakan pada siswa kelas IV SD Mejobo Kabupaten Kudus. Saran dalam 

penelitian ini yaitu siswa dan guru dapat mengoptimalkan penggaplikasian ular 

tangga digital berbasis kearifan lokal 
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