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ABSTRACT 

Eko Purwanto. 2021. Development of Adobe Animate-Based Learning Media. 

Cube and block material for Fifth Grade Elementary School Students, 

Sunan Langgar Sluke Rembang. Master's Thesis on Basic Education, 

Faculty of Teacher Training and Education. Muria Kudus University. 

Supervisor (1) Dr Rismiyanto, M.Pd (2) Dr. Sumaji, M.Pd 

 

Keywords: Learning Media, Adobe Animate, Cube and block 

The research objectives are (1) to describe the process of developing 

Adobe Animate-based learning media cube and block material for Fifth Grade 

Elementary School Students, Sunan Langgar Sluke Rembang. Thesis proposal for 

fifth grade elementary school students (2) to analyze the feasibility of developing 

Adobe Animate-based learning media cube and block material to fifth grade 

elementary school students (3) to analyze the practicality of developing learning 

media based on Adobe Animate cube and block material for fifth grade 

elementary school students, (4). Analyzing the effectiveness of developing Adobe 

Animate-based learning media for improving mathematics cube and block 

material learning outcomes in fifth grade elementary school students 

Research and Development approach. The research and development 

procedure refers to the Borg & Gall development model which consists of 10 

steps. The subjects in this study were students and teachers of class V Sunan 

Langgar Group in 4 elementary schools, namely SDN Sanetan, SDN Langgar, 

SDN Rakitan, SDN Sluke, in Sluke District, Rembang Regency in the odd 

semester 2021/2022. Data collection techniques using interviews, questionnaires 

and tests. The validity of the data test consists of testing the validity of the product 

and the validity of the instrument. While the data analysis technique is 

prerequisite analysis test (normality and homogeneity test) and hypothesis testing 

(independent sample t test and paired independent sample t test) 

The results of the research are 1) the development of Adobe Animate-based 

learning media based on the analysis of online learning media needs during the 

pandemic. The development of learning media based on Adobe Animate contains 

cube and block material consisting of visuals and images, namely images, sound 

and video. 2) there is a feasibility of developing Adobe Animate-based learning 

media with assessments from material experts and media experts in the 

appropriate criteria, 3) there is the practicality of developing Adobe Animate-

based learning media according to the results of student and teacher responses in 

very practical criteria. 4) there is an effectiveness of media development Adobe 

Animate-based learning to improve learning outcomes of cube and block 

mathematics for fifth grade elementary school students. Based on the results of 

limited trials and extensive trials with sig count > significance level (0.00 < 0.05) 

the conclusion is that the development of learning media based on Adobe Animate 

is effectively used to improve mathematics learning outcomes for cube and block 

material in fifth grade elementary school students.  
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ABSTRAK 

Eko Purwanto. 2021. Pengembangan Media Pembelajaran Berbasis Adobe 

Animate. Pada  Materi Kubus dan Balok Siswa Kelas V SD Gugus Sunan 

Langgar Sluke Rembang. Tesis Magister Pendidikan Dasar Fakultas 

Keguruan dan Ilmu Pendidikan. Universitas Muria Kudus. Dosen 

Pembimbing (1) Dr Rismiyanto, M.Pd (2) Dr. Sumaji, M.Pd 

Kata Kunci: Media Pembelajaran, Adobe Animate, Kubus dan Balok 

 

Tujuan dari penelitian ini adalah (1) Mendeskripsikan proses 

pengembangan  media pembelajaran berbasis Adobe Animate materi kubus dan 

balok pada siswa kelas V SD (2) Menganalisis kelayakan hasil pengembangan 

media pembelajaran berbasis Adobe Animate materi kubus dan balok pada siswa 

kelas V SD (3) Menganalisis kepraktisan pengembangan media pembelajaran 

berbasis Adobe Animate materi kubus dan balok pada siswa kelas V SD, (4). 

Menganalisis  keefektifitas pengembangan media pembelajaran berbasis Adobe 

Animate untuk peningkatan hasil belajar matematika materi kubus dan balok pada 

siswa kelas V SD 

Penelitian ini menggunakan pendekatan penelitian dan pengembangan 

(Research and Development). Prosedur penelitian dan pengembangan mengacu 

pada model pengembangan Borg & Gall yang terdiri atas 10 langkah. Subyek  

dalam penelitian ini adalah  siswa dan guru  kelas V Gugus Sunan Langgar di  4 

SD yaitu SDN Sanetan, SDN Langgar,  SDN Rakitan,  SDN Sluke, di Kecamatan 

Sluke Kabupaten Rembang pada semester ganjil 2021/2022. Teknik pengumpulan 

data menggunakan interview (wawancara), Kuisioner (angket) dan tes. Uji 

keabsaham data terdiri dari uji validitas produk dan validitas instrumen. 

Sedangkan teknik analisis data uji prasyarat analisis (uji normalitas dan 

homogenitas) dan uji  hipotesisi  (indepentent sample t test dan paireid 

indepentent sample t test) 

Hasil penelitian adalah 1) pengembangan media pembelajaran berbasis 

Adobe Animate berdasarkan analisis kebutuhan media pembelajaran daring 

dimasa pandemi. Pengembangan media pembelajaran berbasis Adobe Animate 

berisi materi kubus dan balok terdiri dari visual dan gambar yaitu gambar, suara 

dan video. 2) terdapat kelayakan hasil pengembangan media pembelajaran 

berbasis Adobe Animate dengan penilaian dari ahli materi dan ahli media dalam 

kriteria layak, 3) terdapat kepraktisan pengembangan media pembelajaran 

berbasis Adobe Animate  sesuai  hasil respon siswa dan guru dalam kriteria sangat 

praktis.4) terdapat efektifitas pengembangan media pembelajaran berbasis Adobe 

Animate untuk peningkatan hasil belajar matematika materi kubus dan balok pada 

siswa kelas lima sekolah dasar. Berdasarkan hasil ujicoba terbatas dan ujicoba 

luas  dengan hasil  sig hitung > taraf signifikansi (0,00 < 0,05) Kesimpulannya 

adalah pengembangan media pembelajaran berbasis Adobe Animate efektif 

digunakan untuk peningkatan hasil belajar matematika materi kubus dan balok 

pada siswa kelas lima sekolah dasar.  
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