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INTI SARI
Penelitian ini dilatarbelakangi oleh rendahnya minat dan pemahaman siswa kelas
IIT SD Negeri Condongcatur pada materi panca indra akibat penggunaan metode
pembelajaran yang masih konvensional dan kurang interaktif. Selain itu,
keterbatasan penggunaan perangkat mobile di sekolah menjadi alasan perlunya

pengembangan media berbasis desktop.

Penelitian ini bertujuan untuk mengembangkan serta mengetahui tingkat kelayakan
dan efektivitas media pembelajaran interaktif berbasis desktop pada materi panca
indra. Metode yang digunakan adalah Research and Development (R&D) dengan
model Multimedia Development Life Cycle (MDLC). Tahapan pengembangan
meliputi konsep, desain, pengumpulan materi, perakitan, pengujian, dan distribusi.
Pengujian dilakukan melalui validasi ahli, uji coba pengguna, serta analisis

peningkatan hasil belajar menggunakan pretest dan posttest.

Hasil penelitian menunjukkan bahwa media yang dikembangkan layak digunakan
serta mampu meningkatkan pemahaman dan motivasi belajar siswa. Media ini
dapat menjadi solusi inovatif bagi guru dalam menyampaikan materi IPA secara

lebih menarik, interaktif, dan sesuai dengan kebijakan sekolah.

Kata kunci: Media Interaktif, Pembelajaran IPA, Desktop, Panca Indra,

Pengembangan Multimedia.
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ABSTRACT
Science learning on the topic of the five senses in grade III of SD Negeri
Condongcatur is still dominated by lecture methods and textbook-based instruction,
resulting in low student engagement and limited conceptual understanding. In
addition, school policies that prohibit the use of mobile phones restrict the
implementation of mobile-based learning media. Therefore, this study aims to
develop a desktop-based interactive learning media that is feasible and effective in

improving students’ motivation and learning outcomes.

This research employed the Research and Development (R&D) method using the
Multimedia Development Life Cycle (MDLC) model, which consists of six stages:
concept, design, material collecting, assembly, testing, and distribution. The
research subjects were third-grade students of SD Negeri Condongcatur. Data were
collected through interviews, observations, expert validation (media and subject
matter experts), and pretest-posttest instruments. System testing was conducted
using Black Box Testing, Alpha Testing, and Beta Testing, while learning

improvement was analyzed using the N-Gain score.

The results indicate that the developed interactive learning media is feasible based
on expert validation and received positive responses from teachers and students.
The comparison of pretest and posttest results shows an improvement in students’
understanding of the five senses material. Therefore, the desktop-based interactive
learning media is effective as an alternative instructional tool to enhance science

learning in elementary school.

Keywords: Interactive Learning Media, Desktop-Based Learning, Science

Education, Five Senses, MDLC.
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