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ABSTRAK

Perkembangan teknologi yang semakin pesat membawa pengaruh terhadap kehidupan
masyarakat atau suatu negara. Tidak bisa dipungkiri bahwa ketergantungan dalam
memakai teknologi sulit untuk dihindari, penggunaan teknologi hampir ada di setiap
aspek kehidupan mulai dari banyaknya kemudahan yang dapat kita pergunakan seperti
belanja online, berkomunikasi, bahkan sampai kegiatan belajar mengajar dapat
dilaksanakan secara online atau dalam jaringan. Penggunaan media berbasis digital pada
pembelajaran IPA sangat penting karena memiliki berbagai materi yang bersifat abstrak
dan sulit. Namun kenyataannya pengimplementasian media digital pada pembelajaran
IPA masih sedikit, terutama pada materi perkembangbiakan hewan di kelas VI Sekolah
Dasar. Hal tersebut menjadi landasan bagi pengembangan desain media pembelajaran
interaktif Breedu dalam bentuk aplikasi pada materi perkembangbiakan hewan. Penelitian
ini menggunakan metode Design and Development (D&D) dengan desain penelitian
menggunakan model ADDIE (Analysis, Design, Development, Implementation, and
Evaluation). Penelitian ini melibatkan ahli materi, ahli media, guru, dan peserta didik.
Hasil penelitian dari ahli materi dan ahli media mendapatkan hasil yang sangat layak
dengan presentase hasil validasi ahli materi sebesar 89,2% dan ahli media sebesar 96,3%,
begitupun dengan hasil respon guru dan siswa menunjukkan hasil yang sangat sesuai
dengan presentase respon guru 98,9% dan Respon siswa 96,2%. Oleh karena itu, media
pembelajaran interaktif dalam bentuk aplikasi Breedu pada materi perkembangbiakan
hewan dapat digunakan oleh guru dan siswa secara berkelanjutan.

Kata Kunci: Media Pembelajaran Interaktif, Desain dan Pengembangan, Kodular,
Perkembangbiakan hewan.
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DESIGN AND DEVELOPMENT OF INTERACTIVE BREEDU LEARNING
MEDIA ON ANIMAL BREEDING MATERIALS IN ELEMENTARY
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ABSTRACT

The rapid development of technology has an impact on the life of society or a country. It
is undeniable that dependence on using technology is difficult to avoid, the use of
technology exists in almost every aspect of life starting from the many conveniences that
we can use such as online shopping, communicating, even to teaching and learning
activities that can be carried out online or in a network. The use of digital-based media
in science learning is very important because it has a variety of materials that are abstract
and difficult. But in reality the implementation of digital media in science learning is still
small, especially in animal breeding material in grade VI of elementary school. This
became the basis for the development of Breedu's interactive learning media designs in
the form of applications on animal breeding material. This research uses the Design and
Development (D&D) method with the research design using the ADDIE model (Analysis,
Design, Development, Implementation, and Evaluation). This research involved material
experts, media experts, teachers, and students. The results of research from material
experts and media experts obtained very decent results with the percentage of validation
results of material experts of 89.2% and media experts of 96.3%, as well as the results of
teacher and student responses showing results that were very consistent with the
percentage of teacher responses 98.9% and 96.2% student response. Therefore,
interactive learning media in the form of the Breedu application on animal breeding
material can be used by teachers and students on an ongoing basis.

Keywords: Interactive Learning Media, Design and Development, Kodular, Animal
Breeding.
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