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ABSTRAK

Wahyu Indah Sari, (16441042) Pengembangan Media Pembelajaran
Anibloodtive (Animation Blood Interactive) Materi Peredaran Darah Manusia
Kelas V di Sekolah Dasar. Pembimbing (1) Ismail Marzuki, M.Pd dan pembimbing
(I1) Nataria Wahyuning Subayani, M.Pd.

Penelian ini bertujuan untuk mengetahui pengembangan media pembelajaran
Anibloodtive (Animation Blood Interactive) materi peredaran darah manusia kelas
V di Sekolah Dasar dan mengetahui kevalidan media pembelajaran Anibloodtive
(Animation Blood Interactive) materi peredaran darah manusia.

Jenis penelitian ini adalah penelitian pengembangan dengan metode
penelitian ADDIE (Analysis, Design, Development, Implementation, Evaluation).
Subjek pada penelitian ini adalah kelas V SD YPI Darussalam Cerme sebanyak 10
peserta didik dan 2 validator ahli media serta 2 validator ahli materi yang
berkompeten. Teknik pengumpulan data dan instrument menggunakan lembar
validasi, kuisioner peserta didik dan tes hasil belajar (dilakukan secara daring via
WhatsApp).

Hasil penelitian diperoleh bahwa pengembangan media pembelajaran
Anibloodtive (Animation Blood Interactive) sesuai dengan kualitas media
pembelajaran, yaitu: a) hasil validasi media Anibloodtive yang dilakukan oleh
validator ahli media yang berkompeten pada bidang multimedia serta validator ahli
materi (guru kelas V sekolah dasar) memperoleh presentase rata-rata 88,46%
kategori sangat valid, b) media pembelajaran dikategorikan praktis memperoleh
presentasi lebih dari 50%, ¢) media pembelajaran dikategorikan efektif dengan
perolehan rata-rata nilai tes hasil belajar 87 dan hasil presentase kuisioner peserta
didik terhadapa respon media Anibloodtive yaitu 97,4%

Kata Kunci : model penelitian ADDIE, media pembelejaran Anibloodtive



ABSTRACT

Wahyu Indah Sari, (16441042) Development of Anibloodtive Learning
Media (Animation Blood Interactive) Material for Circulation of Human Blood in
Class V in Elementary Schools. Advisor (1) Ismail Marzuki, M.Pd and supervisor
(1) Nataria Wahyuning Subayani, M.Pd.

This research aims to find out the development of Anibloodtive learning
media (Animation Blood Interactive) in the fifth grade of human blood circulation
material in elementary schools and to find out the validity of Anibloodtive learning
media (Animation Blood Interactive) on human blood circulation material.

This type of research is development research with ADDIE research
methods (Analysis, Design, Development, Implementation, Evaluation). The
subjects in this study were class V of SD YPI Darussalam Cerme with 10 students
and 2 validators of media experts and 2 validators of competent material experts.
Data collection techniques and instruments used validation sheets, student
questionnaires and learning achievement tests (conducted online via WhatsApp).

The results obtained that the development of Anibloodtive learning media
(Animation Blood Interactive) in accordance with the quality of instructional
media, namely: a) the results of Anibloodtive media validation carried out by
validator media experts who are competent in the field of multimedia as well as
material expert validators (grade V teachers of elementary schools) obtain the
average percentage of 88.46% category is very valid, b) the learning media is
categorized as practically obtaining a presentation of more than 50%, c) the
learning media is categorized effective with the acquisition of an average score of
87 learning outcomes and the results of the student questionnaire percentage of
media responses Anibloodtive is 97.4%

Keywords: ADDIE model, Anibloodtive media
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