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ABSTRAK

Penelitian dan pengembangan ini bertujuan untuk menghasilkan media
pembelajaran berupa modifikasi permainan ular tangga dan crossword puzzle,
sebagai pendukung pembelajaran [Imu Pengetahuan Sosial (IPS) di kelas IV
sekolah dasar. Pengembangan media didasarkan pada adanya kebutuhan
akan media pembelajaran yang menyenangkan dan menarik seperti halnya
media permainan. Permainan ular tangga dan crossword puzzle merupakan
contoh dari media yang sudah dikenal oleh siswa sehingga penggunaannya
dalam pembelajaran mudah dilakukan. Penelitian dan pengembangan
dilakukan berdasarkan pada model pengembangan ADDIE, yang mencakup
5 tahapan vyaitu analysis, design, development, implementation, dan
evaluation. Teknik pengumpulan data meliputi observasi, wawancara, dan
pemberian kuisioner (angket). Hasil penilaian validasi ahli yaitu ahli bahasa,
ahli media, dan ahli materi terhadap media Ular Tangga Teka-Teki
memperoleh kategori Sangat Baik dengan presentase 95,13% dan
dinyatakan layak untuk digunakan dengan memperhatikan saran yang
diberikan.

Kata Kunci : Media Pembelajaran, Ular Tangga, Crossword Puzzle, IPS



DEVELOPING ULAR TANGGA TEKA-TEKI AS LEARNING MEDIA IN
TEACHING SOCIAL SCIENCE OF INDONESIAN CULTURAL DIVERSITY

IN GRADE IV ELEMENTARY SCHOOL

(2020)

Nia Suci Fadillah

ABSTRACT

This research and development aims to produce learning media in the form of
modified snake ladder games and crossword puzzles, as a learning media for
Social Science learning in grade IV of Elementary School. The development
of the media is based on the need for fun and interesting learning media as
well as game. Snakes and ladders and crossword puzzle games are
examples of media that are well known to students, so that their use in
learning is easy to do. This research and development is based on the ADDIE
development model, which includes 5 stages, analysis, design, development,
implementation, and evaluation. Data collection techniques include
observation, interviews, and questionnaires. The results of the expert riview,
namely linguists, media experts, and material experts on the Ular Tangga
Teka-Teki, obtained the Very Good category with a percentage of 95.13%
and were declared eligible to be used with regard to the advice given.

Keywords: Learning Media, Snake and Ladder, Crossword Puzzle, Social
Science
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