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NPM. 211434137

ABSTRAK

Penelitian ini bertujuan mengembangkan media pembelajaran diorama pada
materi Indonesiaku Kaya Budaya guna meningkatkan motivasi belajar siswa kelas
IV SDS IT Nurul Ikhwan. Penelitian dilakukan karena rendahnya motivasi belajar
siswa akibat penggunaan metode pembelajaran sederhana seperti ceramah dan
kurangnya pemanfaatan media dalam pembelajaran. Metode yang digunakan
adalah R&D dengan model ADDIE, meliputi lima tahap: Analysis, Design,
Development, Implementation, dan Evaluation. Subjek penelitian adalah 20 siswa
kelas 1V, serta melibatkan ahli materi dan ahli media untuk validasi. Hasil validasi
menunjukkan media sangat layak digunakan dengan skor 90% (ahli materi) dan
87,5% (ahli media). Respon guru mencapai 92% dan siswa 89%. Skor rata-rata
motivasi belajar siswa meningkat dari 66,55 menjadi 85,15 setelah menggunakan
media, atau naik sebesar 27,98%. Peningkatan terjadi pada seluruh aspek motivasi
berdasarkan teori Maslow. Media pembelajaran diorama terbukti efektif dalam
menyajikan materi budaya secara visual, menarik, dan menyenangkan, serta
mampu meningkatkan motivasi belajar siswa secara signifikan.

Kata Kunci: Media Pembelajaran, Diorama, Motivasi Belajar, Indonesiaku Kaya
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DEVELOPMENT OF DIORAMA LEARNING MEDIA IN THE TOPIC OF
“MY INDONESIA IS RICH IN CULTURE” TO IMPROVE STUDENTS’
LEARNING MOTIVATION IN GRADE IV AT SDS IT
NURUL IKHWAN

AULIA PUTRI
NPM. 211434137

ABSTRACT

The objective of the research was to develop diorama learning media in the topic
of “My Indonesia is Rich in Culture” to improve the learning motivation of
fourth-grade students at SDS IT Nurul Ikhwan. The research was conducted due
to low student learning motivation resulting from the use of simple learning
methods such as lectures and the lack of media utilization in learning. The method
used was R&D with the ADDIE model, which includes five stages: Analysis,
Design, Development, Implementation, and Evaluation. The research subjects
were 20 fourth-grade students, and material experts and media experts were
involved for validation. The validation results showed the media was very suitable
for use with scores of 90% (material experts) and 87.5% (media experts). Teacher
response reached 92% and student response 89%. The average student learning
motivation score increased from 66.55 to 85.15 after using the media,
representing a 27.98% increase. This improvement occurred across all
motivational aspects based on Maslow's theory. Diorama learning media has
pro mqﬂecttve in presentmg cultural materzal vmually, engagmgly, and
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