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ABSTRAK 

PENGEMBANGAN MODUL PERMAINAN EDUKATIF NUSANTARA 

YANG TERINTEGRASI DENGAN MATA PELAJARAN MATEMATIKA 

DI KELAS II MADRASAH IBTIDAIYAH SAFINATUN NAJAH 

KALITIDU 

Imroatul Mufidah, Midya Yuli Amreta, M. Pd, Suttrisno, M. Pd 

 

Matematika adalah ilmu tentang bilangan, hubungan antara bilangan, dan 

prosedur operasional yang digunakan dalam penyelesaian masalah mengenai 

bilangan. Berdasarkan hasil observasi yang dilakukan oleh peneliti dengan guru 

kelas II di MI Safinatun Najah Kalitidu Bojonegoro bahwa “Siswa kesulitan belajar 

dalam mata pelajaran matematika, siswa merasa bosan dan tidak bersemangat 

pengikuti proses pembelajaran mata pelajaran matematika dikarenakan saat proses 

pembelajaran pendidik lebih banyak menggunakan metode ceramah”. Dari hasil 

observasi itu peneliti memutuskan untuk membuat modul permainan yang  

Tujuan penelitian yaitu: 1. Mendeskripsikan pengembangan modul 

permainan edukatif nusantara yang terintegrasi dengan mata pelajaran matematika 

di MI. 2. Mendeskripsikan hasil pengembangan modul permainan edukatif 

nusantara yang terintegrasi dengan mata pelajaran matematika di MI. 

Penelitian ini menggunakan metode R&D (Research and Development), 

dengan model Borg & Gall. Pengumpulan data ini dilakukan dengan cara Validasi, 

Observasi, Angket, dan Dokumentasi. Teknik analisis data meliputi uji validasi oleh 

ahli. Objek penelitian yaitu guru kelas II serta kepala MI Safinatun Najah Kalitidu 

Bojonegoro. 

Hasil penelitian menunjukkan bahwa produk yang telah peneliti buat sudah 

layak digunakan sesuai dengan uji validitas dari ahli materi, ahli Bahasa, ahli 

desain. Validasi materi mendapatkan persentase 76%  mendapat kriteria layak, 

validasi Bahasa mendapatkan persentase 83% mendapat kriteria layak, validasi 

desain mendapatkan persentase 83% mendapat kriteria layak, serta analisis respon 

siswa terhadap pembelajaran mendapatkan persentase 75%. Maka dengan ini 

dinyatakan layak/ valid. Hasil uji coba kelompok kecil pretest mendapat persentase 

58% posttest 74%. Hasil uji coba kelompok besar pretest mendapat persentase 57% 

posttest 80%. 

 

Kata kunci:  modul pembelajaran, permainan edukatif nusantara, matematika 
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ABSTRACT 

DEVELOPMENT OF AN INDONESIAN EDUCATIONAL GAME 

MODULE THAT IS INTEGRATED WITH MATHEMATICS SUBJECTS 

IN CLASS II MADRASAH IBTIDAIYAH SAFINATUN NAJAH 

KALITIDU  

Imroatul Mufidah, Midya Yuli Amreta, M. Pd, Suttrisno, M. Pd 

Mathematics is the science of numbers, the relationship between numbers, 

and the operational procedures used in solving problems concerning numbers. 

Based on observations made by researchers with class II teachers at MI Safinatun 

Najah Kalitidu Bojonegoro that "Students have difficulty learning in mathematics, 

students feel bored and are not enthusiastic about participating in the learning 

process of mathematics subjects because during the learning process educators use 

more lecture methods" 

The research objectives are: 1. To describe the development of an 

archipelago educational game module that is integrated with mathematics subjects 

in MI. 2. Describe the results of developing an archipelago educational game 

module that is integrated with mathematics subjects in MI. 

This research uses the R&D (Research and Development) method, with the 

Borg & Gall model. This data collection is done by means of Validation, 

Observation, Questionnaire, and Documentation. Data analysis techniques include 

validation tests by experts. The research information is class II teachers and the 

head of MI Safinatun Najah Kalitidu Bojonegoro. 

The results of the research show that the product that the researcher has 

made is suitable for use according to the validity test from material experts, 

language experts, design experts. Material validation gets a percentage of 70% 

getting eligibility criteria, language validation gets a percentage of 83% gets 

eligibility criteria, design validation gets a percentage of 83% gets eligibility 

criteria, and analysis of students' responses to learning gets a percentage of 75%. 

So with this declared feasible / valid. The results of the pretest small group trials 

got a percentage of 58% posttest 74%. The results of the pretest large group trials 

got a percentage of 57% posttest 80%. 

 

Keywords: Learning module, archipelago educational games, mathematics 
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