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Indah Putri Pratiwi. 2022. Pengembangan multimedia interaktif praktikum ruang
pintar (parupin) Kelas V Tema 9 Subtema 2 Sekolah Dasar. Skripsi, Program Studi
Pendidikan Guru Sekolah Dasar, Fakultas Ilmu Pendidikan, Universitas Trunojoyo
Madura. Pembimbing: Isna Ida Mardiyana S.Pd., M.Pd

ABSTRAK

Tujuan penelitian pengembangan ini yaitu (1) mengetahui kevalidan
pengemabangan multimedia interaktif parupun dilihat berdasarkan validasi ahli, (2)
mengetahui kepraktisan pengembangan multimedia interaktif parupin dilihat dari
observasi aktivitas pendidik dan peserta didik, (3) mengetahui keefektifan
multimedia interaktif dilihat dari tes hasil belajar dan angket respon peserta didik.
Media pembelajaran yang dikembangkan yaitu, multimedia interaktif praktikum
ruang pintar (parupin) berbasis android kelas V tema 9 subtema 2 sekolah dasar..
Model pengembangan menggunakan model ADDIE. Multimedia interaktif parupin
dikembangkan melalui beebrapa uji kevalidan melalui beberapa ahli yaitu, ahli
media pembelajaran 92,8%, ahli desain pembelajaran 78,0%, ahli materi
pembelajaran 96,0% dan ahli bahasa 91,4%. Hasil perolehan penelitian yang
dilakukan dengan lembar validasi dengan menghasilkan perolehan rata-rata
persentase kevalidan validasi ahli sebesar 89,55% dengan kategori sangat valid.
Kepraktisan diperoleh melalui lembar observasi aktivitas pendidik yaitu, 97,3%
dan lembar observasi aktivitas peserta didik sebesar 96,0% dengan kategori sangat
praktis. Kategori keefektifan diperoleh melalui tes hasil belajar sejumlah 95,4%
dengan kategori sangat efektif dan lembar angket respon peserta didik yaitu, 96,4%
kategori sangat efektif. Berdasarkan hasil tersebut dinyatakan bahwa produk media
pembelajaran berupa multimedia interaktif parupin dinyatakan valid, praktis dan
efektif digunakan di sekolah dasar kelas V.

Kata Kunci: Pengembangan Multimedia Interaktif Parupin Berbasis Android,
Tema 9 Subtema 2
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Indah Putri Pratiwi. 2022. The Development of Interactive Mulimedia of parupin
Theme 9 for Class V Elementary School. Thesiss, Elementary School Teacher Study
Program, Faculty of Education, University of Trunojoyo Madura. Supervisor: Isna
Ida Mardiyana S.Pd.,M,Pd.

ABSTRACT

The objectives of this development research are (1) to determine the validity of the
development of interactive multimedia in the lungs based on expert validation, (2)
to find out the practicality of developing interactive multimedia in the lungs as seen
from the observations of the activities of educators and students, (3) to determine
the effectiveness of interactive multimedia in terms of learning outcomes and test
results. student response questionnaire. The learning media developed is
interactive multimedia smart room practicum (parupin) based on android class V
theme 9 sub-theme 2 elementary school. The development model uses the ADDIE
model. Pulupin interactive multimedia was developed through several validity tests
through several experts, namely, learning media experts 92.8%, learning design
experts 78.0%, learning materials experts 96.0% and linguists 91.4%. The results
of the research carried out with the validation sheet resulted in the average
percentage of expert validation being 89.55% in the very valid category.
Practicality is obtained through the teacher activity observation sheet, namely,
97.3% and the student activity observation sheet at 96.0% with a very practical
category. The effectiveness category was obtained through the learning outcomes
test of 95.4% in the very effective category and the student response questionnaire
sheet, namely, 96.4% in the very effective category. Based on these results, it was
stated that the learning media product in the form of interactive multimedia Pulpin
was declared valid, practical and effective for use in elementary school grade V.

Keywords: Development Parupin Interactive Multimedia Android Based, Theme
9 Sub Theme 2



