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ABSTRAK

Aisa Fitri Pengembangan Media Video Animasi dengan

NIM. 2114040022 Aplikasi  Powtoon Berbantuan Edpuzzle
Berbasis PBL pada Materi SPLDV Kelas VIII
MTsN 3 Lima Puluh Kota

Penelitian ini dilatarbelakangi karena penggunaan media pembelajaran di MTsN
3 Lima Puluh Kota yang kurang menyenangkan sehingga peserta didik terlihat bosan
dalam proses pembelajaran. Selain itu, peserta didik juga kesulitan memahami soal
kontekstual tanpa diilustrasikan sehingga sulit memberikan solusi terhadap suatu
permasalahan. Dengan demikian, dilakukan pengembangan media video animasi dengan
aplikasi Powtoon berbantuan Edpuzzle agar proses pembelajaran menjadi lebih
menyenangkan. Media ini diterapkan pada pembelajaran matematika berbasis PBL pada
materi SPLDV untuk membantu peserta didik memahami soal kontekstual dan melatih
kemampuan pemecahan masalah.

Penelitian ini merupakan penelitian pengembangan dengan model 4D (Define,
Design, Develop, dan Disseminate) yang dibatasi sampai pada tahap Develop. Tahap
define dilakukan analisis awal, analisis peserta didik, analisis tugas, analisis konsep, dan
perumusan tujuan pembelajaran. Tahap design dilakukan pemilihan media, pemilihan
format, dan membuat rancangan awal video animasi. Tahap develop dilakukan expert
appraisal (penilaian ahli) dan developmental testing (uji coba terbatas dan tes
kemampuan pemecahan masalah peserta didik).

Video animasi dinyatakan valid berdasarkan aspek penyajian, kelayakan isi,
tampilan, serta penggunaan bahasa yang lugas dan komunikatif. Hasil penelitian ini
menunjukkan bahwa, video animasi yang dikembangkan mendapatkan skor rata-rata
90,96% dengan kriteria sangat valid. Video animasi dinyatakan praktis berdasarkan
kemudahan penggunaan, efisiensi waktu, daya tarik, kemudahan untuk dipahami, dan
kesesuaian dengan konteks PBL. Hasil angket praktikalitas memperoleh skor rata-rata
85,63% dari pendidik dan 86,67% dari peserta didik dengan kriteria sangat praktis. Video
animasi dinyatakan efektif berdasarkan kriteria keefektifan dari hasil tes kemampuan
pemecahan masalah peserta didik. Hasil tes kemampuan pemecahan masalah peserta
didik memperoleh persentase ketuntasan 86,21% dengan kriteria sangat efektif. Dengan
demikian, media video animasi dengan aplikasi Powtoon bebantuan Edpuzzle berbasis
PBL pada materi SPLDV kelas VIII MTsN 3 Lima Puluh Kota telah memenuhi kriteria
valid, praktis, dan efektif.

Kata Kunci: Video Animasi, Powtoon, Edpuzzle, PBL, SPLDV.



ABSTRACT

Aisa Fitri Development of Animated Video Media with

NIM. 2114040022 Powtoon Application Assisted by Edpuzzle
Based on PBL in SPLDV Material for Grade
VIl MTsN 3 Lima Puluh Kota

This research is motivated by the use of learning media at MTsN 3 Lima Puluh
Kota, which was not very engaging, causing students to appear bored during the learning
process. In addition, students also had difficulty understanding contextual questions
without illustrations, making it difficult for them to provide solutions to problems. Thus,
animated video media was developed using the Powtoon application with the help of
Edpuzzle to make the learning process more enjoyable. This media was applied to PBL-
based mathematics learning in SPLDV material to help students understand contextual
questions and practice problem-solving skills.

This research is a development study using the 4D model (Define, Design,
Develop, and Disseminate) limited to the Develop stage. The Define stage involved front-
end analysis, learner analysis, task analysis, concept analysis, and specifying instructional
objectives. The Design stage involved selecting media, choosing formats, and creating an
initial design for the animated video. The Develop stage involved expert appraisal (expert
evaluation) and developmental testing (limited testing and assessment of students'
problem-solving abilities).

The animated video was deemed valid based on aspects of presentation, content
suitability, appearance, and the use of straightforward and communicative language. The
results of this study show that the animated video developed received an average score of
90.96%, with a criterion of highly valid. The animated video is deemed practical based on
ease of use, time efficiency, appeal, ease of understanding, and suitability for the PBL
context. The practicality questionnaire results obtained an average score of 85.63% from
educators and 86.67% from students with very practical criteria. The animated video was
deemed effective based on the success criteria from the results of the students' problem-
solving ability test. The results of the students' problem-solving ability test obtained a
mastery percentage of 86.21% with the criteria of very effective. Thus, the animated
video media with the Powtoon application assisted by Edpuzzle based on PBL in the
SPLDV material for grade VIII MTsN 3 Lima Puluh Kota has met the criteria of validity,
practicality, and effectiveness.

Keywords: Animated Video, Powtoon, Edpuzzle, PBL, SPLDV.
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