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ABSTRAK 
 

Pengembangan Multimedia Interaktif Berbasis Android Dalam Prestasi 
Belajar IPA Peserta Didik Kelas V Sekolah Dasar Gugus Diponegoro 
Kecamatan Banyumas 
 
Penelitian ini bertujuan untuk :(1) mengembangkan multimedia interaktif berbasis 
android muatan pembelajaran IPA materi perubahan wujud benda untuk peserta 
didik kelas V SD Gugus Diponegoro Kecamatan Banyumas, (2) mendeskripsikan 
perencanaan dan proses pembelajaran dengan menggunakan multimedia interaktif 
berbasis android muatan pembelajaran IPA materi perubahan wujud benda untuk 
peserta didik kelas V SD Gugus Diponegoro Kecamatan Banyumas, (3) 
mendeskripsikan efektivitas multimedia interaktif berbasis android yang 
dikembangkan untuk muatan pembelajaran IPA materi perubahan wujud benda 
peserta didik kelas V SD Gugus Diponegoro Kecamatan Banyumas. Penelitian ini 
merupakan jenis penelitian pengembangan (RnD). Populasi dalam penelitian ini 
adalah peserta didik kelas V SD di Gugus Diponegoro Kecamatan Banyumas. 
Metode pengambilan sampel menggunakan sampel berkelompok (Cluster 
Sampling). Subjek uji coba pada tahapan uji coba produk sebanyak 17 peserta 
didik dan pada tahapan uji coba pemakaian sebanyak 70 peserta didik yang 
terbagi dalam kelas kontrol dan kelas eksperimen. Pengumpulan data dilakukan 
melalui wawancara, angket analisis kebutuhan, angket penilaian ahli media dan 
materi, angket respon guru dan peserta didik, serta tes prestasi belajar. Teknik 
analisis data menggunakan uji-t independent dengan taraf signifikansi (ɑ=0,05) 
dengan hasil Ho ditolak dan Ha diterima. Hasil dari penelitian ini adalah  (1) 
multimedia interaktif berbasis android memenuhi kriteria kelayakan dengan 
kategori sangat layak, (2) proses pembelajaran menggunakan multimedia 
interaktif berbasis android muatan pembelajaran IPA materi perubahan wujud 
benda dilakukan dengan pendekatan saintifik, (3) multimedia interaktif berbasis 
android dinyatakan efektif untuk meningkatkan prestasi belajar peserta didik. 
 
 
Kata Kunci: multimedia interaktif , pembelajaran IPA, prestasi belajar  
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ABSTRACT 

Development of Android-Based Interactive Multimedia in Science Learning 
Achievement of Class V Elementary School Students in the Diponegoro Group, 
Banyumas District 

This study aims to: (1) develop interactive multimedia based on android-based 
science learning content for material transformation of objects for fifth grade 
students at SD Gugus Diponegoro, Banyumas District, (2) describe the planning 
and learning process by using interactive multimedia based on android-based 
science learning content change material form of objects for fifth grade students 
of SD Gugus Diponegoro, Banyumas District, (3) describes the effectiveness of 
android-based interactive multimedia developed for science learning content 
material changes in object form for fifth grade students of Diponegoro 
Elementary School, Banyumas District. This research is a type of development 
research (RnD). The population in this study were fifth grade elementary school 
students in the Diponegoro Cluster, Banyumas District. The sampling method 
used a group sample (Cluster Sampling). The test subjects at the product trial 
stage were 17 students and at the usage trial stage as many as 70 students were 
divided into a control class and an experimental class. Data was collected 
through interviews, needs analysis questionnaires, media and material expert 
assessment questionnaires, teacher and student response questionnaires, and 
learning achievement tests. The data analysis technique used independent t-test 
with a significance level (ɑ = 0.05) with the result that Ho was rejected and Ha 
was accepted. The results of this study are (1) android-based interactive 
multimedia meets the eligibility criteria with a very feasible category, (2) the 
learning process using android-based interactive multimedia learning content in 
science is carried out with a scientific approach, (3) android-based interactive 
multimedia is stated effective to improve student learning achievement. 

 

 

Keywords: interactive multimedia, science learning, learning achievement 
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