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(2023)

Indah Sukmawati
ABSTRAK

Penelitian dan pengembangan ini bertujuan untuk mendeskripsikan
proses pengembangan dan mengetahui kualitas kelayakan produk media
pembelajaran Adobe Animate berbasis problem based learning. Metode
penelitian yang digunakan adalah Research and Development (R&D)
dengan model pengembangan ADDIE (analysis, design, development,
implementation, and evaluation). Teknik analisis data yang digunakan
berupa teknik analisis data kuantitatif dan kualitatif dengan subjek
penelitian meliputi 3 ahli (ahli materi, ahli bahasa, ahli media), 3 peserta
didik untuk one-to-one, 10 peserta didik untuk small group, 24 peserta
didik field test. Pengumpulan data dilakukan dengan observasi,
wawancara, dan kuesioner. Hasil penelitian ini menunjukkan tingkat
kelayakan dari produk berdasarkan uji validasi ahli materi sebesar 89,6%,
ahli bahasa 95%, ahli media 100%, uji coba guru kelas sebesar 95%, dan
uji coba terhadap peserta didik mendapatkan presentase kelayakan
sebesar 94% dalam uji one-to-one, uji small group sebesar 95%, serta uiji
field test sebesar 91%. Berdasarkan penilaian dari uji validasi ahli, uji coba
guru dan peserta didik, maka dapat disimpulkan bahwa pengembangan
media pembelajaran Adobe Animate berbasis problem based learning
Sangat Layak dan bisa diterapkan sebagai media pembelajaran dalam
proses pembelajaran PPKn di kelas V Sekolah Dasar.

Kata Kunci: Media Pembelajaran, Adobe Animate, Problem Based
Learning



DEVELOPMENT OF ADOBE ANIMATE LEARNING MEDIA BASED ON
PROBLEM-BASED LEARNING ON THE LEARNING CONTENT OF
PPKN CLASS V ELEMENTARY SCHOOL
(2023)

Indah Sukmawati

ABSTRACK

This research and development aims to describe the development process
and determine the quality of the feasibility of Adobe Animate learning
media products based on problem-based learning. The research method
used is Research and Development (R&D) with the ADDIE development
model (analysis, design, development, implementation, and evaluation).
The data analysis technique used is quantitative and qualitative data
analysis techniques with research subjects including 3 experts (material
experts, linguists, media experts), 3 students for one-to-one, 10 students
for small groups, 24 students field test. Data collection was done by
observation, interview, and questionnaire. The results of this study indicate
the feasibility level of the product based on the material expert validation
test of 89.6%, language experts 95%, media experts 100%, classroom
teacher trials of 95%, and trials of students getting a feasibility percentage
of 94% in the one-to-one test, small group test of 95%, and field test test of
91%. Based on the assessment of the expert validation test, teacher and
student trials, it can be concluded that the development of Adobe Animate
learning media based on problem-based learning is very feasible and can
be applied as a learning media in the Civics learning process in grade V
Elementary School.

Keywords: Learning Media, Adobe Animate, Problem Based Learning
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