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Hana Naurah Khalilah 

 

ABSTRAK 

 

 

Penelitian ini bertujuan untuk menghasilkan produk media pembelajaran berupa 

permainan tapak gunung berbasis index card match dan menguji kelayakan dari 

produk yang dibuat. Penelitian ini menggunakan metode RnD dengan model 

ADDIE. Teknik pengumpulan data dilakukan dengan observasi, wawancara, dan 

angket/kuesioner. Penelitian ini menggunakan 6 sampel pada tahap one-to-one, 12 

sampel pada tahap small group, dan 16 sampel pada tahap field test. Teknik analisis 

data yang digunakan adalah kualitatif dan kuantitatif. Validasi produk kepada ahli 

dan memperoleh nilai sebesar 79% oleh ahli materi, 93% oleh ahli media, dan 98% 

oleh ahli bahasa. Lalu, dilakukan uji coba produk pada siswa dengan perolehan rata-

rata sebesar 95%, yaitu tahap one to one sebesar 98%, tahap small group sebesar 

96%, dan tahap field test sebesar 92%. Kesemua tahap berkategori sangat layak. 

Dengan demikian, permainan tapak gunung berbasis index card match layak 

digunakan sebagai media pembelajaran pada mata pelajaran Pendidikan Pancasila 

kelas IV Sekolah Dasar Materi Norma di Masyarakat. 

 

Kata kunci: permainan tapak gunung, pembelajaran Pendidikan Pancasila, index 

card match. 
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Development of Hopscotch Game Media based on Index Card Match in 

Pancasila Education Learning in the Application of Norms in Society for 

Fourth Grade Students at Kenari 08 Elementary School 

 

Hana Naurah Khalilah 

 

ABSTRACT 

 

This research aims to produce a learning media product in the form of a hopscotch 

game based on index card match and test the feasibility of the product created. This 

research uses the research and development (RnD) method with the ADDIE model. 

Data collection techniques were carried out using observation, interviews, and 

questionnaires. This research used 6 samples at the one-to-one stage, 12 samples at 

the small group stage, and 16 samples at the field test stage. The data analysis 

techniques used are qualitative and quantitative. This research validated the product 

with experts and obtained an average score of 79% by material experts, 93% by 

media experts, and 98% by language experts. Then, trials were also carried out on 

students and obtained an average score of 95% for the one to one stage of 98%, the 

small group stage of 96%, and the field test stage of 92%. All stages are categorized 

as very feasible. Thus, the index card match-based hopscotch game is suitable for 

use as a learning medium in the Pancasila education subject in grade IV elementary 

school, especially in the subject of Norms in Society. 
 

Keywords: hopscotch game, civic learning, index card match. 
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MOTTO 

 

 

 

“The show must go on” – Sunmi, Heroine. 

 

“This too shall pass” – Sia, Let’s Love. 
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