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INTISARI 

 

Penelitian ini bertujuan untuk mengembangkan media pembelajaran interaktif 

dengan memanfaatkan Adobe Animate sebagai sarana pembelajaran Ilmu 

Pengetahuan Alam dan Sosial (IPAS) di MI Muhammadiyah Jumoyo. Selama proses 

belajar mengajar, media pembelajaran tradisional dinilai kurang mampu menarik 

minat siswa secara optimal, sehingga diperlukan inovasi penyampaian materi yang 

lebih menarik dan interaktif. Media interaktif ini diharapkan dapat mempermudah 

siswa dalam memahami materi sekaligus meningkatkan semangat belajar mereka. 

Proses pengembangan menggunakan model ADDIE, yang meliputi lima tahap: 

Analysis (analisis), Design (perancangan), Development (pengembangan), 

Implementation (penerapan), dan Evaluation (evaluasi). Tahap awal berupa analisis 

kebutuhan dilakukan melalui observasi serta wawancara dengan guru dan siswa guna 

mengidentifikasi kendala dalam pembelajaran. Tahap desain difokuskan pada 

penyusunan media yang sesuai dengan karakteristik peserta didik sekolah dasar, 

seperti pemilihan warna, animasi, dan elemen interaktif lainnya. Pembuatan media 

dilakukan menggunakan Adobe Animate yang mendukung interaksi antara pengguna 

dan konten pembelajaran, termasuk fitur kuis dan animasi. Setelah proses 

perancangan, media diimplementasikan dan diuji coba bersama guru dan siswa 

sebagai pengguna utama. Uji coba ini bertujuan mengevaluasi sejauh mana media 

dapat meningkatkan pemahaman siswa terhadap materi yang disampaikan. Guru pun 

memberikan tanggapan positif, menyatakan bahwa materi menjadi lebih mudah 

untuk dijelaskan. Hasil penelitian menunjukkan bahwa media pembelajaran 

interaktif berbasis Adobe Animate mampu meningkatkan keterlibatan siswa, 

mempermudah pemahaman konsep, serta menciptakan suasana belajar yang lebih 

menyenangkan. 

 

Kata kunci: Media interaktif, Adobe Animate, ADDIE, IPAS 
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ABSTRACT 

 

This study aims to develop an interactive learning medium using Adobe Animate as 

an instructional tool for Natural and Social Sciences (IPAS) at MI Muhammadiyah 

Jumoyo. In the learning process, conventional media are often ineffective in 

capturing students’ attention, thereby necessitating innovative approaches that are 

more engaging and interactive. The presence of this interactive medium is expected 

to facilitate students’ understanding of the taught concepts and enhance their 

learning motivation. The development process follows the ADDIE model, which 

consists of five phases: Analysis, Design, Development, Implementation, and 

Evaluation. In the analysis phase, learning needs were identified through 

observations and interviews with teachers and students to understand the challenges 

encountered during the teaching and learning process. The design phase involved 

determining the structure and visual elements of the interactive media tailored to the 

characteristics of elementary school students, including the selection of colors, 

animations, and interactive components. The interactive media was developed using 

Adobe Animate, utilizing features that support user interaction with the learning 

content, such as interactive quizzes and animations. After the design was completed, 

the media was implemented and tested with teachers and students as the primary 

users. This trial aimed to assess the effectiveness of the media in improving students’ 

comprehension of the subject matter. The media also received positive feedback from 

teachers, who noted that it facilitated easier delivery of the material. The findings of 

the study indicate that the Adobe Animate-based interactive learning media 

successfully increased student engagement, enhanced conceptual understanding, 

and provided a more enjoyable learning experience. 
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