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ABSTRAK 

Azizah, N. 2023. Penggunaan Kearifan Budaya Bojonegoro Berbasis 

Etnomatematika Sebagai Pengembangan Media Permainan Ular Tangga. Skripsi, 

Program Studi Pendidikan Matematika Fakultas Keguruan dan Ilmu Pendidikan 

Universitas Nahdlatul Ulama Sunan Giri. Pembimbing Utama Astrid Chandra 

Sari, M.Pd dan Pembimbing Pendamping Festian Cindarbumi, M.Pd 

 

Kata kunci : Media Pembelajaran, Kebudayaan Bojonegoro, 

 

Pengembangan media pembelejaran merupakan salah satu cara menumbuhkan 

minat siswa untuk belajar hal baru dalam materi pembelajaran yang disampaikan 

oleh guru. Media pembelajaran mendukung keberhasilan belajar. Dalam proses 

pembelajaran, khususnya pembelajaran matematika. Tujuan penelitian ini adalah 

untuk mengetahui seberapa valid dan layak media permainan ular tangga berbasis 

etnomatematika yang didesain peneliti sebagai media pembelajaran siswa. 

Penelitian ini menggunakan metode pengembangan atau Reseach and 

Development (R&D). Penelitian ini menggunakan metode pengembangan Bord 

and Gall. Model pengembangan Bord and Gall terdiri dari 10 tahapan, yaitu: studi 

pendahuluan, merencanakan penelitian, pengembangan desain, pliminary field 

testing, revisi hasil uji lapangan terbatas, main field test, revisi hasil uji coba 

lapangan lebih luas, uji kelayakan, revisi final hasil uji kelayakan, desiminasi dan 

implementasi produk akhir. Namun pada penelitian ini hanya menggunakan 5 

tahap, yaitu: tahap analisis produk, tahap pengembangan produk awal, tahap 

validasi ahli revisi, tahap uji coba skala kecil, tahap uji coba skala besar dan 

produk akhir. Instrumen yang digunakan pada penelitian ini adalah lembar 

validasi ahli media, lembar validasi soal, dan lembar respon angket peserta didik 

terhadap media pembelajaran yang dikembangkan. Penelitian media pembelajaran 

ini dilaksakan di SMP Unggulan Al-Falah dengan peserta didik kelas VII yang 

berjumlah 19 orang. Berdasarkan hasil validasi ahli media didapat bahwa media 

pembelajaran matematika dinyatakan sangat valid dengan skor rata-rata 2,7 dan 

hasil validasi soal didapat soal dinyatakan sangat valid dengan skor rata-rata 2,7. 

Hasil angket respon peserta didik terhadap media pembelajaran matematika 

didapat bahwa media pembelajaran berbasis etnomatematika dinyatakan media 

yang dikembangkan sangat layak dengan skor rata-rata 2,8. Dengan demikian 

media pembelajaran matematika yang telah dikembangkan termasuk dalam 

kriteria sangat valid dan layak dan dapat digunakan dalam proses pembelajaran 

matematika. 
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ABSTRACT 

Azizah, N. 2023. The Use of Ethnomatematics-Based Bojonegoro Cultural 

Wisdom as the Development of Snakes and Ladders Game Media. Thesis, 

Mathematics Education Study Program, Faculty of Teaching and Education, 

Nahdlatul Ulama Sunan Giri University. Main Advisor Astrid Chandra Sari, 

M.Pd and Assistant Advisor Festian Cindarbumi, M.Pd 

 

Keywords: Learning Media, Bojonegoro Culture 

 

The development of learning media is one way to foster students' interest in 

learning new things in the learning material delivered by the teacher. Learning 

media supports learning success. In the learning process, especially learning 

mathematics. The purpose of this study was to find out how valid and feasible the 

ethnomathematics-based snakes and ladders game media designed by researchers 

as student learning media. This research uses the development method or 

Research and Development (R&D). This research uses the Bord and Gall 

development method. The Bord and Gall development model consists of 10 stages, 

namely: preliminary study, planning research, design development, pliminary 

field testing, revision of limited field test results, main field test, revision of 

broader field trial results, feasibility test, final revision of test results feasibility, 

dissemination and implementation of the final product. However, this study only 

used 5 stages, namely: the product analysis stage, the initial product development 

stage, the revision expert validation stage, the small-scale trial stage, the large-

scale trial stage and the final product. The instruments used in this study were 

media expert validation sheets, question validation sheets, and students' 

questionnaire response sheets to the developed learning media. This learning 

media research was conducted at Unggulan Al-Falah Middle School with 19 class 

VII students. Based on the results of media expert validation, it was found that 

mathematics learning media was stated to be very valid with an average score of 

2.7 and the results of the validation of the questions obtained that the questions 

were stated to be very valid with an average score of 2.7. The results of the 

student response questionnaire to the mathematics learning media found that the 

ethnomathematics-based learning media was stated that the media developed was 

very feasible with an average score of 2.8. Thus the mathematics learning media 

that has been developed is included in the very valid and feasible criteria and can 

be used in the mathematics learning process. 
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