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ABSTRAK

FITRI: Pengembangan Model Permainan Lintasan Berhitung untuk
Meningkatkan Kemampuan Berhitung Anak Usia 5-6 Tahun. Tesis. Yogyakarta:
Program Pascaserjana, Universitas Negeri Yogyakarta

Penelitian ini bertujuan untuk: (1) mengetahui model permainan seperti
apa yang dapat mempercepat capaian perkembangan kemampuan berhitung anak,
(2) mengetahui proses stimulasi perkembangan kemampuan berhitung anak
dengan menggunakan model permainan lintasan berhitung, (3) mengetahui
dampak model permainan lintasan berhitung terhadap kemampuan berhitung
anak.

Penelitian ini merupakan penelitian pengembangan (R&D) yang mengacu
pada model penelitian pengembangan oleh Dick and Carey. Penelitian
pengembangan ini memiliki 10 langkah yaitu: (1) Identify instructional goal, (2)
Conduct instructional analysis, (3) Analyze learners and contexts, (4)Write
performance objectives, (5) Develop assassment instruments, (6) Develop
instructional strategy, (7) Develop and select instructional materials, (8) formative
evaluation, (9) Revisi instruction, (10) summative evaluation. Penelitian ini
dilakukan di 3 TK yaitu : TK Pertiwi 1 Bendan, TK Islam Terpadu Arofah 5 dan
TK Aisyiyah Ngadirejo III, dengan jumlah keseluruhan subjek yaitu 44 anak.
Teknik pengumpulan data menggunakan pedoman wawancara, angket dan lembar
observasi. Teknik analisis data uji efektivitas yang digunakan adalah Paired
Sample Test dengan taraf signifikan 0,05

Hasil penelitian berupa model permainan lintasan berhitung untuk
meningkatkan kemampuan berhitung anak. Model permainan lintasan berhitung
yang awalnya memiliki delapan lintasan yang mencakup lima konsep matematika,
setelah dilakukan uji coba perorangan, uji coba kelompok kecil dan uji coba
lapangan, produk akhir model permainan lintasan berhitung memiliki kegiatan inti
yang terdiri dari empat lintasan yang mencakup tiga indikator kemampuan
berhitung anak. Terdapat perbedaan nilai hasil akhir antara pretest dan posttest
setelah diberi perlakuan permainan lintasan berhitung dengan p < 0,05 yaitu nilai
signifikansi sebesar 0,000. Hal tersebut menunjukan bahwa model permainan
lintasan berhitung dapat meningkatkan kemampuan berhitung anak.

Kata kunci : permainan berhitung, lintasan berhitung, anak usia 5-6 tahun
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ABSTRACK

FITRI: Development of Counting Track Games Models to Improve Counting
Capabilities of Children 5-6 Years Old. Thesis. Yogyakarta: Postgraduate
Program, Yogyakarta State University.

This study aims to: (1) find out what game models can accelerate the
development of children's counting abilities, (2) know the process of stimulating
children's counting abilities development by using numerical trajectory game
models, (3) find out the impact of counting trajectory on counting abilities child.

This research is a research development (R & D) which refers to the
development research model by Dick and Carey. This development research has
10 steps: (1) Identify instructional goals, (2) Conduct instructional analysis, (3)
Analyze learners and contexts, (4) Write performance objectives, (5) Develop
assassment instruments, (6) Develop instructional strategy , (7) Develop and
select instructional materials, (8) formative evaluations, (9) Revised instruction,
(10) summative evaluation. The research was conducted in 3 kindergartens
namely: TK Pertiwi 1 Bendan, Integrated Islamic Kindergarten Arofah 5 and TK
Aisyiyah Ngadirejo III, with a total number of subjects, namely 44 children. Data
collection techniques using interview guidelines, questionnaires and observation
sheets. The effectiveness test data analysis technique used is Paired Sample Test
with a significant level of 0.05.

The results of the study were in the form of counting trajectory game
models to improve children's mathematical abilities. The counting trajectory game
model which originally had eight trajectories which included five mathematical
concepts, after individual trials, small group trials and field trials, the final product
of the counting trajectory game model had core activities consisting of four
trajectories which included three indicators of children’s numeracy. There is a
difference in the value of the final result between the pretest and posttest after
being treated with a calculated trajectory game with p <0.05, which is a
significance value of 0,000. This shows that the counting trajectory game model
can improve children's counting abilities.

Keywords: counting game, counting track, children aged 5-6 years
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