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ABSTRACT
Try-outs are supported by adequate media. The result of the preliminary study is known that the try-out activity is
only done as a general test so that we need a media that can be used in the try-out activity. In this study the media
developed in the form of a monopoly. This research aims to develop a monopoly game media. This type of research
is a development study using the Dick & Carey development model. The target of this research is learning media as
a practice of national exam questions which are packaged in the form of monopoly games and learning tools.
Monopoly game media can be implemented for teaching and learning activities in the practice of national exam
questions in the form of games.
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INTRODUCTION

between the world of children who have not been able to think
deductively in order to understand mathematics that is deductive.

Mathematics is an organized structured science. This is because
mathematics starts from an element that is not defined, then the
element that is defined to the axiom / postulate and finally to the
theorem. Amtematics concepts are arranged in a hierarchical,
structured, logical, and systematic manner from the simplest concepts
to the most complex concepts. Therefore, to study mathematics, the
previous concepts that are prerequisites must be thoroughly mastered
in order to understand the next topic or concept.

Mathematics which is a science with abstract objects and with
development through deductive reasoning has been able to develop
models that are examples of the system which in the end have been used
to solve problems in everyday life. Mathematics can also change one's
mindset into a mathematical, systematic, logical, critical and careful
mindset. But this mathematical system is not in line with the stage of
mental development of children, so what is considered logical and clear
by adults in mathematics, is still a thing that does not make sense and
make it difficult for children.

Mathematics is known as deductive science, because the process of
finding truth (generalization) in mathematics is different from natural
science and other sciences. The truth-seeking method used is a
deductive method, it cannot be inductive. In natural science it is an
inductive and experimental method. Although in mathematics the
search for truth can begin with an inductive way, but so on the correct
generalization for all circumstances must be proven by deductive
means. In mathematics a generalization of the nature, theory or
theorem can be accepted after the truth is proven deductively.
Mathematics is a deductive, formal, hierarchical science and uses
symbolic language which has dense meanings. Because of differences in
characteristics between mathematics and elementary school age
children, mathematics will be difficult to understand by elementary
school children if taught without regard to the thinking stage of
elementary school children. A teacher should have the ability to connect

Elementary school children are children who are around the age of
7 to 12 years. According to Piaget, children around this age still think at
the stage of concrete operations, meaning elementary students have not
yet thought formally. The characteristics of children at this stage can
understand logical operations with the help of concrete objects, can not
think deductive, transitive thinking. Example: 2 + 2 = 4, 4 + 2 = 6, 6 +
2 = 8, 10 + 2 = 12. This process can already be understood by students.
Other factors that must be considered in the process of learning
mathematics, besides that the development stage of elementary school
students 'thinking is not yet formal or still concrete is the diversity of
elementary school students' intelligence as well as the number of
elementary school students who are quite large compared to teachers
who teach mathematics. Mathematics that is learned by elementary
students can be used by elementary students for the benefit of their daily
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lives in the interests of their environment, to form logical, systematic,
critical and careful thought patterns and finally can be used to learn
other sciences.

second cycle the number of students who finished learning became 31
students (88.57%) with an average student score of 81.51, the increase
in the average value in cycle I to cycle II was 15.31 points.

Learning materials for class VI students who will face national
exams require students to master as much material as they have learned.
This will help students help with the questions during the national
exam. As a practice preparation for the national exam exercises, held a
try-out. Exams and try-outs have in common that is working on
questions that are adapted to the national exam grid. It is hoped that
students will be able to adapt to the exam so that when the national
exam is smooth and correct in doing the questions.

Arif Susanto, Raharjo, Muji Sri Prastiwi

Work on the questions must be made as comfortable as possible so
that students do not have the pressure in working on and stay focused
on the material. This needs to be done by teachers to innovate learning,
especially to help students in preparing for the national exam. One of
the innovations in learning is to bring / present learning media.
Learning media in mathematics is very minimal in existence, in
contrast to science or social studies subjects that have concrete media in
accordance with learning material. Presenting learning media in
mathematics is a challenge for teachers. So that the material learned by
students can be more embedded in students' thinking for longer. Media
that is easy to use is a game media that is packaged by including learning
material in it. When used in exam preparation, the media is a collection
of practice questions packaged in the form of games. This is expected to
make students more enthusiastic in doing practice questions.
Readiness is very important for students in preparing for the
coming exam. If the tendency to act and people do it, then he will feel
satisfied. As a result, he will not take any other action. The main thing
is the existence of student actions to do something, in an effort to
implant the material and stored longer. Satisfaction will appear as a
result of knowing his abilities and avoiding a sense of sadness, because
it has been packaged in the form of a game that prioritizes happiness. It
also focuses the attention of students on only doing one main task,
namely doing the practice questions.
One game that can be used is a monopoly game. The object of the
game is to master all the plots on the board through the purchase,
leasing and exchange of property in a simplified economic system. The
purpose of the monopoly game is changed according to the objectives
of learning, that is, students are able to answer as many practice
questions, which in turn will add points in the game.
The existence of this monopoly game is very strategic to be applied
to students in welcoming the national exam. Students become
enthusiastic in working on problems and eventually become aware of
the material. This is with the aim of obtaining high scores in the form
of game points.

RELATED RESEARCH
Henny Zurika Lubis, Anita Harahap
Based on the analysis of student learning outcomes data it is known
that there is an increase in student accounting learning outcomes using
monopoly media. This can be known from the learning outcomes of
each cycle I and II. At the time of the pre-test there were 15 (42.85%)
students who had completed their study with an average grade of
students was 52.74, while in the first cycle there were 23 (65.71%)
people who completed with an average student grade of 66.2, and in the

Based on the analysis of the results of research and discussion,
biology monopoly game media have been produced on the topic of cells.
Monopoly game media as a learning media for high school students of
class XI IPA on cell material get theoretical validity with the feasibility
aspects of the media format 90%, the visual aspect 94%, the function /
quality aspects of the media 92.86%, and the media clarity aspect 88.33%
. Based on the description, the biology monopoly game media is feasible
and can be used in biology learning activities on cell topics.
Zuhri Firdaus, Siti Zubaidah, Sunarmi
The percentage value of media assessment of the monopoly science
of food digestive system material by media experts, material experts,
field practitioners and students respectively is 86; 85.6; 85; 85 with a
very high level of validity. Overall conclusion, the media game of
science monopoly is appropriate to be used to help students learn the
food digestive system material.
Budi Adi Prayogo
The application of monopoly game media is able to increase student
learning outcomes, which initially averaged 63.85 to 89.19 or had an
increase in gain of 25.33 with moderate criteria and n-gain of 0.73 with
high criteria of hypothesis.
The results of the above studies have in common with this study:
a. Using monopoly media as learning media.
b. Able to improve the ability of students (students), so that in this
study it is expected to be able to improve students' abilities.
c. Manipulate the game adapted to learning.
While the novelty in this study are:
a. The material presented is material for preparation of national
examinations that are adjusted to the grid.
b. Can be done in individuals or in groups.

LEARNING INNOVATION
Research Design
This research is a type of development research. Development
Research is an attempt to develop an effective product for school use
and not test theory (Gay, 1991). Meanwhile, according to Seals and
Richey (1994) defines development research as a systematic assessment
of the design, development and evaluation of programs, processes and
learning products.
The Dick & Carey Model
Broadly speaking, learning media development activities consist of
three major steps that must be passed, namely planning, production and
assessment activities. According to Sadiman (2009) the sequence of
steps that must be taken in developing a media program into 6 (six)
steps, namely (1) Analyzing the needs and characteristics of students
means that we must know the gap between the abilities, skills and
attitudes of students we want with the abilities, skills and the attitude
they have now. (2) Formulating instructional objectives (Instructional
objectives) using operational and distinctive, (3) Formulating detailed
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items that support the achievement of objectives; (4) Developing tools
to measure success, 5) Writing media scripts; (6) Conducting tests and
revisions aimed at evaluating the effectiveness and efficiency of
instructional media. Educators need to develop teaching materials into
teaching materials or media according to the needs in the learning
implementation plan to make it easier for teachers to teach material to
students.

4. Formulate performance goals

The ability of teachers to develop related teaching media in the
attachment to Minister of Education Regulation Number 16 of 2007
concerning Academic Qualification Standards and Teacher
Competence. Teachers as professional educators are expected to have
the ability to develop teaching materials (media) according to the
mechanism by taking into account the characteristics and social
environment of students (Ministry of National Education, 2010). Is a
system design model that is often used in extensive research and
development. The steps that must be done are shown in Figure 1.

This monopoly game has been modified so that it is suitable for use
in learning. In addition, the materials in which are national exam
questions as a substitute for practice doing the questions. Some of the
questions were changed according to the current national exam grid.
One example of a question that was changed from the original question
text is the question asked by FPB, changed to the difference between the
KPK and FPB, so that in one problem students will learn to look for the
KPK and FPB.

1. Analysis of needs and goals

This monopoly game is carried out in several modifications. The
game is similar to monopoly games in general. If you have never played
a monopoly, it doesn't matter because the steps in the game are easy to
understand and do. One modification of the original monopoly game is
to abolish the research system of houses and hotels, reducing the types
of money to 3 types initially 9 types.

Conduct a needs analysis to determine the objectives of the
program or product to be developed. This needs analysis activity
researchers identified priority needs that immediately need to be met.
Class VI students will conduct a series of National Examination
exercises in the form of try-outs. Try-outs are generally carried out by
means of the test as usual. This will make the ability of students will
tend to remain because there is no special treatment. Based on that,
there is a need for practice tests in other forms that students will be
interested in doing and can also increase the spirit of learning by making
try-out games.
2. Analysis of learning
Learning in try-outs is students answering questions that are in
accordance with the national exam grid. So this game will also prioritize
the exercises in learning and games.
3. Learner and context analysis
This analysis can be carried out simultaneously with the analysis of
learning above, which contains training material for national exams
from year to year. In this study the questions used are national exam
questions from 2014 to 2018.

Figure 1. Chart of the Dick & Carey model

The game used is monopoly. Students will play a monopoly in
which the previous year's national exam questions have been entered.
Students understand the game system so that learning games can be
done optimally.
5. Developing instruments

6. Develop learning strategies

7. Develop and choose learning materials
This monopoly is made of paper, the non-paper part is a piece
(object that is moved as a puppeteer). The paper used is A3-sized photo
paper and manila paper. This monopoly media consists of playing
boards, area cards, play money (substitute points), dice, and pieces
a. This monopoly game equipment there are several manipulations,
adjusted for learning needs:
1) The shape of the board is a hexagon from what was
originally square. This is to accommodate more players on
one board, up to 6 players, which initially only have a
maximum of 4 players.
2) Number of board boxes from 40 boxes to 30 boxes.
3) There are 6 areas in each corner which were originally 4
areas.

4/6

Surur / International Journal of Pedagogical Development and Lifelong Learning, 4(1), ep2201

4) There is a dice which is a nominal number to guide the
number of steps in the game. Dice consists of 2 pieces. The
first dice contains negative numbers (-1, -1, -2, -2, -3, -3)
and dice 2 contains positive numbers (4, 5, 6, 4, 5, 6). This
is as an exercise in calculating algebra in mathematics.
5) Regional cards totaling 18 areas from initially totaling 36
areas. Naming areas are adjusted to the material in
mathematics class VI.
6) Behind the area card there are questions that must be
worked on, which initially are the nominal price that must
be paid by other players.
7) Money in the monopoly game there are 3 types (1,3,5)
which initially there are 9 (usually) 100, 500, 1000, 2000,
5000, 10000, 20000, 50000, 100000). Money here is used as
points.
8) Chance card and general funds are changed to an empty
hour card and go home quickly. Both of these are chosen
because if the hours are empty or go home early then
students will be given training (homework) by the teacher.

Figure 3. Front side, back side of the question exercise
2) Game money consists of 3 types.

9) The card goes home quickly and the blank hour behind it
contains the questions students have to do.
10) This monopoly is named: MONOPOLI AMIS (Ask Math
In School)
b. The making of monopoly equipment consists of several stages:
1) Making a monopoly board design, area certificate, game
money on used paper until an appropriate design is formed.
2) Look for materials related to monopoly boards such as
pictures from the internet.
3) The design was applied in the CS3 Photoshop computer
program. The following are the results of the board design

Figure 4. Game money
3) The pieces consist of 5 different shapes. Pawn can use other
objects whose dimensions are not too large.

Figure 5. Game piece
4) The dice consists of 2, negative numbers and positive numbers.

Figure 2. Monopoly board games
1) Area certificate, blank hour card and fast return card there are
two sides, the front side has the name and picture according to
what is on the game board, on the back there are practice
questions.
Figure 6. Dice game
5) Making and manipulation of actual monopoly boards.
8. Design and conduct formative evaluations
Namely the evaluation carried out by the developer during the
process, procedure, program or product developed. This formative
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evaluation can be done when learning takes place for the process of
increasing effectiveness.
a. One-to-one trying out
•

Giving points at the beginning will use stars (from paper)
or use beads, but will require a large amount so that it is
changed in the form of a kind of play money like in a
monopoly.

•

The dice are number one because to limit the step, it is
changed to 2 by changing the number of the dice.

•

The width of the game board area of A3 paper is changed
to 2 times A3 so that it is clearer and wider in the game.

•

Not all chapters in mathematics are included in game
boards, such as roman numerals, only those contained in
the national exam grid.

This trial is conducted to obtain initial input about a particular
product or design. Individual trials conducted on subjects 1-3 people.
After an individual trial, the product or design is revised.
b. Small group tryout
This trial involves subjects consisting of 6-8 subjects. The results of
this small group trial are used to make product or design revisions.
•

The number of supervisors is adjusted according to the
number of students in the class

•

1 round of game is not too fast and not too long, the
supervisor has the right to reprimand / remind, adapted to
the work on the questions on the national exam. 40
questions for 120 minutes, so 1 question averaged 3
minutes.

c. Field tryout
Field trial process
This trial involved subjects in a larger class involving 15-50 subjects
(a whole class of learners).
•

The game area (classroom) is suitable for all games, not
spread in several places.

•

Selection of players in the form of individuals or groups
tailored to the character of students.

9. Make revisions
Revisions are made to the learning process, procedures, programs,
or products associated with the previous steps. The revision is made to
produce the points contained in step number 7.
10. Summative evaluation
After a product, program, or development process is completed, the
next step is to conduct a summative evaluation. Summative evaluations
are carried out with the aim of determining the overall effectiveness of
the product, program, or process compared to other programs. To
produce effective results it takes:
• More than 1 teacher, or 3 group games 1 teacher
• Minimum number of supervisors is 2 if possible.
• The game set is duplicated so that the game can be used with
individual players (not in groups)
• Try to play a large game room and will not disturb the next room.
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CONCLUSIONS AND SUGGESTIONS
Conclusions
This study aims to produce media that are suitable for use in the
learning process and at the same time be able to improve student
learning outcomes in Mathematics subjects in grade VI Elementary
Schools as a form of national exam preparation. This monopoly game
can be used in try-out activities.
Suggestions
Based on the results of research and conclusions, this monopoly
game media researchers submit some useful suggestions for better
product development.
1. The results of the development of this learning media can be
developed again in terms of design development, so that the
level of meaningfulness in the use of learning media is
increasing with innovations in accordance with technological
developments.
2. This monopoly game media can be developed in other subjects
by developing various concepts of subjects to be designed
therein.
3. To improve the quality of learning in the classroom, teachers
can combine media monopoly games with learning models that
are considered more efficient and student-centered so that
learning activities become more meaningful, varied, and
enjoyable.
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