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ABSTRAK  

 

Happy Syafiatul Magfiroh, Dosen Pembimbing Puspoko Ponco Ratno, M.T. dan 

Aulia Rohmawati, M.Pd., Pengembangan Multimedia Pembelajaran Berbasis 

Animaker Pada Tema 6 Dalam Meningkatkan Efektivitas Pembelajaran Pada 

Siswa Kelas 1 di SD Islam Nahdlatul Ulama’ Pare, Skripsi, Program Studi 

Pendidikan Guru Madrasah Ibtidaiyah, Fakultas Tarbiyah, IAIN Kediri, 2023 

 

Kata Kunci : Animaker, Tematik, Efektivitas 

 

Penelitian dan pengembagan dilatarbelakangi oleh permasalahan yaitu guru 

masih menggunakan media gambar yang masih monoton isi materinya. Padahal di 

sekolah sudah terdapat fasilitas berupa LCD proyektor dan televisi. Selain itu, guru juga 

masih menggunakan metode pembelajaran yang konvensional dalam bentuk ceramah 

dan metode webbed yang mengakibatkan siswa kurang efektif dan nilainya masih 

berada di bawah KKM. Tujuan penelitian dan pengembangan ini adalah untuk 

mengetahui pengembangan, proses pembelajaran, dan tingkat efektivitas multimedia 

pembelajaran berbasis animaker pada tema 6 subtema 1 kelas I di SD Islam Nahdlatul 

Ulama’ Pare. 

Jenis penelitian ini adalah Research and Development (R & D) dengan 

menggunakan model ADDIE yang terdiri 5 tahapan yaitu Analisis (Analysis), Desain 

(Design), Pengembangan (Development), Implementasi (Implementation), dan Evaluasi 

(Evaluation). Instrumen dalam penelitian dan pengembangan ini meliputi wawancara, 

angket, observasi dan dokumentasi. Validasi dan uji coba produk dilakukan oleh ahli 

materi, ahli media, dan ahli pembelajara atau bidang studi.  

Hasil dari penelitian dan pengembangan ini adalah multimedia berbasis 

animaker yang dikembangkan dengan menggunakan website animaker, aplikasi inshot 

dan capcut. Hasil validasi menunjukkan bahwa multimedia pembelajaran berbasis 

animaker memperoleh penilaian dari validator ahli materi dengan skor presentase 

sebesar 88, 75% yang dikategorikan sangat valid, validator ahli media memperoleh 

presentase skor sebesar 85% yang dikategorikan sangat valid, selanjutnya validator ahli 

pembelajaran atau guru bidang studi memperoleh presentase skor sebesar 96% yang 

dikategorikan sangat valid. Hasil Uji-t memperoleh taraf signifikansi sebesar 0,00 < 

0,05 yang menunjukkan bahwa data yang dibandingkan memang berbeda secara 

signifikan. Dari hasil  uji N-gain diketahui bahwa penggunaan multimedia pembelajaran 

berbasis animaker memperoleh kategori indeks gain tinggi terdapat 15 (54%) siswa, 

untuk kategori indeks gain sedang terdapat 12 (43%) siswa, dan kategori rendah 

terdapat 1 (3%) siswa. Selain itu, juga dibuktikan dengan perolehan hasil pre – test dan 

post – test menunjukkan bahwa post – test lebih tinggi daripada pre – test. Presentase 

ketuntasan belajar siswa dari hasil Pre – Test sebesar 77%, sedangkan ketuntasan 

belajar siswa dari Post – Test sebesar 91%. Dengan demikian dapat disimpulkan bahwa 

multimedia pembelajaran berbasis animaker dapat meningkatkan efektivitas 

pembelajaran pada kelas 1 Tema 6 Dalam Meningkatkan Efektivitas Pembelajaran Pada 

Siswa Kelas 1 di SD Islam Nahdlatul Ulama’ Pare. 
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ABSTRACT 
 

Happy Syafiatul Magfiroh, Supervisors Puspoko Ponco Ratno, M.T. and Aulia 

Rohmawati, M.Pd., Development of Animaker-Based Learning Multimedia on 

Theme 6 in Improving Learning Effectiveness in Grade 1 Students at Nahdlatul 

Ulama Islamic Elementary School Pare, Thesis, Madrasah Ibtidaiyah Teacher 

Education Study Program, Faculty of Tarbiyah, IAIN Kediri, 2023. 

 

Keywords: Animaker, Thematic, Effectiveness 

 

Research and development is motivated by the problem that teachers still use 

picture media that is still monotonous in its material content. Even though the school 

already has facilities in the form of LCD projectors and televisions. In addition, teachers 

also still use conventional learning methods in the form of lectures and webbed methods 

which result in students being less effective and their scores are still below the KKM. 

The purpose of this research and development is to determine the development, learning 

process, and level of effectiveness of animaker-based learning multimedia on theme 6 

subtheme 1 grade I at Nahdlatul Ulama' Pare Islamic Elementary School. 

This type of research is Research and Development (R & D) using the ADDIE 

model which consists of 5 stages, namely Analysis, Design, Development, 

Implementation, and Evaluation. The instruments in this research and development 

include interviews, questionnaires, observation and documentation. Product validation 

and trials were carried out by material experts, media experts, and subject matter 

experts.  

The results of this research and development are animaker-based multimedia 

developed using the animaker website, inshot and capcut applications. The validation 

results show that animaker-based learning multimedia obtained an assessment from 

material expert validators with a percentage score of 88, 75% which is categorized as 

very valid, media expert validators obtained a percentage score of 85% which is 

categorized as very valid, then learning expert validators or subject matter teachers 

obtained a percentage score of 96% which is categorized as very valid. The t-test results 

obtained a significance level of 0.00 < 0.05, indicating that the data compared were 

significantly different. From the N-gain test results, it is known that the use of 

animaker-based learning multimedia obtained a high gain index category of 15 (54%) 

students, for the medium gain index category there were 12 (43%) students, and the low 

category had 1 (3%) student. In addition, it is also evidenced by the acquisition of pre-

test and post-test results showing that the post-test is higher than the pre-test. The 

percentage of student learning completeness from the Pre-Test results was 77%, while 

student learning completeness from the Post-Test was 91%. Thus it can be concluded 

that animaker-based learning multimedia can increase the effectiveness of learning in 

grade 1 Theme in Improving Learning Effectiveness in Grade 1 Students at Nahdlatul 

Ulama 'Pare Islamic Elementary School. 
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