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PENGEMBANGAN MULTIMEDIA INTERAKTIF PERKALIAN
MATEMATIKA SD NEGERI PAMULANG INDAH

(2025)
Albi Ahmad Ghifari
ABSTRAK

Penelitian pengembangan ini menghasilkan multimedia pembelajaran
interaktif "Perkalian Dasar" untuk pembelajaran Matematika kelas 1V
sekolah dasar. Media ini memuat bahasan utama, yaitu Perkalian. Proses
pengembangannya menggunakan model Rapid Prototyping oleh Tripp and
Bichelmeyer. Penelitian dilakukan dengan tujuan mengenalkan
pemahaman konsep perkalian melalui pendekatan yang interaktif dan
menyenangkan. Penelitian ini melibatkan ujicoba produk oleh Ahli Materi
dengan nilai rata — rata 2.94 yakni kategori Baik, Ahli Media dengan rata —
rata 3.32 yakni kategori Sangat Baik, dan pengguna dengan nilai 96.29%
yakni kategori Sangat Baik. Selain itu, perbaikan dilakukan secara
berkelanjutan untuk mengatasi kekurangan dan meningkatkan kualitas
multimedia. Sehingga, walaupun penelitian ini memiliki beberapa
keterbatasan dalam proses pengembangannya, penilaian tersebut
menunjukkan bahwa multimedia interaktif “Perkalian Dasar” layak
digunakan sebagai media pembelajaran pendukung matematika sekolah

dasar.

Kata Kunci: Multimedia interaktif, multimedia pembelajaran, Matematika,

perkalian, Tripp dan Bichelmeyer, Rapid Prototyping, sekolah dasar



DEVELOPMENT OF INTERACTIVE MULTIMEDIA MULTIPLICATION
OF MATHEMATICS IN PAMULANG INDAH ELEMENTARY SCHOOL

(2025)
Albi Ahmad Ghifari
ABSTRACT

This development research produces interactive learning multimedia “Basic
Muiltiplication” for learning Mathematics grade IV elementary school. This
media contains the main topic, namely Multiplication. The development
process used the Rapid Prototyping model by Tripp and Bichelmeyer. The
research was conducted with the aim of introducing the understanding of
multiplication concepts through an interactive and fun approach. This
research involved product testing by Material Experts with an average score
of 2.94 which is a good category, Media Experts with an average of 3.32
which is a very good category, and users with a score of 96.29% which is a
very good category. In addition, improvements are made continuously to
overcome shortcomings and improve the quality of multimedia. Thus,
although this research has several limitations in the development process,
the assessment shows that the interactive multimedia “Basic Multiplication”
is feasible to use as a supporting learning media for elementary school

mathematics.

Keywords: Interactive multimedia, multimedia learning, Maths,

multiplication, Tripp and Bichelmeyer, Rapid Prototyping, elementary school
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Matematika SD Negeri Pamulang Indah”.
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