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PENGEMBANGAN MEDIA PEMBELAJARAN VIDEO ANIMASI
INTERAKTIF BERBANTUAN APLIKASI CANVA PADA
PELAJARAN IPAS MATERI NORMA DALAM ADAT
ISTIADAT DAERAHKU DI KELAS IV SEKOLAH
DASAR NEGERI 108306 TANJUNG GARBUS

NPM. 211434108
ABSTRAK

Tujuan dari penclitian ini untuk mengetahui: 1). kevalidan media pembelajaran
video animasi interaktif berbantuan aplikasi canva dalam meningkatkan hasil
belajar siswa pada pelajaran IPAS materi norma dalam adat istiadat daerahku. 2).
keefektifitasan media pembelajaran video animasi interaktif berbantuan aplikasi
canva dalam meningkatkan hasil belajar siswa. 3). kepraktisan oleh guru terhadap
media pembelajaran video animasi interaktif berbantuan aplikasi canva dilakukan
dalam meningkatkan hasil belajar siswa. Metode yang digunakan dalam penelitian
ini yaitu metode pengembangan Research And Development (R&D) dengan
menggunakan model ADDIE melalui lima tahapan yang diantaranya: Analysis,
Design, Development, Implementation, Evaluation. Subjek yang di uji cobakan
terdiri dari 13 siswa. Hasil yang di dapat dari beberapa validator ahli terkait, yaitu
ahli angket media, materi dan kepraktisan mendapatkan skor kelayakan 100%,
ahli media mendapatkan skor kelayakan 93,3%, ahli materi mendapatkan skor
kelayakan 90%, respon guru mendapatkan skor kelayakan 96,6%, dan respon
siswa mendapatkan skor kelayakan 96,6%. Setelah dilakukannya penerapan media
pembelajaran interaktif, terjadinya peningkatan jumlah siswa yang memenuhi
kriteria (KKM), dari 4 siswa pada saat pretest menunjukan peningkatan menjadi 9
siswa yang mcmcnu!li (KKM)_ pada posttest. Namun, jika dilakukan perhitungan
:incngglmafkan N-Gain menunjukkan has_i] belajar sebesar 0,29 yang tergolong
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ABSTRACT

The objective of this research was to determine: 1) the validity of interactive
animated video learning media using the Canva application in improving student
learning outcomes in science lessons on the norms in my region's customs. 2) the
effectiveness of interactive animated video learning media using the Canva
application in improving student learning outcomes. 3) the practicality of using
interactive animated video learning media using the Canva application in
improving student learning outcomes. The method used in this study is the
Research and Development (R&D) development method using the ADDIE model
through five stages including: Analysis, Design, Development, Implementation,
Evaluation. The subjects tested consisted of 13 students. The results obtained from
several relevant expert validators, namely media, material and practicality
questionnaire experts obtained a feasibility score of 100%, media experis
obtained a feasibility score of 93.3%, material experts obtained a feasibility score
of 90%, teacher responses obtained a feasibility score of 96.6%, and studeni
responses obtained a feasibility score of 96.6%. Afier the implementation of
interactive learning media, there was an increase in the number of students who
met the criteria (KKM), from 4 students at the time of the pretest showing an
increase to 9 students who met (KKM) in the posttest. However, if calculated using
N-Gain, it showed a learning outcome of 0.29 which is classified as a low

category. The results of the effectiveness test also showed that it had not provided

a significant increase in student learning outcomes. Thus, interactive animated

udgﬂ learning media using the Canva application in natural and social sciences

subject o0 l_he topic “Norms in My Regional Customs” in Jfourth grade elementary

school is ’”S"l)’ suitable for use in the learning process. However; it requires a

1 ’r I ‘ \rfunt of time .to achieve a high N-Gain score. Furthermore, the
Qetis\gre a factor influencing the resulting N-Gain score.
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