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INTISARI

Penelitian ini dilatarbelakangi oleh hasil observasi dan wawancara di SD Negeri
Condongcatur pada materi penjumlahan dan pengurangan kelas Il. Meskipun rata-
rata nilai siswa telah mencapai Kriteria Ketuntasan Minimal (KKM), proses
pembelajaran masih ditemukan berbagai permasalahan, seperti kurangnya variasi
media pembelajaran, rendahnya keterlibatan aktif siswa, serta kecenderungan siswa
cepat bosan ketika materi disampaikan secara konvensional menggunakan buku
dan papan tulis. Kondisi ini menyebabkan pembelajaran kurang menarik dan
kurang optimal dalam meningkatkan motivasi belajar siswa. Selain itu, karena
sekolah tidak memperbolehkan penggunaan perangkat mobile secara individu,
media dikembangkan berbasis desktop agar dapat digunakan secara kolektif

melalui laptop dan proyektor yang tersedia.

Penelitian ini menggunakan pendekatan Research and Development (R&D) dengan
model pengembangan Multimedia Development Life Cycle (MDLC) yang meliputi
enam tahap: Concept, Design, Material Collecting, Assembly, Testing, dan
Distribution. Media dikembangkan menggunakan Processing IDE dan
menghasilkan aplikasi desktop interaktif yang menyajikan materi secara bertahap,
latihan soal, kuis, serta umpan balik langsung.

Hasil pengujian menunjukkan bahwa media sangat layak digunakan, dengan
persentase kelayakan dari ahli media sebesar 81,33% dan dari ahli materi sebesar
92%. Efektivitas media dibuktikan melalui peningkatan hasil belajar siswa, dengan
nilai rata-rata pretest 77,01 meningkat menjadi 93,4 pada posttest, serta perolehan
nilai N-Gain sebesar 0,715 yang termasuk dalam kategori tinggi. Dengan demikian,
media pembelajaran interaktif berbasis desktop ini efektif dalam meningkatkan
pemahaman siswa terhadap materi penjumlahan dan pengurangan serta layak

digunakan sebagai alat bantu pembelajaran di sekolah dasar.

Kata Kunci: Media Pembelajaran Interaktif, Penjumlahan dan Pengurangan,
Desktop, R&D, MDLC, Processing IDE
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ABSTRACT

This research is motivated by observations and interviews at SD Negeri
Condongcatur regarding addition and subtraction material for second-grade
students. Although the students' average scores have reached the Minimum
Completeness Criteria (KKM), various problems were still found in the learning
process, such as a lack of variety in learning media, low active student engagement,
and a tendency for students to become bored quickly when the material is delivered
conventionally using textbooks and blackboards. This condition makes learning
less attractive and less than optimal in increasing student motivation. Furthermore,
because the school does not allow the individual use of mobile devices, the media
was developed on a desktop basis so that it can be used collectively through

available laptops and projectors.

This research employs a Research and Development (R&D) approach with the
Multimedia Development Life Cycle (MDLC) model, which consists of six stages:
Concept, Design, Material Collecting, Assembly, Testing, and Distribution. The
media was developed using the Processing IDE, resulting in an interactive desktop
application that presents material gradually, provides practice questions, quizzes,

and direct feedback.

The test results show that the media is highly feasible to use, with feasibility
percentages of 81.33% from media experts and 92% from subject matter experts.
The effectiveness of the media is evidenced by the improvement in student learning
outcomes, with the average pretest score of 77.01 increasing to 93.4 in the posttest,
and an N-Gain value of 0.71, which falls into the high category. Thus, this desktop-
based interactive learning medium is effective in enhancing students' understanding
of addition and subtraction and is suitable for use as a learning aid in elementary

schools.

Keywords: Interactive Learning Media, Addition and Subtraction, Desktop, R&D,
MDLC, Processing IDE
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