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This research was carried out because it saw a lack of optimal understanding 

of the concept of multiplication calculations. Objective from study This 

namely knowing how to increase the ability to understand the concept of 

calculating multiplication using (Realistic Mathematic Education) RME 

through the innovation of the congklak game in mathematics learning. To 

obtain the results of this research, the research method used was Classroom 

Action Research (PTK). The subjects of this research were 23 grade III 

students at SD 2 Klaling for the 2022/2023 academic year, consisting of 7 male 

students and 16 female students. The data sources for this research are students 

and teachers. Data collection techniques include interviews, observation, tests 

and documentation. Data analysis techniques are quantitative and qualitative. 

This research was carried out through two cycles that include four stages: 

planning, implementation, observation, and reflection. The research results 

showed that in cycle I the average score was 83.63 and 88.94 with a completion 

percentage of 84% and 94%, while in cycle II the average score was 95.78 

with a completion percentage of 100%. In this way, it can be shown that the 

indicators of success have been achieved in accordance with what was 

expected, namely that at least 70% of students obtained a score ≥ 70. 
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1. INTRODUCTION 

Mathematics is the subject most avoided by students. Because they own presumption that mathematics 

That lesson Which difficult. For class on generally Already Lots use formula. However For Which class low 

Not yet too Lots use formula. Because Still learn operation count number. Operation count number That 

involve summation, subtraction, multiplication And distribution. This mathematics lesson does require a lot of 

understanding of concepts, skills counting as well as skills solution problem. I understand the concept through 

Mathematics lessons are wrong an ability to understand and explain situations in a class, which have general 

characteristics in mathematics (Rahayu et al., 2018) . Matter This The same based on study (Febriani et al., 

2019) prove that ability student in communicate as well as explain use the language individually And can 

apply these concepts through a problem, then combine them between one concept with another concept. By p 
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That concept mastery is the outcome category students learn so they can define the lesson material using 

sentences Alone. Apart from that, mathematics learning should be more linked between draft mathematics with 

life child everyday (May et al., 2020) . According to (Khurriyati et al., 2022) opinion that when solve problem 

mathematical can give student with various innovation in activity Study teach as well as packaging interesting 

learning so they with easy understand material lessons given with a fun and involving atmosphere student in a 

way active (Bustami et al., 2018) , so they No I still think that mathematics is a subject incomprehensible, so 

from That, process teach him must hook in life (Ermawati & Zuliana, 2020)which states that " The concept of 

understanding ability has a relationship with problem solving. Mathematical problem-solving ability is a very 

important ability in learning mathematics, because in its learning activities students learn about mathematical 

concepts while considering the development of students' ways of thinking ”. It can be explained that 
understanding the concept can be related to the ability to solve a problem. Students' thinking can be emphasized 

through learning mathematical concepts by linking them to solving mathematical problems in everyday life.  

Based on earnings observations and interviews on Wednesday, March 15 2023 with the third grade 

teacher at SD 2 Klaling information was obtained that there were problems in mathematics subjects, because 

Mathematics subjects are considered difficult by students, because according to mathematics students the 

lessons are boring due to monotonous learning and students have difficulty memorizing multiplication. As a 

result, students also pay less attention during the learning process taking place. Part student absorbed play 

Alone . That matter Which cause many abilities students who lack understanding of multiplication calculation 

operations. This problem can be proven from the daily test scores of class III students who got a low score of 

40 so they were incomplete. Sub-subjects considered difficult that is on material operation count multiplication. 

Multiplication is material base important Which must mastered by student. As has explained in research 

(Suprihatin & Padaela, 2019) that student experience not optimal in ability mathematical like process his 

learning only use method lecture and focus on the whiteboard explaining, then after explaining the material 

given practice questions. By p That student difficulty when solving the questions given . This can affect the value 

Study student . Therefore, it is done in various ways so can increase ability understanding draft draft 

multiplication through utilization media learning Which appropriate And effective. 

With matter thus, Already Lots study Which prove that method Passive learning is very less effective 

for students. Effort to do activity One way to count for students is using the play while learning method namely 

using media games to make learning very fun for students. Fun learning this can help improve intelligence and 

sharpening ability student (Humairo & Amelia, 2021) . Playing also has benefits grow children better. For 

example, in cognitive and social development And physique on himself (Suminar, 2019). 

The solution to the ideal of learning mathematics is through implementing the RME ( Realistic 

Mathematics Education ) approach through appropriate game media such as the congklak game which can 

make it easier for students to understand the concept of mathematical multiplication. Game cocky is a game 

traditional Which can used For 2 people play through congklak board And congklak seeds. By general material 

base cocky This made from wood And plastic. Whereas seed cocky Can use shell shell, gravel, marbles, sweet 

potato And other so on. Will but material base cocky This can innovated use cardboard or something else. 

And underneath there is a drawer which is useful for calculating amount seed cocky. So cocky This No must 

use material base on generally. We Can innovate in accordance with creativity or idea We Alone. There is a 

number of benefit game traditional cocky This ie 1) increase motivation and make students enthusiastic about 

learning, 2) results learn it become more increasing (Wahyuni, 2020) , 3) can practice thinking skills, 

numeracy skills, and can train children's honesty (Rohmatin, 2020) . This congklak learning media is a learning 

facility to improve student learning outcomes, in line with the opinion of Prianto & Putri (2017) in (Rahmawati 

& dkk, 2021) believes that: "complete learning facilities are able to help students in learning activities and the 

lack of learning facilities as well Lack of learning facilities can hinder learning activities. However besides 

That , For increase understanding draft multiplication Also must use model or approach learning Which 

appropriate, like model learning Realistic Mathematics Education (RME).  

Approach learning Which used that is approach RME ( Realistic Mathematics Education ). The RME 

( Realistic Mathematics Education ) approach is referring approach to view Freudenthal Actually mathematics 

need relate with facts , close to children's experiences as well in accordance like activity daily . According to 

(Ermawati & Riswari, 2020) that PMRI approach is a approach contextual mathematics for student . Problems 

in use in learning is originating problem from life daily student . However No close possibility problem the 

form a possible problems imagined by students , so problem the Can said as problem real . Fredenthal also 

believed that mathematics does not look like subject to be communicated directly, therefore it must be seen as 

an activity humans especially in the past (Flowers et al., 2016) .  

Research conducted by (Indriani et al., 2022) . Study This aim see how much Far participant educate 

understand operation count multiplication with help RME method . This type of research uses quantitative 
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quasi-experimental methods. The results stated that the research students' understanding of multiplication 

increased, At understanding draft total repeated participant educate increase of 7.15% on the indicator . 

Characteristics multiplication found increase amounting to 17.86% on the indicator draft multiplication . 

Improvements were also found in abilities draft write mathematical models simple of 8.57% and for application 

draft multiplication to in question story increase by 25% on the indicator . 

Research conducted by (Azzahroh et al., 2022) . Study aim For understand method CTL learning with 

count cocky influence interest as well as mark academic . Study This use type experiment through approach 

quantitative use CTL method ( Contextuak Teaching Learning) The results of the research stated application 

CTL learning method by counting congklak influence on interests and values academic participant educate . 

From the data shown If interest student before application method as much as 68% and after application method 

happen improvement by 79%. From using paried t-test get results 2-tailed sig analysis < 0.05 meaning 

application CTL method . 

Based on background behind in on, For develop learning mathematics Which use media learning 

traditional cocky. Then The researcher plans to develop learning media with the title "Improving Ability to 

understand the concept of calculating multiplication through the assisted RME approach Game Congklak 

Student Class III elementary school. 

 

2. RESEARCH METHODS 

Method study This use type of Classroom Action Research (PTK). The Classroom Action Research 

(PTK) model in this research is the Kemmis-Mc Taggart model which is divided into 4 steps , namely the 

planning, implementation, observation and reflection stages (Maliasih et al., 2017) . Following model research 

cycle action class (PTK) : 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Figure 2 . Classroom Action Research (CAR) Cycle Chart using Kemmis & Mc Taggart 

 Study this is the dependent variable namely increasing students' understanding of the concept of 

calculating multiplication class III elementary school 2 Klaling. And research this is the independent variable 

namely models learning RME (Realistic Mathematics Education) who helped game cocky. 

This research was conducted at SD 2 Klaling. This research was carried out from March to March 

June 2023. The subjects of this research are all class III students for the 2022/2023 academic year totaling 23 

students consisting of 16 students women and 7 students man . The data collection techniques used in this 

research are test and non-test. Test techniques used by researchers namely the evaluation instrument at the end 

of cycle I and cycle II. For non-test techniques, researchers used observation sheets , documentation and 

interviews . Analysis techniques The research data is in the form of qualitative and quantitative. 
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The stages carried out by the researcher were: 1) The researcher created a congklak media innovation 

after knowing the students' initial conditions regarding mastery of multiplication material, 2) The researcher 

began testing the congklak media innovation product by applying the RME ( Realistic Mathematics Education 

) approach , 3) At this stage Finally, the researcher distributed the evaluation instruments at the end of cycle I 

and cycle II, to see until where is the ability to understand the concept of calculating multiplication in 

participants educate . 

 

 

3. RESULTS AND DISCUSSION 

 In the initial conditions of mathematics learning, especially material on multiplication calculation 

operations, it is still done conventionally, namely: 1) the teacher explains the concept of multiplication 

calculations verbally, 2) the teacher when explaining the material only uses textbooks and worksheets, without 

using media to convey the concept. calculate multiplication, 3) there are obstacles in carrying out the process 

of learning multiplication material such as a lack of learning facilities in the classroom. 

 In this study, pre-cycle activities received the lowest score, namely 40, with the criteria of not having 

reached the KKM. This is because the learning is conventional, learning media Not yet used , students lack 

focus during activities learning , and students play alone with their friends. 

 In carrying out classroom actions there is a plan that includes 1 ) preliminary activities, 2) core activities 

then students are divided into several groups, 3) closing. From existing classroom action research carried out 

in elementary schools to obtain results including, cycle I learning on multiplication material through the RME 

approach. There are obstacles in carrying out learning, especially when explaining multiplication concept 

material without using learning media, lack of mastery of teaching materials, and the cooperative learning 

model has not been used. The highest score was 100 and the lowest score was 40, from the pre-cycle results, 

the average score was 83.68 with a percentage of 84%. Therefore, the value of the pre-cycle results is not as 

expected by the teacher. Based on the results of the first cycle evaluation, the highest score was 100 and the 

lowest score was 60, with an average score of 89 with a percentage of 94%. 

Based on the results of the researcher's observations and values academic participant educate can seen If in 

cycle I the indicators of success have been achieved, as a comparison the researcher will carry out evaluation 

actions in cycle II. 

 

                  
 

Figure 1. Students Completing Evaluation Questions in Cycle I  Figure 2. Use of Smart Multiplication 

Congklak 
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Figure 3. Student  Finish Question Evaluation in Cycle II Picture 4. Media Congklak Multiplication Clever 
 

Based on the evaluation results in cycle II, results were obtained with an average score of 96 

presentation 100%. Matter This show results Study in accordance Which expected. The following formula 

For count average value : 

 

(Zainal Aqib, 2014) 

 

 

 

Information : 

X = Mark average ∑ ܺ  = Amount all mark student ܰ = Amount student 

Following table the results of the calculation of the questions evaluation of activity cycle I & cycle II : 

Table 1. Results Question Value Cycle Evaluation I & Cycle II 

No Name Mark 

Precycle 

Evaluation Value 

Cycle I Cycle II 

1 FFN 60 60 100 

2 MLDSP 90 100 100 

3 AMM 50 70 100 

4 AFA 100 100 100 

5 AGC 100 80 100 

6 ANM 80 100 100 

7 AZB 90 90 100 

8 ADRs 100 100 100 

9 KSU 90 100 100 

10 MZAH 90 100 100 

11 NHN 80 90 100 

12 NAP 100 100 90 

13 RAP 100 90 90 

14 vocational 

school 

80 70 70 

15 SFR 70 80 100 

16 FRA 40 70 70 

17 MCA 100 100 100 

18 LK 90 90 100 

19 LHC 80 100 100 

Amount 1590 1690 1820 

Average 83.68 →84 88.94 →89 95.78 →96 

 

Following formula Which implemented For count completeness Study : 

(Mulyasa, 2004) 

 = ݈ܽ݇݅ݏ݈ܽ݇ ݎ݆݈ܾܽܽ݁ ݊ܽݏܽݐ݊ݑݐ݁ܭ
∑ jumlah siswa yang tuntas belajar ∑ jumlah siswa yang mengikuti tes 

× 100% 

 ܰ = ݔ ܺ ∑
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Table 2. Category of student learning outcomes 

Value range Category 

80-100 Very good 

66-79 Good 

56-65 Enough 

40-55 Not enough 

30-39 Very less 

 (Mulyasa, 2004) 

If poured become diagram stem that is like picture following : 

 

 
 

Diagram 1. Results of Evaluation Values for Cycle I & Cycle II 

   

 Based on t table as well as diagram the Can concluded, mark evaluation at the end cycle I get results 

calculation mark best 100 and value at least 60 which is the average 89. Whereas mark evaluation on end 

cycle II get the best score is 100 and the least score is 70 with an average of 96. So, activities cycle I is 

carried out before the average of cycle II activities is obtained 89% become 96%, so increasing as much 

7%. 

 From results explanation the on activity cycle II results Study student seen Already . Results  

evaluation cycle I average value 89 with presentation completeness 94%, whereas cycle II flat- flat value 

96 with presentation completeness 100%. So that menu n table that sannya indicator success Already reach 

what has targeted or dreamed of 75% of students getting a score ≥ 75. This could increase due to 

implementation RME ( Realistic Mathematics) approach Education ) towards students through the 

congklak game so that students understand concepts as well as learning outcomes student the more 

increase. 
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4. CONCLUSION 

Based on the results of research and discussion , you can We conclude that the application of the RME 

approach is difficult through the innovation of the congklak game , understanding the concept of multiplication 

calculations is achieved in class III elementary school  2 Klaling more increase . From the incident This Can 

We Look from calculation results precycle get mark best 100 And mark at least 40 . While the results evaluation 

at the end of cycle I get the best score of 100 and a score of at least 60 which are already increase in cycle II 

with a best score of 100 and a minimum score of 70. For pre-cycle activities the average flat the score is 83 

with a completion percentage of 84%, so the success rate is good while the score is average evaluation cycle I 

obtained 89 with a percentage of 94%, so the success rate was very good. Activity cycle II calculations evaluate 

the average score is 96 with a completion percentage of 100%, so the success rate is very good too. Thus , from 

the second result cycle, average value increase as much 7 with presentation completeness 76%. By classic 

learning Already reach completeness Study Which has expected. 
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