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Info Artikel Abstract

The objectives of this study are to describe the activities of teachers and students during the
Sejarah Artikel: use of smart ladder snake learning media, as well as to describe the improvement of
Diterima 21Agustus 2018 student learning outcomes after using snake and ladder smart learning media. This type of
Direvisi 6 November 2018 research was a classroom action research consisting of planning, implementation,

Disetujui 22 November 2018 observation, and reflection. The subject of this study was the third grade students of State
Elementary School in the academic year of 2017/2018. Data collection techniques of this

study were observations of teacher, student activities, and tests for student learning

Keywords: outcomes. The results of this study indicate that by using smart snake ladder learning
Smart Ladder Snake Learning media, it is enable to improve teacher activities, student activities, and students’ learning
Media, teacher activity, student — outcomes. Teacher activity cycles are increasing by 20.45%, student activity increases
activity, learning outcome. 27.17%, while the student learning outcomes increase 8.91. Conclusion in this study is

smart snake ladder learning media is able to improve teacher activity, student activity, and

students’ learning outcomes in State Elementary School I Doropayung.

Abstrak

Tujuan dari penelitian ini adalah untuk mendeskripsikan kegiatan guru dan siswa selama
penggunaan media pembelajaran ular tangga pintar, serta untuk menggambarkan
peningkatan hasil belajar siswa setelah menggunakan media pembelajaran cerdas ular dan
tangga. Jenis penelitian ini adalah penelitian tindakan kelas yang terdiri dari perencanaan,
pelaksanaan, observasi, dan refleksi. Subjek penelitian ini adalah siswa kelas tiga Sekolah
Dasar Negeri pada tahun akademik 2017/2018. Teknik pengumpulan data dari penelitian
ini adalah observasi guru, aktivitas siswa, dan tes untuk hasil belajar siswa. Hasil penelitian
ini menunjukkan bahwa dengan menggunakan media pembelajaran ladder ular cerdas, hal
ini memungkinkan untuk meningkatkan aktivitas guru, aktivitas siswa, dan hasil belajar
siswa. Siklus aktivitas guru meningkat sebesar 20,45%, aktivitas siswa meningkat 27,17%,
sedangkan hasil belajar siswa meningkat 8,91. Kesimpulan dalam penelitian ini adalah
media pembelajaran ladder ular cerdas mampu meningkatkan aktivitas guru, aktivitas
siswa, dan hasil belajar siswa di SDN I Doropayung.
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BACKGROUND

Learning media is very important for
teachers so students do not feel bored when they
are learning. The teacher is an educator who
greatly determines the development of students,
so the quality of the learning process must be
improves to the maximum to be able to get
maximum results. Social studies learning must
be able to actively involve students by presenting
learning material that is challenging, impressive,
and stimulates the power of creativity so that
children are immersed in the fun learning. One of
the principles of the application of active
learning is learning while playing, by playing
with the knowledge, skills, attitudes, and powers
of developing children's fantasies. Playing is the
activity of children which creates a happy and
pleasant atmosphere (Triyuli and Amirudin,
2012: 73).

Learning while playing will create active,
innovative, creative, effective, and fun learning
(PAIKEM). The application of learning while
playing can be by using learning media that can
make students motivated to learn. Learning
media is a very important component because the
media functions as an infrastructure that helps
learning activities to run efficiently and
effectively (Susanto and Puryanto, 2018: 41).

In fact, learning in the third grade of State
Elementary School Doropayung I, the students is
still passive because they have not applied the
principle of learning while playing, many
students consider social studies difficult and
boring. Learning only uses less interesting image
media so the students are less motivated to learn.
Even though learning at the elementary school
level should use learning media that are
attractive to students so that learning is active,
innovative, creative, effective, and fun.

Based on the results of observations on
February 20, 2018 that is conducted by
researchers in III grade of State Elementary
School Doropayung I Pancur in the academic
year of 2017/2018, the learning outcomes in
social studies subjects, the types of work material
are still low. This is proven by the results of the
daily test scores of students who are still below
the Miminum Mastery Criteria that is set by the
school, which is 75. The average score obtained
is 67.83 out of 23 students, only 9 students,
39.13% who reach Miminum Mastery Criteria
score, the remaining 14 students, 60.87% have
not been able to reach the Miminum Mastery
Criteria score.
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The reason of the low student learning outcomes
in social studies subject, on the types of work
material is learning is still teacher-centered, so
students tend to be passive. Teachers only use
image media that are less attractive during
learning so students are less motivated to learn.

RESEARCH METHODOLOGY

This type of research was Classroom
Action Research, because the problems that
researcherss examine were problems that
originate from real and actual problems that
occur in classroom learning. The researchers
used the Spiral model (in Arikunto, 2011: 16) as
a research model. The location of this study was
located on Brawijaya Street, precisely at State
Elementary School I Doropayung. This research
was conducted from February to April 2018 in
the second semester, in the academic year of
2017/2018. The subjects of this study were the
third grade students of State Elementaru School I
Doropaung, tolalled 23 students, consisting of 13
male students and 10 female students.
Researchers used data collection techniques that
were appropriate to the problem, they are
observation and testing. In this study, the
research data was taken using two research
instruments, they are the observation sheet and
the test sheet.

According to Aries and Haryono (2012:
95) to calculate the results of observation of
teacher activities, the following formula can be
used

The achieved scor

The percentage of teacher activity = ——————x 100%
Maximum smore

To calculate the results of observation of
student activities, the following formula can be
used

Theachieved score
The percentage of smdent activity = ETRT—— 100%
FEIMum score

According to Sudjana (2011: 109) the
average can be calculated using the formula:
X
x=2X
¥N
Students are said to be complete if they
are able to achieve the Miminum Mastery
Criteria score of 75 and classical completeness of
75%. According to Aries and Haryono (2012:
95) to calculate the percentage of mastery
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learning, it can be calculated by the following
formula:

3The achieved score

The percentage of student completeness = —————— 1 100%

T Maximum scove

RESULTS DAN DISCUSSION

Cycle I
Observation Results of Teacher Activities

The total score obtained from 11
observation aspects for teachers is 32, with a
percentage of 72.73%. So that it can be said that
the success of teacher activities in carrying out
learning in the first cycle is good, but it will still
be improved in the second cycle.

Observation Results of Student Activities

The total score of 23 students is 676 with
the percentage of classics as much as 66.80%, so
that in the first cycle the activities of students
during learning are included in the sufficient
category. Seeing this fact, it will be carried out
improvements in the second cycle to get better
grades of student activity.

Students Learning Outcomes

Based on data from 23 students, it is
obtained an average score of 76.74 with the
number of students completed as many as 17
students or equal to 73.91% and those who did
not complete as many as 6 students or equal to
26.09%. The data shows an improvement in
learning outcomes from pre-cycle to cycle 1,
although classically students have not yet
finished learning. Students who reach the
Miminum Mastery Criteria score (=75) are
73.19% smaller than the desired completion
percentage of 75%. Student learning outcomes
obtained in the first cycle will be improved in
cycle I1.

Cycle II
Observation Results of Teacher Activities
Based on the total score obtained from 11
aspects of observation for teachers, as many as
41, with a percentage of 93.18%. So that it can
be said that the success of teacher activities in
implementing social studies learning in cycle II
has been very good. This shows an increase in
the success of teacher activities in the learning
process from cycle I to cycle II.

109

Observation Results of Student Activities

The total score of 23 students ia 951 with
a classical percentage of 93.97%, so that in the
second cycle the activities of students during
Social Studies learning are in very good
categories. This shows an improvement in
student learning activities from the cycle to cycle
II, so it can be concluded that the second cycle is
in accordance with the learning improvement
plan.

Students Learning Outcomes

Based on 23 students, it is obtained an
average score of 85.65 with the number of
students completed as many as 21 students or
equal to 91.30% and those who did not complete
as many as 2 students or equal to 8.70%.
Classically students have finished learning,
because students who reach the Miminum
Mastery Criteria score (=75) are 91.30% greater
than the desired percentage of completeness
which is 75%. These results indicate an increase
in learning outcomes from cycle I to cycle II.

DISCUSSION
Teacher Activity

In cycle 1, it is obtained the percentage of
teacher activity of 72.73% and teacher activities
during the learning process using the snake
ladder smart media included in category G
(Good). In cycle 1I, it is found the percentage of
teacher activity amounted to 93.18%, from table
4.9 it can be seen that the activity of teachers
during the learning process using the media
snake ladder smart is included in category E
(Excellent/Very Good). The observation of
teacher activities during the learning process
using the snake ladder smart media in cycle II is
better than the first cycle and has improved, it
can be concluded that the activity of the teacher
during learning using the snake ladder smart
media has improved.

Student Activity

In cycle I, it is found the percentage of
student activities amounting to 66.80% and
student activities during the learning process
using the snake ladder smart media included in
category S (Sufficient). In cycle II , it is found
the percentage of student activity at 93.97%,
from table 4.9 it can be seen that student activity
during the learning process using the snake
ladder smart media is included in category G
(Good), thus observing student activities during
the learning process using snake media smart
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ladder cycle II is better than the first cycle and
has improves, it can be concluded that the
activity of students during the learning process

using the media snake ladder smart has
improved.
Learning Outcome

Student learning outcomes show an

improvement from the pre-cycle number of
39.13% to the first cycle with the amount of
73.19% and to the second cycle with the amount
of 91.30%. This shows that the use of smart
snake ladder learning media can facilitate
mastery of the material delivered by the teacher
and can work the group well. Learning outcomes
of the first cycle is 1765 with an average of
76.74 and students who completed as many as 17
students with classical completeness of 73.91%,
classical criteria “Sufficient”. While the learning
outcome of cycle II is 1970 and an average of
85.65 so that it can be calculated the percentage
of classical completeness as many as 21 students
at 91.30%, classical criteria “Proficient”, so that
it can be declared proficient in cycle II.

CONCLUSION

Based on the results of the analysis it can
be concluded as follows: 1) Teacher activity
during the learning process has improved from
cycle I to cycle II. The percentage in cycle I is
72.73% with a good category and improves to
93.18% in the second cycle with a very good
category. This shows that teacher activity from
cycle I to cycle II has improved by 20.45%. 2)
Student activities during the learning process
using the smart snake ladder media have
improved. In the first cycle, the results of
observations of student activities got a
percentage of 66.80% with sufficient categories
and it improves to 93.97% in the second cycle
with a very good category. This shows that
teacher activity from cycle I to cycle II has
increased by 27.17%. 3) The improvement of
student learning outcomes during the learning
process using the snake ladder smart media can
be seen in the results of student learning tests
from pre-cycle, cycle I, and cycle II. In pre-cycle
obtained an average value of 67.83 then
increased to 76.74 in the first cycle and increased
again to 85.65 in the second cycle. So that on
average in cycle I to cycle II there is an
improvement of 8.91. While for completeness in
pre-cycle obtained a percentage of 39.13% then
it improves to 73.91% in the first cycle and
improves again to 91.30% in the second cycle, so
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that in the second cycle the students had fulfill
mastery learning.
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