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ABSTRAK

Penelitian ini berjudul “Pengembangan Media Audiovisual Berbasis Animaker Pada
Mata Pelajaran Sejarah Kelas X di SMA Negeri 2 Prabumulih”. Rumusan masalah
pada penelitian ini yaitu pengembangan media audiovi.equal berbasis Animaker dan
bagaimana efektivitas media pembelajaran berbasis Animaker pada mata pelajaran
sejarah Kelas X di SMA Negeri 2 Prabumulih. Adapun tujuan dari penelitian ini adalah
mengembangakan media audiovisual pada pembelajaran sejarah dengan materi Benteng
Kuto Besak yang valid, praktis dan memiliki efektivitas terhadap hasil belajar peserta
didik. Penelitian ini merupakan jenis penelitian pengembangan yang menggunakan
model pengembangan Hannafic dan Peck. Model pengembangan Hannafic dan Peck
mempunyai tiga tahapan yaitu (1) tahap analisis kebutuhan, (2) tahap desain, dan (3)
tahap pengembangan dan implementasi, serta evaluasi dan revisi pada setiap tahapan.
Kevalidan media audiovisual berbasis Animaker pada penelitian ini dinilai oleh tiga ahli
yaitu ahli materi, ahli desain pembelajaran, dan ahli media. Kevalidan materi sebesar
3,89 dengan kategori valid, kevalidan desain pembelajaran sebesar 4,42 dengan kategori
sangat valid dan kevalidan media sebesar 4,04 dengan kategori valid. Penelitian yang
dilakukan di Kelas X IPS 1 di SMA Negeri 2 Prabumulih dengan menggunakan media
audiovisual berbasis Animaker ini memiliki efek pontesial terhadap hasil belajar peserta
didik. Hal ini dibuktikan pada uji coba lapangan, pada hasil nilai pretest peserta didik
sebesar 39,11% dengan kategori kurang baik dan hasil nilai posttest peserta didik
sebesar 78,23% dengan kategori baik, yang mengalami peningkatan sebesar 39,12% dan
nilai Ngain sebesar 0,76 dengan kriteria tinggi. Maka berdasarkan hasil data tersebut
dapat disimpulkan bahwa media audiovisual berbasis Animaker memiliki dampak
efektifitas terhadap hasil belajar peserta didik.

Kata Kunci : Penelitian pengembangan, Model pengembangan Hannafic dan Peck,
Animaker, Media audiovisual, Animaker.
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ABSTRACT

This research is entitled "Development of Media Audiovisual Based Animaker- in the
Class X Social Sciences Subject at Senior High School Number 2 Prabumulih". The
formulation of the problem in this research is the development of Animaker-based
audiovisual media and how the effectiveness of Animaker-based learning media in the
history subjects of Class X at Senior High School Number 2 Prabumulih. The purpose of
this research is to develop audiovisual media in history learning with the Kuto Besak
Fortress material that is valid, practical and has effectiveness on learning outcomes.
learners. This research is a type of development research that uses the Hannafic and Peck
development model. The Hannafic and Peck development model has three stages, namely
(1) the needs analysis stage, (2) the design stage, and (3) the development and
implementation stages, as well as evaluation and revision at each stage. The validity of
media audiovisual based Animaker on this research assessed by three experts, namely
subject matter experts, instructional design experts and media experts. The validity of the
material is 3.89 with the valid category, the validity of the learning design is 4.42 with the
very valid category and the validity of the media is 4.04 with the valid category. The
research which was conducted in Class X Social Sciences at Senior High School Number
2 Prabumulih using the media has audiovisual -based Animaker controversial effect on
student learning outcomes. This is evidenced in field trials, the results of the scores pretest
of students were 39.11% with a poor cateuorr and the results of the scores pottest of
students were 78.23% with a good category, which increased by 39.12% and value Ngain's
was 0.76 with high criteria. So based on the results of these data it can be concluded that
the media audiovisual -based Animaker has an effective impact on student learning
outcomes.

Keywords: Development research, Hannafic and Peck's development model, Animaker,
Audiovisual media, Animaker.
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