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A B S T R A K 

Siswa tidak berkonsentrasi dan bosan saat pembelajaran IPS sehingga kurangnya 
antusias siswa mengikuti kegiatan belajar dan berdampak pada hasil belajar IPS 
yang rendah. Tujuan penelitian ini yaitu mengembangkan video animasi 
pendekatan kontekstual pada muatan IPS tema 7 indahnya keragaman Di Negeriku 
untuk siswa kelas 4 SD. Jenis penelitian ini yaitu pengembangan dengan model 
ADDIE. Subjek penelitian yaitu 2 ahli media bidang studi dan 2 ahli media 
pembelajaran. Subjek uji coba penelitian yaitu ahli praktisi dan 10 siswa kelas 4 SD. 
Metode pengumpulan data melalui observasi, metode wawancara dan metode 
penyebaran angket. Instrumen pengumpulan data dilakukan yaitu melalui 
penyebaran angket  (kuisioner). Teknik menganalisis data yaitu analisis deskriptif 
kualitatif, dan kuantitatif. Hasil penelitian yaitu penilaian yang diberikan oleh ahli 
media materi pembelajaran yaitu 4,83. Hasil uji validitas ahli media pembelajaran 
diperoleh skor 4,71. Perolehan rata-rata skor pada rentang tersebut termasuk ke 
dalam kategori sangat baik (valid). Berdasarkan hasil uji respon praktisi 
memperoleh skor 4,79  (sangat baik) dan siswa  yaitu 4,38  (sangat baik). Oleh 
karena itu Media video animasi berpendekatan kontekstual pada topik indahnya 
keragaman di negeriku dinyatakan valid.  Disimpulkan Video Animasi pendekatan 
Kontekstual layak digunakan dalam pembelajaran. 
 

A B S T R A C T 

Students do not concentrate and are bored when learning social science, so students' lack of enthusiasm in 
participating in learning activities impacts low social science learning outcomes. This research aims to develop an 
animated video with a contextual approach to the social science content theme 7, the beauty of my country's diversity 
for 4th-grade elementary school students. This type of research is the development of the ADDIE model. The research 
subjects are 2 media experts in the field of study and 2 learning media experts. The subjects of the research trial were 
expert practitioners and 10 4th grade elementary school students. The methods of collecting data are through 
observation, interview methods, and methods of distributing questionnaires. The data collection instrument was 
carried out by distributing questionnaires (questionnaires). The data analysis techniques are descriptive, qualitative, 
and quantitative. The study results are the assessments given by media experts for learning materials, 4.83. The 
results of the validity test of learning media experts obtained a score of 4.71. The average score in that range is 
included in the very good category (Valid). Based on the response test results, the practitioner obtained a score of 
4.79 (very good), and the student was 4.38 (very good). Therefore, the animated video media with a contextual 
approach to the beauty of my country's diversity is declared valid. It is concluded that the Contextual approach to 
animation video is feasible to use in learning. 

 

 
1. INTRODUCTION 

Education is one of the ways that human competency is optimized. When a person receives an 
excellent education, their whole potential can be realized (Thambu et al., 2021; Unger & Meiran, 2020). 
This is in line with the goal of education, which is to help people reach their full potential and produce top-
tier human resources that can raise the standard of living in a country (Adibatin, 2016; Affandi, 2018; 
Simamora et al., 2019). An effective and efficient learning process must be undergone in order to obtain a 
decent quality education. Due to this, education needs to follow the proper curriculum in order to 
accomplish national objectives, one of them is teaching children in elementary school (Asrial et al., 2020; 
Wachidi et al., 2020; Wulandari, 2020). Currently, elementary school education applies thematic learning 
based on the 2013 curriculum (Maryani & Martaningsih, 2017; Mitra & Purnawarman, 2019). Thematic 
learning combines various learning content obtained by students (Ma’ratusholihah et al., 2019; Setiawan, 
2020). This thematic learning activity expects students to be able to find various phenomena in everyday 
life. This learning can make the environment the best learning resource for students. Thematic learning is 
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essentially a meaningful learning because the environment is the best source of learning (Agustin et al., 
2020; Husada et al., 2020). One of the learning content contained in the thematic is social science (IPS). 

Social science is a compulsory subject for elementary school students and is part of the 
curriculum (Hidayah & Ulva, 2017; Nursyifa, 2019; Yuanta, 2019). Social science learning combines the 
humanities and social sciences so that students can understand things related to social (Pratiwi et al., 
2018; Sukmanasa et al., 2017). In addition, Social sciences are also designed based on social problems 
with various interdisciplinary approaches. This is what causes Social science to be an integration study of 
social sciences and humanities in improving students' competencies (Indriani et al., 2018; Sukmanasa et 
al., 2017). The material presented in Social science learning in elementary schools can make students 
understand their own potential, opportunities, and understand environmental guidelines to plan for a 
better future (Meilana et al., 2020; Yuanta, 2019). In addition, Social science learning expects students to 
be able to develop a better personality and be able to build themselves and take responsibility for national 
development in a better direction (Dessiane & Kristin, 2021; Yuanta, 2019). This is what causes Social 
science content to play an important role and is very important to be obtained by elementary school 
students. 

However, the problem that occurs today is that many students do not like Social science learning. 
The findings of previous studies also stated that Social science learning made students feel bored 
(Manuaba, 2017; Sulfemi, 2019; Trisnadewi et al., 2020). Other research states that students have 
difficulty learning Social science because of the lack of media that can facilitate students' learning 
(Anggreni et al., 2017; Rofiq et al., 2019; Trisnadewi et al., 2020). The results of observations and 
interviews conducted at SD cluster III, Karangasem Regency found several problems, such as the first, 
teacher-centered learning process. Second, students do not concentrate when learning Social science so 
that students are less enthusiastic about participating in learning activities. Third, the teacher only uses 
map or globe media during the learning process so that students find it difficult and give messages in 
learning. This is also found in SD Negeri 2 Padangkerta which only uses globes and maps as well as books 
in the learning process. In addition, the level of completeness in Social science learning is also in the 
category enough to only understand general learning materials and is still categorized as lacking student 
understanding. At SD Negeri 8 Karangasem also learning activities are still teacher-centered so that the 
effect on student activity is reduced. SD Negeri 7 Subangan only found the teacher's learning process using 
learning media in the form of teaching aids as demonstrations that did not attract students' attention 
when studying. Based on the results of data analysis, it was also found that the Social science learning 
outcomes for grade 4 SD in cluster III, Karangasem Regency tend to be low and below the Minimum 
Completeness Criteria (KKM). This is undoubtedly impacted by the teacher's traditional teaching methods, 
in which the students only listen to explanations without understanding what they imply.  

One of the solutions offered is that teachers can use a contextual learning approach which is a 
special approach by linking the environment to students' lives so that students can understand Social 
science material more easily. Contextual approach is the principle of Social science learning which has a 
different approach from conventional learning (Ariyani & Ganing, 2021; Suastika & Rahmawati, 2019). 
The contextual approach emphasizes the use of concepts and process skills in real-world contexts that are 
appropriate for students from different backgrounds (Gitriani et al., 2018; Rahmawati et al., 2019). The 
contextual approach is certainly able to motivate students in connecting knowledge and applying 
knowledge to everyday life as family members or citizens. The contextual approach can also help teachers 
to relate the knowledge possessed by students to the real world context so that learning becomes 
meaningfull (Amirin, 2013; Suastika & Rahmawati, 2019). Learning materials are related to students' real 
situations so that they are able to encourage students' initial knowledge by applying science to everyday 
life and involve seven components such as asking, constructivism, discovering, learning communities as 
well as modeling, reflection and actual assessment (Anugraheni et al., 2018; Hanik et al., 2018; Rosalina & 
Suhardi, 2020). The characteristics of this learning approach are that learning is carried out in an 
authentic context based on the student's environment, teaching students to carry out meaningful tasks, 
providing meaningful experiences and learning activities in groups (Selvianiresa & Prabawanto, 2017; 
Suryawati & Osman, 2018). This certainly makes learning activities easier for students to understand. In 
addition, to facilitate and motivate student learning also requires an appropriate learning media. One of 
the learning media that can be used is an animated learning video. 

Learning animation video is one of the audio-visual media that contains learning messages in the 
form of procedures, concepts, applications or knowledge that can help students understand the material 
(Sudiarta & Sandra, 2016; Widiyasanti & Ayriza, 2018). The use of learning videos will certainly make 
learning activities more interactive, especially the appearance of videos presented with animation 
(Fitriani et al., 2020; Sudiarta & Sadra, 2016). Animation is a medium of an idea or visual concept that can 
influence students so that they can attract students' attention while studying (Hikmah & Purnamasari, 
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2017; Ompi et al., 2020). Animated media can be constructed by students so that it can lead to reciprocity 
in the form of questions about the material so that it can create student-teacher interaction (Noviyanto et 
al., 2015). In addition, through animation can also respond to what is seen and heard so that the message 
presented is conveyed clearly. Animation will also make it easier for students because it presents material 
according to real situations (Amali et al., 2020; Widiyasanti & Ayriza, 2018). The advantage of animation is 
that it will improve the quality of learning because it can help absorb learning material in depth (Kühl, 
2021; Zhang et al., 2020). Second, it allows learning activities to be carried out anywhere without a 
teacher accompanying students so that learning is more effective. Third, animation can also help the 
material that students have to learn becomes clearer and more interesting because it is presented through 
sound and images and creates a more lively learning atmosphere (Fatimah & Santiana, 2017; Sanchez & 
Weber, 2019). 

The result from previous research stated that learning videos are able to stimulate students to 
learn (Koning et al., 2019; Saripudin et al., 2018). Other research states that animated videos can improve 
student learning outcomes (Rahayuningsih, 2020; Saripudin et al., 2018). Another finding states that the 
contextual approach can significantly improve the learning atmosphere and student motivation (Fayakun 
& Joko, 2015; Said & Jafar, 2015). There is no study on the contextual approach animation video on the 
content of Social science theme 7, the beauty of my country's diversity for 4th grade elementary school 
students. The purpose of this research is to develop an animated video of a contextual approach to the 
Social science content theme 7, the beauty of my country's diversity for 4th grade elementary school 
students. It is hoped that this video can help students learn Social science. 

 

2. METHOD 

This type of research uses the ADDIE model which consists of analysis, design, development, 
implementation, and evaluation (Dede Trie Kurniawan & Maryanti, 2018). The research subjects are 2 
media experts in the field of study and 2 learning media experts. The subjects of the research trial were 
expert practitioners and 10 4th grade elementary school students. The data collection method used in this 
development research is through observation, interview methods and questionnaires. Interview and 
observation methods are used directly and systematically to determine the problems faced by teachers 
and students. The method of distributing questionnaires was used to determine the assessments given by 
experts and students to the products developed. The data collection instrument was carried out by 
distributing questionnaires. The instrument grid is presented in Table 1 and Table 2. 
 
Table 1. Practitioner Instruments 

No Aspect Indicator Total 
1 Activity 1) Animated videos with a contextual approach make children active 

in Social science learning. 
2) The use of animated video media with a contextual approach 

makes children more focused in Social science learning. 
3) Animated video media with a contextual approach is very fun. 
4) This learning media can motivate students. 

4 

2 Convenience 5) Animated video media makes it easier for you to teach. 
6) The description of the material in the media is clear and 

understandable. 
7) Easy-to-read font 
8) The level of conformity between the image and the material in the 

learning media. 
9) This contextual approach to animated video media is easy to 

operate by teachers. 

5 

3 Understanding 10) The material in this media is clearly explained 
11) This learning media meets the interactive and innovative criteria 
12) The use of animations and pictures makes it easier for students to 

understand the material. 

3 

 
Table 2. Learning Media Expert Instruments 

No Aspect Indicator Total 
1 Appearance 1. Text legibility. 

2. The use of images supports learning materials 
11 
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No Aspect Indicator Total 
3. Use of Font and font size 
4.  Correct image placement 
5. Use of line spacing and characters 
6. The composition used in the video 
7. choosing the right color with the right combination 
8. Background music accuracy 
9. Presenter's voice clarity 
10. the suitability of the video with the content 
11. Clarity of voice actor on video. 

2 Operation 12. Media can generate motivation in learning as well as effective 
media for student learning. 

1 

 
The content validity of the instrument will be assessed by expert judges using the CVR (Content 

Validity Ratio) formula. The technique used to analyze the data is qualitative descriptive analysis, and 
quantitative descriptive analysis. The qualitative descriptive analysis method in this study is used to 
process data sourced from suggestions and criticisms from the results of a review by the experts. 
Quantitative descriptive analysis method was used to obtain the average score of the experts related to 
the developed media. The average of the scores obtained was then converted using a five-scale conversion 
guideline (Koyan, 2012; Siddiq et al., 2020). 

 

3. RESULT AND DISCUSSION 

Result 
This study develops an animated video with a contextual approach to theme 7 on the topic the 

beauty of my country's diversity for 4th grade elementary school students using the ADDIE model. First, 
analysis. The results of the analysis are that SD N 4 Padangkerta has 2 different schools as main schools, in 
the learning process it is only teacher-centered and there are students who do not concentrate during 
learning so that students' lack of enthusiasm for students during the learning process takes place. The 
teacher only uses map and globe media during the learning process. The same thing was found in SD 
Negeri 2 Padangkerta which only used globes and maps as well as student books in the learning process. 
The level of completeness in student Social science learning in the category is enough to only understand 
the material learning mediocre and students' understanding is still lacking, at SD Negeri 8 Karangasem the 
way students learn which is still teacher-centered tends to be lacking, so from these findings it is 
necessary to improve the quality of education. At SD Negeri 7 Subagan only found in the learning process 
the teacher uses learning media in the form of teaching aids as a demonstration. The results of the 
curriculum analysis, core competency and Basic Competency used are presented in Table 3. 
 
Table 3. Basic Competencies and Achievement Indicators 

Basic competencies Indicator 
3.2 Identifying social, economic, cultural, ethnic 
and religious diversity in the local province as the 
identity of the Indonesian nation and its 
relationship to spatial characteristics 

1.1.1 Explain the meaning of diversity, culture, 
ethnicity and religion in the local province as the 
identity of the Indonesian nation properly 
1.1.2 Identify the various kinds of cultural, ethnic 
and religious diversity in the local province as the 
identity of the Indonesian nation properly 

4.2 Presenting the results of identifying social, 
economic, cultural, ethnic and religious diversity 
in the local province as the identity of the 
Indonesian nation and its relationship to spatial 
characteristics 

4.2.1 Drawing of a traditional house which is a 
cultural, ethnic and religious diversity in the local 
province as the identity of the Indonesian nation 
properly 

 
Second is design, the resulting product design in the form of a video to follow up the needs 

analysis. The design of the animated video with a contextual approach consists of the introduction, 
content and closing sections. On Scane 1 Home (Introduction) In the Display appears the title, undiksha 
logo animation character. Scane 2 early opening is display of animated characters with greetings and self-
introductions. Scan 3 is display of the delivery of learning topics. Scan 4, is display of animated characters 
delivering learning objectives. Scane 5, In the display there is a picture of the island of Indonesia as an 
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initial appreciation towards the discussion of the material (Question). Scane 6, The appearance of 
animated images as a presenter or presenter of activities  (excavating students' prior knowledge). Scane 7, 
is display of the opening of the learning material. scan 8, Display of conveying the understanding of 
cultural diversity in Indonesia. Scane 9, animated actor performances. Scan 10-13, Display of learning 
materials. Scan 14, Display the question link. The animated video design is presented in Figure 1. 

 

 

Figure 1. Animated Video Design Contextual Approach 
 

Third is development, at the development stage developing a video based on the script. 
Instructional media manuscripts are needed as a form of presentation of the design of learning materials 
which are a description of the subject matter and are well structured to be applied in making media. The 
material can be applied in making media, it needs to be poured in interactive language, not book language 
into written form, images and symbols that are easy to understand when the material will be processed 
into media which is commonly referred to as a media program script. The animation video design with a 
contextual approach is designed with the animeker application with duration of 10 minutes with 720 HD 
Mp 4, on the topic of the beauty of my country's diversity, fourth grade elementary school students. The 
results of the development of the Contextual Approach Video Animation are presented in Figure 2. 

 

 

Figure 2. Animated Video Design Contextual Approach 
 

Fourth is implementation, this is done if the media has been assessed as valid and feasible to be 
applied to the learning process. The implementation of the media was carried out to get the teacher's 
response and the student's response to the media. The results of the assessment given by the learning 
material media experts were 4.83. The results of the validity test of learning media experts obtained a 
score of 4.71. The average score in this range is included in the very good category (Valid). Therefore, the 
animated video media with a contextual approach to the topic of the beauty of my country's diversity is 
declared valid. Based on the results of the practitioner's response test, it obtained a score of 4.79 so it was 
included in the very good category. The result of the student's response is 4.38 so it is included in the very 
good category. It is concluded that the Contextual approach animation video is feasible to use in learning. 
The input given from the expert is the addition of the Undiksha symbol on the opening page and the 
aesthetics of writing on the paragraph points of the learning objectives. The results of the revision of the 
Contextual Approach Video Animation media are presented in Figure 3. 

 

 

Figure 3. Revised Contextual Approach Animation Video 
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Discussion 
Animated Video Contextual approach receives very good qualifications and deserves to be used in 

learning due to several factors. First, the Contextual Approach Video Animation is worth using because it 
helps students learn. The achievement of the suitability of the elements presented in the Contextual 
Approach Animation Video can be seen from the aspect of content and material content with the Basic 
Competency formulation and learning indicators. The preparation of the material presented in the video 
comes from textbooks so that it will make it easier for students to understand the learning material. In 
addition, the material is delivered using simple language. The use of easy language will make it easier for 
students to understand the material (Hikmah & Purnamasari, 2017; Li et al., 2021; Muna et al., 2017). 
Grammar in accordance with the character of students will be easy to understand well (Candra Dewi & 
Negara, 2021; Fitriani et al., 2020; Prasetya et al., 2021). In addition, the clarity of the sound presented in 
the animation is also very good. the clarity of the sound produced on the video will reduce 
misunderstanding of the concept of the material presented in the video (Bustanil S et al., 2019; Khairani et 
al., 2019; Muskania et al., 2019). In addition, this animated video uses a contextual approach that can help 
students understand better. Contextual learning which a special approach is by linking the environment to 
students' lives so that students can more easily understand Social science material. Contextual approach is 
the principle of Social science learning which has a different approach from conventional learning (Ariyani 
& Ganing, 2021; Suastika & Rahmawati, 2019). This makes it easier for students to understand Social 
science material and certainly has an effect on better learning outcomes. 

Second, the Contextual approach to Animated Videos is worth using because it boosts morale. 
Video using interesting images supported by animation so as to make learning more interesting. The 
attractiveness of the images presented in the video will increase students' enthusiasm when learning 
(Nopiantari & Agung, 2021; Noviyanto et al., 2015; Tarchi et al., 2021). The practicality of using media also 
increases enthusiasm for learning (Widiyasanti & Ayriza, 2018; Xiao & Shi, 2020). In addition, the 
development of animated videos also uses a contextual approach that is in accordance with the 
characteristics of learning. The contextual approach emphasizes the use of concepts and process skills in 
real-world contexts that are appropriate for students from different backgrounds (Gitriani et al., 2018; 
Rahmawati et al., 2019). The contextual approach can also help teachers relate students' knowledge to 
real contexts so that learning becomes meaningful (Amirin, 2013; Suastika & Rahmawati, 2019). Learning 
materials are related to students' real situations so that they are able to encourage students' initial 
knowledge by applying knowledge to life so that students are more motivated to study seriously 
(Anugraheni et al., 2018; Hanik et al., 2018; Rosalina & Suhardi, 2020). This approach is also one of the 
factors that increase students' enthusiasm for learning. 

Third, the Video Animation Contextual approach is feasible to use because it increases student 
learning activities. Video Animation Contextual approach provides comfort in learning. Comfort and 
understanding in the learning process will encourage students to listen, see, and understand the material 
clearly so that it will increase student activity in learning (Alfianti et al., 2020; Fauzan & Rahdiyanta, 2017; 
Pebriani, 2017). In addition, this media presents visually real material that can attract students' attention 
and active learning (Nugraha & Widiana, 2021; Suryansah & Suwarjo, 2016). The variety of images with 
contextual illustrations also provides a new nuance in learning. Previous study state that animated media 
can be constructed by students so that it can lead to reciprocity in the form of questions about the 
material so that it can create student-teacher interaction (Noviyanto et al., 2015). In addition, through 
animation can also respond to what is seen and heard so that the message presented is conveyed clearly. 
This will certainly increase the activeness of students in learning Social science. 

Based on the previous findings, the use of learning videos will certainly make learning activities 
more interactive, especially the appearance of videos presented with animation (Fitriani et al., 2020; 
Sudiarta & Sadra, 2016). The advantage of animation is that it will improve the quality of learning because 
it can help absorb learning material in depth (Kühl, 2021; Zhang et al., 2020). Another finding states that 
the contextual approach can significantly improve the learning atmosphere and student motivation 
(Fayakun & Joko, 2015; Said & Jafar, 2015). It was concluded that Video Animation Contextual approach is 
suitable to be applied in Social science learning. The implication of this research is that the contextual 
approach animation video developed can be used in Social science learning. The contribution of this 
research is that the role of video media can also be a means of refreshing for students so that they are not 
easily bored through the display of various kinds of animated displays on animated video media with a 
contestual approach on the topic of the beauty of my country's diversity. 

 

4. CONCLUSION 
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Animated Contextual approach video receives excellent qualifications from experts, teachers and 
students. It is concluded that the Contextual approach animation video is feasible to use in learning. Video 
Animation Contextual approach can make it easier for students to learn, increase enthusiasm and activity 
so that it has an impact on increasing student learning outcomes. 

5. REFERENCES 

 Adibatin, A. (2016). Pendidikan Karakter Bangsa Berbasis Strategi Pembelajaran PAKEM Melalui 
Permainan Cincin di Jempol Tangan (Karya Inovasi Pembelajaran Sekolah Dasar). Scholaria : 
Jurnal Pendidikan Dan Kebudayaan, 6(1), 1. https://doi.org/10.24246/j.scholaria.2016.v6.i1.p1-
18. 

Affandi, R. (2018). Tujuan Pendidikan Nasional Perspektif Al-Qur’an. INSANIA: Jurnal Pemikiran Alternatif 
Kependidikan, 16(3). https://doi.org/10.24090/insania.v16i3.1599. 

Agustin, D. Y., Setyosari, P., & Suharti. (2020). Pengembangan Bahan Ajar Tematik Digital Untuk Siswa 
Kelas V Sekolah Dasar. Edcomtech Jurnal Kajian Teknologi Pendidikan, 6(1), 140–150. 
https://doi.org/10.17977/um039v6i12021p140. 

Alfianti, A., Taufik, M., Hakim, Z. R., Sultan, U., & Tirtayasa, A. (2020). Pengembangan Media Pembelajaran 
IPS Berbasis Video Animasi Pada Tema Indahnya Keragaman Di Negeriku. Indonesian Jurnal of 
Elementary Education, 2(1), 1–12. https://doi.org/10.31000/ijoee.v1i2.2927.g1791. 

Amali, L. N., Zees, N., & Suhada, S. (2020). Motion Graphic Animation Video As Alternative Learning Media. 
Jambura Journal of Informatics, 2(1). https://doi.org/10.37905/jji.v2i1.4640. 

Amirin, T. M. (2013). implementasi Pendekatan Pendidikan Multikultural Kontekstual Berbasis Kearifan 
Lokal di Indonesia. Jurnal Pembangunan Pendidikan: Fondasi Dan Aplikasi, 1(1). 
https://doi.org/10.21831/jppfa.v1i1.1047. 

Anggreni, P. F., Asri, I. A. S., & Ganing, N. N. (2017). Pengaruh Model Pembelajaran Kooperatif Tipe Think- 
Pair-Share ( Tps ) Berbantuan Media Kartu Bergambar Terhadap Penguasaan Kompetensi 
Pengetahuan Ips Siswa Kelas V Gugus Letkol Wisnu. Mimbar PGSD, 5(2), 1–10. 
https://doi.org/10.23887/jjpgsd.v5i2.10645. 

Anugraheni, A. D., Oetomo, D., & Santosa, S. (2018). Pengaruh Model Discovery Learning dengan 
Pendekatan Contextual Teaching Learning terhadap Keterampilan Argumentasi Tertulis Ditinjau 
dari Kemampuan Akademik Siswa SMAN Karangpandan The Effect of Discovery Learning Model 
with Contextual Teaching Learning A. Bioedukasi, 11(2), 123–128. 
https://doi.org/10.20961/bioedukasi-uns.v11i2.24914. 

Ariyani, N. K. A., & Ganing, N. N. (2021). Media Power Point Berbasis Pendekatan Kontekstual pada Materi 
Siklus Air Muatan IPA Sekolah Dasar. Jurnal Imiah Pendidikan Dan Pembelajaran, 5(2), 263. 
https://doi.org/10.23887/jipp.v5i2.33684. 

Asrial, A., Syahrial, S., Maison, M., Kurniawan, D. A., & Perdana, R. (2020). A study of Traditional Games 
“Engklek” in Mathematics for Elementary School. Jurnal Ilmu Pendidikan, 26(1), 15–21. 
https://doi.org/10.17977/UM048V26I1P15-21. 

Bustanil S, M., Asrowi, & Adianto, D. T. (2019). Pengembangan Media Pembelajaran Interaktif Berbasis 
Video Tutorial Di Sekolah Menengah Kejuruan. JTP - Jurnal Teknologi Pendidikan, 21(2), 119–134. 
https://doi.org/10.21009/jtp.v21i2.11568. 

Candra Dewi, N. M. L., & Negara, I. G. A. O. (2021). Pengembangan Media Video Animasi IPA pada Pokok 
Bahasan Sistem Pernapasan Kelas V. Jurnal Edutech Undiksha, 9(2), 122–130. 
https://doi.org/10.23887/jeu.v9i1.32501. 

Dede Trie Kurniawan, & Maryanti, S. (2018). Analysis of Math Teacher Candidates’ Misconception on the 
Dynamic Electricity Concept. Scientiae Educatia: Jurnal Pendidikan Sains, 7(1). 
https://doi.org/10.24235/sc.educatia.v7i1.2481. 

Dessiane, S. T., & Kristin, F. (2021). Pengembangan Instrumen Penilaian Sikap Sosialpembelajaran 
Tematik Kelas 4 SD. Jurnal Pendidikan Ilmu Pengetahuan Sosial Indonesia, 6(1), 21–26. 
https://doi.org/10.26737/jpipsi.v6i1.2310. 

Fatimah, A. S., & Santiana, S. (2017). Teaching in 21St Century: Students-Teachers’ Perceptions of 
Technology Use in the Classroom. Script Journal: Journal of Linguistic and English Teaching, 2(2), 
125. https://doi.org/10.24903/sj.v2i2.132. 

Fauzan, M. A., & Rahdiyanta, D. (2017). Pengembangan Media Pembelajaran Berbasis Video pada Teori 
Pemesinan Frais. Jurnal Dinamika Vokasional Teknik Mesin, 2(2), 82–88. 
https://doi.org/10.21831/dinamika.v2i2.15994. 

Fayakun, M., & Joko, P. (2015). Efektivitas Pembelajaran Fisika Menggunakan Model Kontekstual (Ctl) 
Dengan Metodepredict, Observe, Explain Terhadap Kemampuan Berpikir Tingkat Tinggi. Jurnal 
Pendidikan Fisika Indonesia, 11(1), 49–58. https://doi.org/10.15294/jpfi.v11i1.4003. 



International Journal of Elementary Education, Vol. 6, No. 3, 2022, pp. 412-421               419 

Ni Putu Ayu Ningsih / Animated Video Media with Contextual Approach on Social Science Subject in Fourth Grade Elementary School 

Fitriani, A. A., Ulfa, S., & Adi, E. P. (2020). Pengembangan Video Pembelajaran Animasi Sistem Pernapasan 
Manusia Sebagai Upaya Mendukung Kebijakan Belajar Di Rumah. JKTP Jurnal Kajian Teknologi 
Pendidikan, 3(3), 303–316. https://doi.org/10.17977/um038v3i32020p303. 

Gitriani, Aisah, Hendriana, & Herdiman. (2018). Pengembangan Lembar Kerja Siswa Berbasis Pendekatan 
Kontekstual pada Materi Lingkaran Untuk Siswa SMP. Jurnal Review Pembelajaran Matematika, 
3(1). https://doi.org/10.15642/jrpm.2018.3.1.40-48. 

Hanik, N. R., Harsono, S., & Nugroho, A. A. (2018). Penerapan Pendekatan Contextual Teaching and 
Learning dengan Metode Observasi untuk Meningkatkan Hasil Belajar pada Matakuliah Ekologi 
Dasar. Jurnal Pendidikan Matematika Dan IPA, 9(2), 127–138. 
https://doi.org/10.26418/jpmipa.v9i2.26772. 

Hidayah, N., & Ulva, R. K. (2017). Pengembangan Media Pembelajaran Berbasis Komik Pada Mata 
Pelajaran Ilmu Pengetahuan Sosial Kelas IV MI Nurul Hidayah Roworejo Negerikaton Pesawaran. 
Jurnal Pendidikan Dan Pembelajaran Dasar, 4(1), 34–46. 
https://doi.org/10.24042/terampil.v4i1.1804. 

Hikmah, V. N., & Purnamasari, I. (2017). Pengembangan Video Animasi “Bang Dasi” Berbasis Aplikasi 
Camtasia Pada Materi Bangun Datar Kelas V Sekolah Dasar. Pengembangan Video Animasi “Bang 
Dasi” Berbasis Aplikasi Camtasia Pada Materi Bangun Datar Kelas V Sekolah Dasar, 4(2), 182–191. 
https://doi.org/10.23819/mimbar-sd.v4i2.6352. 

Husada, S. P., Taufina, T., & Zikri, A. (2020). Pengembangan Bahan Ajar Pembelajaran Tematik dengan 
Menggunakan Metode Visual Storytelling di Sekolah Dasar. Jurnal Basicedu, 4(2), 419–425. 
https://doi.org/10.31004/basicedu.v4i2.373. 

Indriani, D., Djahir, Y., & Barlian, I. (2018). Analisis Keterampilan Bertanya Guru Ilmu Pengetahuan Sosial 
di SMP Negeri 27 OKU. Jurnal PROFIT: Kajian Pendidikan Ekonomi Dan Ilmu Ekonomi, 2(2), 131–
143. https://doi.org/10.36706/jp.v2i2.5542. 

Khairani, M., Sutisna, & Suyanto, S. (2019). Studi Meta-Analisis Pengaruh Video Pembelajaran Terhadap 
Hasil Belajar Peserta Didik. Jurnal Biolokus, 2(1), 158–166. 
https://doi.org/10.30821/biolokus.v2i1.442. 

Koning, B. B. de, Marcus, N., Brucker, B., & Ayres, P. (2019). Does observing hand actions in animations and 
static graphics differentially affect learning of hand-manipulative tasks? Computers & Education, 
41. https://doi.org/10.1016/j.compedu.2019.103636. 

Koyan, I. W. (2012). Statistik Teknik Analisis Data Kuantitatif. Universitas Pendidikan Ganesha. 
Kühl, T. (2021). Prerequisite knowledge and time of testing in learning with animations and static 

pictures: Evidence for the expertise reversal effect. Learning and Instruction, 73. 
https://doi.org/10.1016/j.learninstruc.2021.101457. 

Li, C., Zhang, J., & Yao, J. (2021). Streamer action recognition in live video with spatial-temporal attention 
and deep dictionary learning. Neurocomputing, 453, 383–392. 
https://doi.org/10.1016/j.neucom.2020.07.148. 

Ma’ratusholihah, Priyanto, & Damayani, A. . (2019). Pengembangan media pembelajaran tematik ular 
tangga berbagai pekerjaan. Mimbar PGSD Undiksha, 7(3). 
https://doi.org/10.23887/jjpgsd.v7i3.19411. 

Manuaba, I. B. S. (2017). Pengaruh Model Problem Based Learning Berbantuan Media Audio Visual 
Terhadap Penguasaan Kompetensi Ips. MIMBAR PGSD Undiksha, 5(2), 1–8. 
https://doi.org/10.23887/jjpgsd.v5i2.11000. 

Maryani, I., & Martaningsih, S. T. (2017). Persepsi Guru Sekolah Dasar Terhadap Sistem Penilaian Pada 
Kurikulum 2013. Scholaria : Jurnal Pendidikan Dan Kebudayaan, 7(2), 153–164. 
https://doi.org/10.24246/j.scholaria.2017.v7.i2.p153-164. 

Meilana, S. F., Aulia, N., Zulherman, Z., & Aji, G. B. (2020). Pengaruh Model Pembelajaran Think Pair Share 
(TPS) terhadap Kemampuan Berpikir Kritis di Sekolah Dasar. Jurnal Basicedu, 5(1), 218–226. 
https://doi.org/10.31004/basicedu.v5i1.644. 

Mitra, D., & Purnawarman, P. (2019). Teachers’ Perception Related to the Implementation of Curriculum 
2013. Indonesian Journal of Curriculum and Educational Technology Studies, 7(1), 44–52. 
https://doi.org/10.15294/ijcets.v7i1.27564. 

Muna, H., Nizaruddin, & Murtianto, Y. H. (2017). Pengembangan Video Pembelajaran Matematika 
Berbantuan Macromedia Flash 8 Dengan Pendekatan Kontekstual Pada Materi Program Linier 
Kelas XI. Aksioma, 8(2), 9–18. https://doi.org/10.26877/aks.v8i2.1686. 

Muskania, R. T., Badariah, S., & Mansur, M. (2019). Pembelajaran Tematik Menggunakan Media Video 
Scribe Pada Siswa Kelas IV Sekolah Dasar. Elementary: Islamic Teacher Journal, 7(1). 
https://doi.org/10.21043/elementary.v7i1.4927. 

Nopiantari, I., & Agung, A. A. G. (2021). Meningkatkan Hasil Belajar Melalui Video Pembelajaran pada 



International Journal of Elementary Education, Vol. 6, No. 3, 2022, pp. 412-421                420 

IJEE. P-ISSN: 2579-7158 E-ISSN: 2549-6050 

Materi Keberagaman Budaya Bangsaku Bermuatan Masalah Sosial. Jurnal Edutech Undiksha, 8(1), 
75–84. https://doi.org/10.23887/jeu.v9i1.32058. 

Noviyanto, T. S. H., Juanengsih, N., & Rosyidatun, E. S. (2015). Penggunaan Media Video Animasi Sistem 
Pernapasan Manusia Untuk Meningkatkan Hasil Belajar Biologi. Edusains, 7(1), 57–63. 
https://doi.org/10.15408/es.v7i1.1215. 

Nugraha, A. A. P. P. Y., & Widiana, I. W. (2021). Learning Alternative Energy Using Graphic Video Media. 
International Journal of Elementary Education, 5(2), 224–230. 
https://doi.org/10.23887/ijee.v5i2.35154. 

Nursyifa, A. (2019). Transformasi Pendidikan Ilmu Pengetahuan Sosial dalam Menghadapi Era Revolusi 
Industri 4.0. Jurnal Pendidikan Kewarganegaraan, 6(1), 51–64. 
https://doi.org/10.32493/jpkn.v6i1.y2019.p51-64. 

Ompi, Sompie, & Sugiarso. (2020). Video animasi interaktif 3d dampak penggunaan gadget pada anak 
sekolah dasar tingkat awal. Jurnal Teknik Elektro Dan Komputer, 9(2). 
https://doi.org/10.35793/jtek.9.2.2020.29717. 

Pebriani, C. (2017). Pengaruh penggunaan media video terhadap motivasi dan hasil belajar kognitif 
pembelajaran IPA kelas V. Jurnal Prima Edukasia, 5(1), 11–21. 
https://doi.org/10.21831/jpe.v5i1.8461. 

Prasetya, W. A., Suwatra, I. I. W., & Mahadewi, L. P. P. (2021). Pengembangan Video Animasi Pembelajaran 
Pada Mata Pelajaran Matematika. Jurnal Penelitian Dan Pengembangan Pendidikan, 5(1), 60–68. 
https://doi.org/10.23887/jppp.v5i1.32509. 

Pratiwi, I. A., Ardianti, S. D., & Kanzunnudin, M. (2018). Peningkatan Kemampuan Kerjasama Melalui 
Model Project Based Learning (PjBL) Berbantuan Metode Edutainment Pada Mata Pelajaran Ilmu 
Pengetahuan Sosial. Refleksi Edukatika : Jurnal Ilmiah Kependidikan, 8(2). 
https://doi.org/10.24176/re.v8i2.2357. 

Rahayuningsih, S. (2020). Animation media of animal husbandry thematic science learning to stimulate 
scientific attitude in early childhood. International Journal of Scientific and Technology Research, 
3(1), 15–21. https://doi.org/10.23887/jet.v3i1.17959. 

Rahmawati, E., Irdamurni, I., & Amini, R. (2019). Pengembangan Modul Berbasis Pendekatan Kontekstual 
Dengan Adobe Flash Untuk Siswa Sekolah Dasar. Jurnal Basicedu, 3(2). 
https://doi.org/10.31004/basicedu.v3i2.29. 

Rofiq, A., Mahadewi, L. P. P., & Parmiti, D. P. (2019). Pengembangan Multimedia Pembelajaran Interaktif 
Pada Mata Pelajaran Ips Terpadu. Journal of Education Technology, 3(3), 126. 
https://doi.org/10.23887/jet.v3i3.21732. 

Rosalina, S. S., & Suhardi, A. (2020). Need Analysis of Interactive Multimedia Development With 
Contextual Approach on Pollution Material. INSECTA: Integrative Science Education and Teaching 
Activity Journal, 1(1), 93. https://doi.org/10.21154/insecta.v1i1.2107. 

Said, G. A., & Jafar, A. F. (2015). Penggunaan Modul Berbasis Kontekstual Terhadap Hasil Belajar Fisika 
Peserta Didik pada Pokok Bahasan Hukum Newton Kelas VIII MTs. Madani Alauddin Paopao. 
Jurnal Pendidikan Fisika UIN Alauddin Makassar, 3(2), 143–149. 
https://doi.org/10.24252/jpf.v3i2.3735. 

Sanchez, C. A., & Weber, K. (2019). Using Relevant Animations to Counter Stereotype Threat When 
Learning Science. Journal of Applied Research in Memory and Cognition, 8(4). 
https://doi.org/10.1016/j.jarmac.2019.08.003. 

Saripudin, E., Sari, I. J., & Mukhtar, M. (2018). Using Macro Flash Animation Media on Motion Material to 
Improve Learning Achievement for Learning Science in Junior High School. Jurnal Penelitian Dan 
Pembelajaran IPA, 4(1), 68–75. https://doi.org/10.30870/jppi.v4i1.3316. 

Selvianiresa, D., & Prabawanto, S. (2017). Contextual Teaching and Learning Approach of Mathematics in 
Primary Schools. Journal of Physics: Conference Series, 895(1). https://doi.org/10.1088/1742-
6596/895/1/012171. 

Setiawan, A. R. (2020). Desain Pembelajaran Tematik untuk Membimbing Siswa Sekolah Dasar dalam 
Memperoleh Literasi Saintifik. Journal of Petrology, 369(1), 1689–1699. 
https://doi.org/10.1017/CBO9781107415324.004. 

Siddiq, Y. I., Sudarma, I. K., & Simamora, A. H. (2020). Pengembangan Animasi Dua Dimensi 
padaPembelajaran Tematik untuk Siswa Kelas III Sekolah Dasar. Jurnal Edutech Undiksha, 8(2), 
49–63. https://doi.org/10.23887/jeu.v8i2.28928. 

Simamora, A. H., Sudarma, I. K., & Prabawa, D. G. A. P. (2019). Pengembangan E-Modul Berbasis Proyek 
Untuk Mata Kuliah Fotografi Di Jurusan Teknologi Pendidikan Fakultas Ilmu Pendidikan 
Undiksha. Journal of Education Technology, 2(1), 51. https://doi.org/10.23887/jet.v2i1.13809. 

Suastika, I. ketut, & Rahmawati, A. (2019). Pengembangan Modul Pembelajaran Matematika Dengan 



International Journal of Elementary Education, Vol. 6, No. 3, 2022, pp. 412-421               421 

Ni Putu Ayu Ningsih / Animated Video Media with Contextual Approach on Social Science Subject in Fourth Grade Elementary School 

Pendekatan Kontekstual. JPMI (Jurnal Pendidikan Matematika Indonesia), 4(2), 58. 
https://doi.org/10.26737/jpmi.v4i2.1230. 

Sudiarta, I. G. P., & Sandra, I. (2016). Pengaruh Model Blended Learning berbantuan Video Animasi 
Terhadap Kemampuan Pemecahan Masalah dan Pemahaman Konsep Siswa. Jurnal Pendidikan 
Dan Pengajaran, 49(2). https://doi.org/10.23887/jppundiksha.v49i2.9009. 

Sudiarta, & Sadra. (2016). Pengaruh model blended learning berbantuan video animasi terhadap 
kemampuan pemecahan masalah dan pemahaman konsep siswa. Jurnal Pendidikan Dan 
Pengajaran, 49(2), 48–58. https://doi.org/10.23887/jppundiksha.v49i2.9009. 

Sukmanasa, E., Windiyani, T., & Novita, L. (2017). Pengembangan Media Pembelajaran Komik Digital Pada 
Mata Pelajaran Ilmu Pengetahuan Sosial Bagi Siswa Kelas V Sekolah Dasar Di Kota Bogor 
https://doi.org. JPsd (Jurnal Pendidikan Sekolah Dasar), 3(2), 171–185. 
https://doi.org/10.30870/jpsd.v3i2.2138. 

Sulfemi, W. B. (2019). Model Pembelajaran Kooperatif Mind Mapping Berbantu Audio Visual Dalam 
Meningkatkan Minat, Motivasi Dan Hasil Belajar Ips. Jurnal PIPSI (Jurnal Pendidikan IPS 
Indonesia), 4(1), 13. https://doi.org/10.26737/jpipsi.v4i1.1204. 

Suryansah, T., & Suwarjo, S. (2016). Pengembangan Video Pembelajaran Untuk Meningkatkan Motivasi 
Dan Hasil Belajar Kognitif Siswa Kelas Iv Sd. Jurnal Prima Edukasia, 4(2), 209. 
https://doi.org/10.21831/jpe.v4i2.8393. 

Suryawati, E., & Osman, K. (2018). Contextual learning: Innovative approach towards the development of 
students’ scientific attitude and natural science performance. Eurasia Journal of Mathematics, 
Science and Technology Education, 14(1), 61–76. https://doi.org/10.12973/ejmste/79329. 

Tarchi, C., Zaccoletti, S., & Mason, L. (2021). Learning From Text, Video, or Subtitles: A Comparative 
Analysis. Computers and Education, 160(March 2020), 104034. 
https://doi.org/10.1016/j.compedu.2020.104034. 

Thambu, N., Naidu, N. B. M., & Sukadari. (2021). Developing Higher Order Thinking Skills through Blended 
Learning among Moral Education Students. Turkish Journal of Computer and Mathematics 
Education, 12(3), 808–819. https://doi.org/10.17762/turcomat.v12i3.788. 

Trisnadewi, N. K., Putra, M., & Ardana, I. K. (2020). Model Advance Organizer Berbantuan Media Grafis 
Berpengaruh Terhadap Kompetensi Pengetahuan IPS. Mimbar Ilmu Undiksha, 25(2), 1–12. 
https://doi.org/10.23887/mi.v25i2.25152. 

Unger, S., & Meiran, W. R. (2020). Student Attitudes towards Online Education during the COVID-19 Viral 
Outbreak of 2020: Distance Learning in a Time of Social Distance. International Journal of 
Technology in Education and Science, 4(4). https://doi.org/10.46328/ijtes.v4i4.107. 

Wachidi, W., Rodgers, A., & Tumanov, D. Y. (2020). Professional Competence Understanding Level of 
Elementary School in Implementing Curriculum 2013. International Journal of Educational Review, 
2(1), 99–105. https://doi.org/10.33369/ijer.v2i1.10642. 

Widiyasanti, M., & Ayriza, Y. (2018). Pengembangan Media Video Animasi untuk Meningkatkan Motivasi 
Belajar dan Karakter Tanggung Jawab Siswa Kelas V. Jurnal Pendidikan Karakter, 8(1). 
https://doi.org/10.21831/jpk.v8i1.21489. 

Wulandari, A. (2020). Implementation of the 2013 Curriculum Based on a Scientific Approach (Case Study 
at SD Cluster II Kintamani). International Journal of Elementary Education, 4(3), 422. 
https://doi.org/10.23887/ijee.v4i3.28172. 

Xiao, H., & Shi, J. (2020). Video Captioning with Text-Based Dynamic Attention and Step-By-Step Learning. 
Pattern Recognition Letters, 133, 305–312. https://doi.org/10.1016/j.patrec.2020.03.001. 

Yuanta, F. (2019). Pengembangan Media Video Pembelajaran Ilmu Pengetahuan Sosial pada Siswa Sekolah 
Dasar. Trapsila: Jurnal Pendidikan Dasar, 1(2), 91–100. https://doi.org/10.30742/tpd.v1i02.816. 

Zhang, J., Liao, G., & Li, N. (2020). Combining active learning and local patch alignment for data-driven 
facial animation with fine-grained local detail. Neurocomputing, 39. 
https://doi.org/10.1016/j.neucom.2019.05.102. 

 
 
 
 


