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ABSTRAK
Lathifah, Sayyida Intan . 2026. Pengaruh Penggunaan Media Ular Tangga
Terhadap Hasil Belajar IPAS Materi Peranku di Lingkungan Sekolah
dan Masyarakat Pada Siswa Kelas IV MIN 1 Mojokerto. Skripsi
Program Sarjana Pendidikan Guru Madrasah Ibtidaiyah Universitas Kh.
Abdul Chalim, Pembimbing: Akhmad Fauzi, M.Pd.

Kata kunci: Media Ular Tangga, Hasil Belajar, IPAS.

Penelitian ini dilandasi oleh masih rendahnya hasil belajar siswa dalam pembelajaran
IPAS, khususnya pada materi Peranku di Lingkungan Sekolah dan Masyarakat. Salah satu
media yang dapat digunakan untuk mengatasi permasalahan tersebut adalah media permainan
ular tangga, yang dikemas secara menarik dan interaktif sehingga dapat meningkatkan
keterlibatan siswa dalam proses pembelajaran. Melalui permainan ini, siswa dapat belajar
sambil bermain sehingga materi lebih mudah dipahami. Penelitian ini bertujuan untuk
menganalisis pengaruh penggunaan media permainafr ular tangga terhadap hasil belajar IPAS
m Masyirakat pada siswa kelas IV MIN 1
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Posttest. Sampel penelitian terdiri atas sat® gfgan jumlah keseluruhan 26 siswa. Teknik

pada materi Peranku di Lingkunga@h Seko

Mojokerto. e

Penelitian ini menggunalgan dgngan desain One Group Pretest
pengumpulan data dilakukan melalui jggihasih £pfadae siswa yang telah diuji validitas dan
reliabilitasnya. Adapun teknik analiéis AdtP¥taG h@dddkan meliputi analisis deskriptif, uji
normalitas, uji Wilcoxon, serta perhitungan N-Gain untuk mengetahui peningkatan hasil

belajar siswa setelah penerapan media pembelajaran.

Hasil penelitian menunjukkan adanya peningkatan nilai rata-rata dari pretest sebesar
47,08 menjadi 76,00 pada posttest. Selain itu, nilai minimum meningkat dari 12 menjadi 40,
sedangkan nilai maksimum meningkat dari 92 menjadi 100. Hasil perhitungan N-Gain sebesar
0,56 atau 56,71% termasuk dalam kategori sedang. Selanjutnya, hasil uji Wilcoxon
menunjukkan nilai signifikansi < 0,05 yang menandakan adanya perbedaan yang signifikan
antara hasil pretest dan posttest. Dengan demikian, dapat disimpulkan bahwa penerapan media
permainan ular tangga pada pembelajaran IPAS materi Peranku di Lingkungan Sekolah dan
Masyarakat berpengaruh signifikan dan sedang dalam meningkatkan hasil belajar siswa kelas
IV MIN 1 Mojokerto.



ABSTRAK

Lathifah, Sayyida Intan. 2026. The Effect of Using the Snakes and Ladders Game
Media on IPAS Learning Outcomes in the Topic “My Role in the School
and Community Environment” for Fourth Grade Students of MIN 1
Mojokerto. Undergraduate Thesis of Madrasah Ibtidaiyah Teacher
Education Study Program, University of KH. Abdul Chalim. Advisor:
Akhmad Fauzi, M.Pd.

Keywords: Snakes and Ladders Media, Learning Outcomes, IPAS

This study was motivated by the low learning outcomes of students in IPAS learning,
especially on the topic My Role in the School and Community Environment. One of the learning
media that can be used to overcome this problem is the snakes and ladders game media, which
is designed to be attractive and interactive so that it can increase student engagement in the
learning process. Through this game, studemipan learn while playing, making the material
e th%ffect of using snakes and ladders game
M %Ie in the School and Community

easier to understand. This study aims t(ﬂanal

media on IPAS learning outcomégin thg

Environment for fourth grade studlenigse

This study used a quantitdtive\giet 2 Qhe @roup Pretest-Posttest design. The
research sample consisted of one class wjitl.3
learning achievement tests that had b8&h taskeBfdTsidity and reliability. The data analysis
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techniques used included descriptive analysis, norma |It\§|/ test, Wilcoxon test, and N-Gain

tal Of 26 students. Data were collected through

calculation to determine the improvement of students’ learning outcomes after the

implementation of the learning media.

The results showed an increase in the average pretest score from 47.08 to 76.00 in the
posttest. In addition, the minimum score increased from 12 to 40, while the maximum score
increased from 92 to 100. The N-Gain value was 0.56 or 56.71%, which is categorized as
moderately effective. Furthermore, the Wilcoxon test results showed a significance value of <
0.05, indicating a significant difference between pretest and posttest results. Therefore, it can
be concluded that the use of snakes and ladders game media in IPAS learning on the topic My
Role in the School and Community Environment has a significant effect and is moderately

effective in improving the learning outcomes of fourth grade students of MIN 1 Mojokerto.
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