
 

 

Ati Hernawati, 2015 
Penggunaan Media Permainan Tamiya Untuk Meningkatkan Pemahaman Matematika Pokok 
Bahasan Waktu Jarak Dan Kecepatan 
Universitas Pendidikan Indonesia | repository.upi.edu| perpustakaan.upi.edu 

DAFTAR ISI  

 

PERNYATAAN  .............................................................................................    

ABSTRAK ......................................................................................................    

KATA PENGANTAR.....................................................................................    

UCAPAN TERIMAKASIH ...........................................................................     

DAFTAR ISI  ..................................................................................................    

DAFTAR TABEL ..........................................................................................    

DAFTAR GRAFIK  .......................................................................................    

BAB I PENDAHULUAN 

A. Latar Belakang Masalah  ...................................................................    1 

B. Sasaran Tindakan  .............................................................................    4  
C. Rumusan Masalah  ............................................................................    4 
D. Hipotesis Tindakan ...........................................................................    5   

E. Tujuan dan Kegunaan Penelitian ......................................................    5 

BAB II  KAJIAN PUSTAKA 

A. Konsep Dasar Ketunarunguan ............................................................    8 
1. Pengertian Anak Tunarungu .......................................................    8  

2. Jenis dan Klasifikasi Gangguan Pendengaran ............................    9  
3. Dampak Ketunarunguan .............................................................    11 

B. Pembelajaran Matematika  ................................................................    13 
1. Perkembangan Kognitif Menurut Jean Piaget ............................    13   

C. Media Pembelajaran Permainan Tamiya  .........................................    17 

D. Waktu, Jarak dan Kecepatan .............................................................    21 
E. Kerangka Pemikiran .........................................................................    23 

 

BAB III  METODE PENELITIAN 

A. Metode Penelitian ..........................................................................    25 
B. Setting Penelitian ...........................................................................    28 

C. Siklus Tindakan  .............................................................................    29 
D. Variabel Penelitian  ........................................................................    32 
E. Instrumen Pengumpulan Data   ......................................................    34 

F. Teknik Pengolahan Data  ...............................................................    35 

BAB  IV HASIL PENELITIAN DAN PEMBAHASAN 

A. Hasil Penelitian  .............................................................................    36 
1. Kondisi Awal Siswa  ................................................................    36 

2. Kondisi Awal Guru  .................................................................    38  
3. Deskripsi Pelaksanaan PTK  ....................................................    39 



 

 

Ati Hernawati, 2015 
Penggunaan Media Permainan Tamiya Untuk Meningkatkan Pemahaman Matematika Pokok 
Bahasan Waktu Jarak Dan Kecepatan 
Universitas Pendidikan Indonesia | repository.upi.edu| perpustakaan.upi.edu 

B. Pembahasan .....................................................................................    61 

 

BAB   V    KESIMPULAN DAN SARAN  

A. Kesimpulan ....................................................................................    66 
B. Saran ...............................................................................................    67 

DAFTAR PUSTAKA  ....................................................................................    69 

LAMPIRAN 

RIWAYAT HIDUP 

 

 


