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ABSTRAK 

 
Penelitian ini bertujuan untuk mengembangkan media pembelajaran 
Interactive Virtual Field Trip pada muatan pelajaran IPAS Bab 6 
"Indonesiaku Kaya Budaya" kelas IV Sekolah Dasar. Subjek penelitian ini 
adalah siswa kelas empat SDN Tanah Tinggi 01 Pagi. Penelitian ini 
menggunakan jenis penelitian dan model Research and Development 
dengan pendekatan Hannafin and Peck. Instrumen yang digunakan 
adalah kuesioner. Penilaian produk media dilakukan oleh tiga ahli, yaitu: 
ahli materi, ahli media dan ahli bahasa. Hasil penilaian oleh ahli materi 
mendapat skor 90% dengan kategori sangat baik. Penilaian oleh ahli 
media mendapat skor 95,80% dalam kategori sangat baik. Penilaian oleh 
ahli bahasa mendapat skor 91,60% dalam kategori sangat baik. Hasil data 
analisis validasi penilaian ahli mendapatkan skor kelayakan produk 
sebesar 92,46% sehingga mendapatkan kategori yang sangat baik. 
Sedangkan dalam uji coba  one to one, small group, dan Field test. Dalam 
uji Coba one to one (3 siswa) mendapat skor 90,47% dengan kategori 
sangat baik, dalam uji coba small group (5 siswa) mendapatkan skor 
91,42%, dan dalam uji coba Field test (23 siswa) mendapatkan skor 
91,30% dengan kategori sangat baik. Hasil uji efektivitas didapatkan 
terdapat perbedaan hasil belajar siswa setelah menerapkan media 
pembelajaran Interactive Virtual Field Trip. Disimpulkan bahwa Interactive 
Virtual Field Trip pada mata pelajaran IPAS layak digunakan sebagai 
bahan atau media tambahan yang dapat digunakan oleh siswa sekolah 
dasar di Indonesia. 
 
Kata Kunci:Interactive Virtual Field Trip, Indonesiaku Kaya Budaya, IPAS. 
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DEVELOPMENT OF MEDIA INTERACTIVE VIRTUAL FIELD TRIP TO 
IMPROVE STUDENTS LEARNING OUTCOMES IN SCIENCE 

LEARNING IN CLASS IV ELEMENTARY SCHOOL 
(2023) 

 
Agil Hazim  

 
ABSTRACT 

 
This study aims to develop interactive virtual field trip learning media for 
Natural and social sciences chapter 6 "Indonesia is Rich in Culture" class 
IV elementary school content. The subjects of this study were fourth grade 
students at SDN Tanah Tinggi 01 Pagi. This study uses research types 
and Research and Development models with the Hannafin and Peck 
approach. The instrument used is a questionnaire. Evaluation of media 
products is carried out by three experts, namely: material expert, media 
expert and linguist. The results of the assessment by material experts 
scored 90% in the very good category. Assessment by media experts got 
a score of 95.80% in the very good category. Assessment by linguists 
scored 91.60% in the very good category. The results of the expert 
assessment validation analysis data get a product feasibility score of 
92.46% so that it gets a very good category. Meanwhile, in one to one, 
small group, and field tests. In the one t one trial (3 students) a score of 
90.47% was in the very good category, in the small group trial (5 students) 
a score of 91.42%, and in the Field test (23 students) a score of 91 .30% 
in the very good category. The results of the effectiveness test found that 
there were differences in student learning outcomes after implementing 
the Interactive Virtual Field Trip learning media. It was concluded that the 
Interactive Virtual Field Trip on Natural and social sciences subjects is 
appropriate to be used as additional material or media that can be used by 
elementary school students in Indonesia. 
 
Keywords: Interactive Virtual Field, Indonesia rich in culture, Natural and 
social sciences 
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MOTTO 

 

Tidak ada jalan mudah menuju kebebasan, dan banyak dari kita akan 

harus melewati lembah gelap menyeramkan. Lagi dan lagi sebelum 

akhirnya kita meraih puncak kebahagiaan 
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