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ABSTRAK 

Penelitian ini dilatarbelakangi oleh kurangnya pemahaman peserta didik mengenai materi 

karya seni rupa. Hal ini disebabkan karena guru kurang memberikan materi karya seni rupa 

kepada peserta didik, kurangnya penggunaan media pembelajaran dalam proses kegiatan 

belajar mengajar, dan kurangnya pemahaman guru dalam memanfaatkan teknologi digital 

dalam pembelajaran. Berdasarkan hal tersebut peneliti mengembangkan media 

pembelajaran flash card digital materi karya seni rupa. Tujuan penelitian ini untuk 

mengetahui proses pengembangkan produk, menilai kelayakan produk, dan mengetahui 

respon pengguna dalam menggunakan media pembelajaran flash card digital materi karya 

seni rupa. Penelitian ini menggunakan model pengembangan ADDIE (Analyze, Design, 

Development, Implementation, Evaluatin). Instrumen yang digunakan dalam 

mengumpulkan data menggunakan instrumen wawancara dan angket dengan subjek 

penelitian 1 guru dan 26 peserta didik kelas II SD. Uji kelayakan dilakukan setelah 

merancang media pembelajaran yang dilakukan oleh 2 ahli materi dan 2 ahli media. Hasil 

dari uji kelayakan, media pembelajaran flash card digital mendapatkan presentase rata- rata 

sebesar 93% dengan kategori “Sangat Layak” untuk diujicobakan kepada pengguna. 

Setelah diujicobakan kepada guru dan siswa, media pembelajaran flash card digital 

mendapatkan presentase rata- rata sebesar 99,5% dengan kategori “Sangat Layak” 

Kata Kunci: Karya Seni Rupa, Media Pembelajaran, Flash Card Digital.  
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ABSTRACK 

The rationale of this study is motivated by the lack of student understanding of visual 

artwork materials. Because the teachers are not providing the subject of visual artwork, 

they are not mastering teaching and learning activities in the subject, and not knowing how 

to utilize digital technology in the learning process.  Based on the previous rationale, the 

researcher developed digital flash card learning media for visual artwork materials. The 

purpose of this study was to determine the process of developing products, assessing 

product feasibility, and knowing user responses in using digital flash card learning media 

for visual art materials. This study uses the ADDIE development model (Analyze, Design, 

Development, Implementation, Evaluation). This study uses two instruments for collecting 

data: Interview and quationnare. The participants are 27 people, a teacher and 26 students 

grade II elementary school students. The feasibility test was carried out after designing the 

learning media which was carried out by 2 material experts and 2 media experts. The results 

of the feasibility test, digital flash card learning media get an average percentage of 93% 

with the category "Very Feasible" to be tested to users. After being tested on teachers and 

students, digital flash card learning media received an average percentage of 99.5% in the 

"Very Feasible" category. 

Keywords: Visual art Works, Learning Media, Digital Flash Cards. 
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