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ABSTRAK

Penelitian dan pengembangan ini diangkat dari permasalahan yang terjadi di
SD Negeri 040443 Kabanjahe dimana pembelajaran yang dilakukan monoton dan
kurang bervariasi sehi i an perhatiannya cepat
teralihkan oleh hal lain. at menjadi alternative dalam
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pembelajaran permainan monopoli ini.dapat diterapkan dalam pembelajaran nilai-
nilai pancasila.
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Development of Learning Media for the Monopoly Game with the
Theme of Pancasila Values for Class V State Elementary School
040443 Kabanjahe Academic Year 2023/2024

ABSTRACT

This research and development was based on problems that occurred at SD
Negeri 040443 Kabanjahe where the Iearnlng carried out was monotonous and
lacked variety so that stu their attention was quickly
diverted by other thi alternative in solving
problems that occur in scho to produce a learning media
product, namely a monopoly g at apg ents of play and léarning into
one class 2ancasila at SD eri 040443 ahe. The
researc sed in_this research is ADDIE develope d Owen
whieh ) alysis, Design, Development, Implemt ation.
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