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ABSTRAK 

 
Penelitian ini dilatarbelakangi rendahnya pemahaman konsep perkalian di SD karena 
tidak tersedianya perencanaan pembelajaran mendalam yang kontekstual dan sesuai 
dengan kebutuhan siswa, adapun tujuan dari penelitian ini adalah untuk mengembangkan 
desain perencanaan pembelajaran mendalam berbantuan permainan tradisional congklak 
pada materi perkalian di sekolah dasar. Pendekatan pembelajaran mendalam yang 
menekankan pada keterlibatan aktif, refleksi, serta keterkaitan antar konsep dipadukan 
dengan permainan congklak sebagai media konkret yang kontekstual, menyenangkan, dan 
mengandung nilai budaya lokal. Metode penelitian yang digunakan adalah Design-Based 
Research (DBR) yang mencakup empat tahap: identifikasi dan analisis masalah, 
perancangan solusi, implementasi dan pengujian dalam dua siklus, serta refleksi untuk 
penyempurnaan desain. Subjek penelitian adalah siswa kelas III di 2 SD Kecamatan 
Purwaharja Kota Banjar. Data diperoleh melalui observasi, wawancara, studi 
dokumentasi, dan validasi oleh ahli. Hasil penelitian menunjukkan bahwa desain 
perencanaan pembelajaran yang dikembangkan mampu meningkatkan keterlibatan siswa 
dalam proses pembelajaran, serta meningkatkan pemahaman konsep perkalian sebagai 
penjumlahan berulang, menumbuhkan karakter dan keterampilan sosio emosional serta 
menciptakan pengalaman belajar yang berkesadaran bermakna dan menggembirakan. 
Penelitian ini merekomendasikan integrasi permainan tradisional dalam desain 
pembelajaran mendalam sebagai strategi inovatif untuk meningkatkan kualitas 
pembelajaran matematika sekaligus melestarikan kearifan lokal. 
 
Kata kunci: pembelajaran mendalam (deep learning), permainan congklak, perkalian, 
matematika SD, Design-Based Research (DBR) 
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ABSTRACT 

This research is motivated by the low conceptual understanding of multiplication 
in elementary schools due to the absence of contextual deep learning lesson plans 
that meet students’ needs. The purpose of this study is to develop a deep learning 
lesson plan design based on the traditional game congklak for teaching 
multiplication in elementary school mathematics. The background of this study 
lies in the low numeracy literacy of elementary school students as a result of 
shallow learning practices that emphasize procedural memorization without 
conceptual understanding. The deep learning approach, which emphasizes active 
engagement, reflection, and conceptual connections, is combined with congklak 
as a concrete, contextual, enjoyable medium that embodies local cultural values. 
The research method employed is Design-Based Research (DBR), consisting of 
four stages: problem identification and analysis, solution design, implementation 
and testing in two cycles, and reflection for design refinement. The research 
subjects were Grade III students from two elementary schools in Purwaharja 
District, Banjar City. Data were collected through observation, interviews, 
document analysis, and expert validation. 
The results indicate that the developed lesson plan design successfully enhanced 
students’ engagement in the learning process, improved their understanding of 
multiplication as repeated addition, fostered character development and socio-
emotional skills, and created a meaningful, mindful, and joyful learning 
experience. This study recommends integrating traditional games into deep 
learning lesson design as an innovative strategy to improve the quality of 
mathematics learning while preserving local wisdom. 
 

Keywords: deep learning, congklak game, multiplication, elementary school 
mathematics, Design-Based Research (DBR) 
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