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ABSTRAK

Dwi Ernawati. Pengembangan Media Pembelajaran Logical Game Untuk Menstimulasi
Kemampuan Logika Matematika Anak Usia Dini. Skripsi. Program Studi Pendidikan
Guru Pendidikan Anak Usia Dini, Universitas Muhammadiyah Ponorogo. Pembimbing 1
Dr. M. Fadlillah, M.Pd.l, Pembimbing 2 Dr. Muhibuddin Fadhli, M.Pd.

Penelitian ini bertujuan untuk : 1) Mendeskripsikan pengembangan dan
kelayakan media pembelajaran logical game untuk menstimulasi kemampuan logika
matematika anak usia dini dan 2) Mengetahui pengaruh media pembelajaran logical game
terhadap kemampuan logika matematika anak usia dini.

Penelitian ini merupakan penelitian pengembangan (R & D). Desain
pengembangan penelitian menggunakan prosedur pengembangan dari Borg & Gall.
Penelitian dilaksanakan dengan teknik random sampling (acak) di beberapa desa yang
terdapat di Kabupaten Ponorogo dengan subjek penelitian anak usia dini usia 5-6 tahun.
Metode pengumpulan datanya adalah observasi, wawancara, dan soal test hasil belajar.
Instrumen penelitiannya berupa instrumen soal logika matematika, pedoman wawancara
terhadap guru, observasi terhadap anak, observasi oleh pengguna, instrumen kelayakan
media dari segi materi dan tampilan media, serta instrumen kelayakan mediadari segi
tampilan media oleh pengguna. Hasil wawancara dianalisis secara deskriptif kualitatif
sedangkan observasi dan test dianalisis secara kuantitatif.

Hasil penelitian pengembangan ini berupa produk media pembelajaran aplikasi
logical game. Uji kelayakan oleh ahli materi mendapatkan hasil 4,3 atau 75 % sangat
layak dan 3,65 atau 70 % layak oleh ahli media. Uji efektivitas dianalisis dengan uji t one
sample t test diperoleh t hitung (17,631) > t tabel (1,833) sehingga keputusan hipotesis
adalah H, ditolak. Hasil pre test rata-rata skor sebesar 79,8 dan post test sebesar 96,1
dengan persentase ketuntasan 100 %. Berdasarkan hasil uji kelayakan dan uji efektivitas
dapat disimpulkan bahwa media pembelajaran logical game layak dan efektif digunakan
dalam menstimulus kemampuan logika matematika pada anak usia dini, khususnya usia
5-6 tahun.

Kata kunci : pengembangan, media pembelajaran, kemampuan logika matematika,
logical game



ABSTRACT

Dwi Ernawati. Development of Logical Game Learning Media to Stimulate Early
Childhood Mathematical Logical Ability. Thesis. Early Childhood Education Teacher
Education Study Program, University of Muhammadiyah Ponorogo. Advisor 1 Dr. M.
Fadlillah, M.Pd.I., Advisor 2 Dr. Muhibuddin Fadhli, M.Pd.

The objectives of this research are : 1) Describe the development and feasibility of
logical game learning media to stimulate early childhood mathematical logic ability and
2) Determine the effect of logical game learning media on early childhood mathematical
logic ability.

This research used the Research and Development (R & D) methods. The research
development design used the development procedure of Borg & Gall. The research was
conducted using random sampling technique in several villages in Ponorogo regency with
the research subjects being early childhood age 5-6 years. The data collection methods
are observation, interviews, and learning outcomes test questions.The research
instruments are in the form or childhood mathematic logic questions instruments,
interview guidelines for teachers, observation of children, observations by user, media
feasibility instruments in term of material and media display, and media feasibility
instruments in term of material and media display by users. The results of interviews were
analyzed descriptively qualitatively while the observations and tests were analyzed
quantitatively.

The result of this development research are in the form of learning media products
for logical game applications. The feasibility test by the material expert got the results of
4,3 or 75% very feasible and 3,65 or 70% feasible by media experts. The effectiveness
test is analyzed by using t one sample t test it’s obtained t count (17,631) > t table (1,833)
so that the hypothesis decision was H, was rejected. The results of the pre-test average
score 79,8 and post test 96,1 with a 100% completeness percentage. Based on the results
of the feasibility test and effectiveness test, it can be concluded that logical game as
learning media is feasible and effective to use stimulating mathematical logic ability in
early childhood, especially age 5-6 years.

Keyword : development, learning media, mathematical logic ability, logical game.
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