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ABSTRAK 

Nafila Rismawati (NIM . 16 441 059). Pengembangan Media Pembelajaran 

Snakder Misbox (Snakes Ladders Mistery Box) Untuk Kelas I Sekolah Dasar. 

Program Studi Pendidikan Guru Sekolah Dasar. Fakultas Keguruan Ilmu 

Pendidikan. Universitas Muhammadiyah Gresik. (Dibimbing oleh Bapak Ismail 

Marzuki, M.Pd dan Bapak Arya Setya Nugroho, M.Pd). 

Penelitian ini bertujuan untuk mengembangkan media pembelajaran 

Snakder Misbox (Snakes Ladders Mistery Box) peserta didik kelas I UPT SDN 39 

Gresik. 

Jenis penelitian ini adalah penelitian pengembangan dengan model 4D 

tetapi peneliti menggunakan sampai pada tahap ketiga yaitu, pendefinisian 

(define), perancangan (design), pengembangan (develope). Subjek dalam 

penelitian ini adalah peserta didik kelas I UPT SDN 39 Gresik sebanyak 19 

peserta didik. Teknik pengumpulan data dan instrumen menggunakan lembar 

validasi dan angket respon peserta didik. 

Hasil analisis data yang diperoleh bahwa pengembangan media 

pembelajaran Snakder Misbox (Snakes Ladders Mistery Box) sesuai dengan 

kualitas media pembelajaran, yaitu : a) hasil validasi media pembelajaran yang 

dilakukan validator (Dosen Pendidikan Guru Sekolah Dasar dan Guru Kelas I 

Sekolah Dasar) memperoleh rata-rata persentase 92,56% dapat dikategorikan 

sangat valid, b) media pembelajaran dikategorikan efektif dengan perolehan hasil 

persentase angket respon peserta didik terhadap media pembelajaran Snakder 

Misbox (Snakes Ladders Mistery Box) sebesar 90,31%. 

Kata Kunci : model 4D, media pembelajaran snakder misbox (snakes ladders  

  mistery box). 
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ABSTRACT 

Nafila Rismawati (NIM. 16 441 059). Development of Snakder Misbox Learning 

Media (Snakes Ladders Mystery Box) for Class I Elementary Schools. Program 

Of Studies Elementary School Teacher Education. Faculty of Teacher Training 

Science Education. University Of Muhammadiyah Gresik. (Supervised by Mr. 

Ismail Marzuki, M.Pd and Mr. Arya Setya Nugroho, M.Pd). 

This study aims to develop learning media for Snakder Misbox (Snakes 

Ladders Mystery Box) for students of class I at UPT 39 Gresik Elementary 

School. 

This type of this research is research development with the 4D model but 

researchers used until the third phase namely, the definition (define), design 

(design), development (develop). The subjects in this study are 19 students in class 

I UPT 39 Public Elementary School Gresik. Data collection techniques and 

instruments using validation sheets and student questionnaire responses. 

The results of data analysis showed that the development of Snakder 

Misbox learning media (Snakes Ladders Mystery Box) in accordance with the 

quality of learning media, namely: a) the results of the learning media validation 

conducted by the validator (Elementary School Teacher Education Lecturers and 

Class I Elementary School Teachers) the average percentage of 92.56% can be 

categorized as very valid, b) the learning media is categorized as effective with 

the acquisition the results of the percentage of student questionnaire responses on 

learning media Snakder Misbox (Snakes Ladders Mystery Box) by 90.31%. 

Keywords : 4D model, learning media snakder misbox (snakes ladders mystery  

        box). 
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