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INTISARI

Perkembangan komputer telah berkembang dengan sangat cepat. Hampir
diseluruh bidang pekerjaan menggunakan komputer untuk meringankan tugas
manusia. Pengembangan media pembelajaran pengenalan penggolongan hewan
dilakukan berdasarkan analisis kebutuhan subjek penelitian yang membutuhkan
media dalam proses pembelajaran dan media tersebut diharapkan dapat membantu

penyampaian materi secara konkrit. Media diujicobakan di SD Negeri Baturan 2.

Metode vyang digunakan dalam mengetahui pokok permasalahan
menggunakan wawancara dan observasi. Serta metode yang digunakan dalam

penelitian ini adalah metode Research and Development (R&D).

Untuk mengatasi permasalahan yang ada adalah dengan membangun
aplikasi media pembelajaran interaktif penggolongan hewan menggunakan Adobe
Animate. Penelitian ini menghasilkan sebuah aplikasi media interaktif yang
berisikan informasi mengenai penggolongan hewan diantaranya materi
pembelajaran dan game latihan soal berupa kuis. Skor penilaian aplikasi ini
berdasarkan hasil kuesioner kepada 21 siswa menghasilkan presentase 88,56%

dan dapat dikategorikan sangat baik.

Kata kunci: Media Interaktif, Adobe Animate, Metode Research and
Development (R&D), Aplikasi, Penggolongan Hewan.
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ABSTRACT

The development of computers has grown very quickly. Almost all fields
of work use computers to ease human tasks. The development of learning media
for the introduction of animal classification is carried out based on an analysis of
the needs of research subjects who need media in the learning process and this
media is expected to help convey material concretely. The media was tested at SD

Negeri Baturan 2.

The method used in knowing the main problem using interviews and
observation. As well as the method used in this research is the Research and
Development (R&D) method.

To overcome the existing problems is to build an interactive learning
media application for classifying animals using Adobe Animate. This research
produces an interactive media application that contains information about the
classification of animals including learning materials and game practice questions
in the form of quizzes. The score of this application assessment is based on the
results of the questionnaire to 21 students resulting in a percentage of 88,56% and

can be categorized as very good.

Keyword: Interactive Media, Adobe Animate, Research and Development (R&D)
Methods, Applications, Classification of Animals.
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