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INTISARI

Penerapan Multimedia sebagai media pembelajaran merupakan salah satu
cara yang dapat digunakan untuk memperlancar komunikasi dalam proses belajar
mengajar bagi anak-anak. Pembelajaran berbasis multimedia dikembangkan atas
dasar pembelajaran aktif untuk memperkuat dan mengefektifkan stimulus dan
respon pada anak-anak. Perpaduan komponen media yang menarik seperti suara,
gambar,video dan animasi bertujuan untuk memudahkan anak-anak berinteraksi
secara langsung dengan media tersebut.

Media Pembelajaran interaktif berbasis multimedia ini juga membantu
para guru dalam proses mengajar peserta didiknya .Sehingga penggunaan
multimedia sebagai media pembelajaran dapat menjadi alternatif dan dapat
mempermudah proses belajar mengajar di PAUD Desa Boafeo. Media
pembelajaran pengenalan alat transportasi dan hewan dibuat untuk anak usia 3
sampal 4 tahun. Di mana media pembelajaran bertujuan untuk membantu anak
mengenal alat transportasi dan hewan dalam bentuk gambar,video, animasi dan
suara. Dengan media, anak-anak belajar lebih mudah untuk mengenal alat
transportasi dan hewan. Selain belajar anak-anak juga merasa senang dan tidak
bosan.

Penelitian ini menyimpulkan bahwa pembelajaran interaktif berbasis
multimedia yang dirancang secara menarik akan membangkitkan motivasi dan
rangsangan kegiatan belajar peserta didik, membantu peserta didik meningkatkan
pemahaman materi pembelajaran serta menumbuhkan kreativitas belajar sehingga
akan berdampak pada peningkatan kualitas pembelajaran.

Kata kunci : interaktif, media pembelajaran, anak-anak, hewan, transportasi
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ABSTRACT

The application of Multimedia as a learning medium is one way that can
be used to facilitate communication in the teaching and learning process for
children. Multimedia-based learning is developed on the basis of active learning
to strengthen and make the stimulus and response effective in children. The
combination of interesting media components such as sound, images, videos and
animations aims to make it easier for children to interact directly with the media.

This multimedia-based interactive learning media also helps teachers in
the teaching process of their students. So the use of multimedia as a learning
media can be an alternative and can facilitate the teaching and learning process
in PAUD Boafeo Village. Learning media for the introduction of transportation
and animals is made for children aged 3 to 4 years. Where the learning media
aims to help children recognize transportation and animals in the form of images,
videos, animations and sounds. With media, children learn easier to recognize
means of transportation and animals. In addition to learning the children also feel
happy and not bored. This study concludes that attractively designed multimedia-
based interactive learning will generate motivation and stimulation for student
learning activities, help students improve understanding of learning materials and
foster learning creativity so that it will have an impact on improving the quality of
learning. In addition to learning the children also feel happy and not bored. This
study concludes that attractively designed multimedia-based interactive learning
will generate motivation and stimulation for student learning activities, help
students improve understanding of learning materials and foster learning
creativity so that it will have an impact on improving the quality of learning. In
addition to learning the children also feel happy and not bored.

This study concludes that attractively designed multimedia-based
interactive learning will generate motivation and stimulation for student learning
activities, help students improve understanding of learning materials and foster
learning creativity so that it will have an impact on improving the quality of
learning.

Keywords: interactive, learning media, children, animals, transportation
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