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A B S T R A K 

Kurangnya media belajar berdampak pada motivasi dan hasil belajar siswa yang 
rendah. Tujuan penelitian ini yaitu mengembangkan produk animasi 
pembelajaran pada muatan IPS Materi Lingkungan Sahabat Kita. Jenis penelitian 
ini yaitu penelitian pengembangan dengan menggunakan model ADDIE. Subjek uji 
coba yaitu 1 ahli materi pembelajaran, 1 ahli media pembelajaran, dan 1 ahli 
desain pembelajaran. Subjek uji coba yaitu siswa kelas V SD yang berjumlah 30 
siswa. Metode pengumpulan data menggunakan kuesioner. Instrument 
pengumpulan data menggunakan angket. Teknik analisis data yang digunakan 
dalam penelitian ini yaitu analisis statistic deskriptif kualitatif dan analisis 
statistic deskriptif kuantitatif. Hasil penelitian yaitu hasil penilaian yang diberikan 
oleh ahli materi pembelajaran yaitu 98% (sangat baik). Penilaian yang diberikan 
oleh ahli media pembelajaran yaitu 90% (sangat baik). Penilaian yang diberikan 
oleh desain pembelajaran yaitu 94% (sangat baik). Hasil uji coba perorangan 
mendapatkan skor 100% (sangat baik). Hasil uji coba kelompok kecil yaitu 98 % 
(sangat baik). Hasil uji coba kelompok besar yaitu 92% (sangat baik). 
Disimpulkan bahwa animasi pembelajaran pada muatan IPS Materi Lingkungan 
Sahabat Kita layak digunakan dalam pembelajaran. 
 
 

A B S T R A C T 

The lack of learning media has an impact on students' low motivation and learning outcomes. This study aims to 
develop a learning animation product on the social studies content for the Environmental Materials of Our Friends. 
This type of research is development research using the ADDIE model. The test subjects are 1 learning material 
expert, 1 learning media expert, and 1 learning design expert. The experiment subjects were fifth-grade elementary 
school students collected 30 students. Methods of data collection using a questionnaire. The data collection 
instrument used a questionnaire. The data analysis technique used in this research is descriptive qualitative statistical 
analysis and quantitative descriptive statistical analysis. The study results are the results of the assessment given by 
learning material experts, namely 98% (very good). The assessment given by learning media experts is 90% (very 
good). The assessment given by the learning design is 94% (very good). The trial results get an individual score of 
100% (very good). The results of the small group trial were 98% (very good). The results of the large group trial were 
92% (very good). It was concluded that the learning animation on the Social Science content of the Environmental 
Materials of Our Friends is suitable for learning. 

 

 
1. INTRODUCTION 

 Human resources can be increased effectively with education. Education can develop all the 
potential possessed by a person (Bulan et al., 2020; Hamzah et al., 2016). This is what makes Indonesian 
education always updated to keep up with the times and develop human resources effectively. The 
government has implemented the 2013 curriculum at the basic education level to achieve educational 
goals(Divayana et al., 2016; Nasihin, 2016). Learning is learning activities that are carefully designed and 
actualized (Setiawan & Kumala, 2020; Tiara & Sari, 2019). This is why education is one of the efforts in 
educating the nation's life so that the quality of education needs to be constantly improved. The 
integration of learning activities is one of the learning activities that must also be considered by every 
teacher. Learning that is not paid attention to can lead to less understanding of students so that students 
do not understand the material properly(Atmojo et al., 2020; Nácher et al., 2021). Moreover, learning 
activities are currently running online. This makes teachers have to design online learning activities that 
can help students learn online easily. 

Online learning activities are also expected to create meaningful learning so that students can 
formulate a problem and solve a solution that occurs in their lives (Baragash & Al-Samarraie, 2018; Wei et 
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al., 2021). One of the contents that students get in online learning is social studies. IPS content obtained by 
students in elementary schools emphasizes the elements of education and equipping students in learning 
activities. The emphasis on social studies learning does not only emphasize a number of rote concepts but 
lies in so that students can make and use what they have learned as provisions in living life and solving all 
problems in society (Widyastuti et al., 2019; Wildawati et al., 2018). Compulsory social science given in 
elementary schools. This learning examines all events, concepts, facts related to global issues and social 
life (Alfianti et al., 2020; Anggraini et al., 2018). In addition, this subject also combines and integrates basic 
concepts from various social sciences which are developed with a psychological and social approach. 
Students who understand IPS will later be able to overcome social problems so that students can live well 
in society(Widiasih et al., 2018; Widnyana & Sujana, 2017). Social studies learning objectives also instill 
basic knowledge and skills that are useful for students in everyday life (Puspitaningdyah & Purwanti, 
2018; Suasaningdyah, 2018). This makes IPS learning must be well designed so that students can 
understand the material easily. 

However, the current problem is that teachers are less able to design activities properly. Previous 
research findings also reveal that there are still many teachers who only use book learning resources and 
do not make use of technology even though this century requires technology in learning activities (Rofiq 
et al., 2019; Syawaludin et al., 2019). Other studies have also revealed that some teachers are still 
monotonous using the lecture method so that students are less active in learning and have an effect on 
students' poor abilities (Dewi et al., 2019; Riwu et al., 2018). Lecture learning can also influence students 
to be less creative in developing an idea and solving a problem (Dwi Lestari & Putu Parmiti, 2020; 
Pamungkas et al., 2018). Besides that, other findings also reveal that some teachers also have difficulties in 
developing creative media (Ponza et al., 2018; Siddiq et al., 2020). The results of observations at SD Negeri 
1 Cempaga found that learning activities had not been carried out optimally. The findings also reveal that 
the social studies content of students has not yet reached the KKM. The social studies competency score of 
students is 73 and students who achieve completeness are at least 14 students. It was found that 17 
students had not reached the KKM. This indicates that students are less able to understand IPS material. 
The observation results also found that students did not concentrate enough in participating in learning 
and students paid less attention to the teacher in teaching. In addition, the teacher also revealed that in 
learning activities there is still a lack of media use because teachers have difficulty developing media. 

The solution to this problem is to use interesting and interactive media. Online learning activities 
must use technology-assisted media so that learning becomes optimal. One of the media that can be used 
is learning animation. This learning animation can help and support remote learning activities (Candra 
Dewi & Negara, 2021; Ponza et al., 2018). The use of technology in developing animated media can make it 
easier for teachers to channel information and also make it easier for students to receive material (Yuliani, 
2017; Yuniarni et al., 2020). In helping students understand the concept of material, animation can be 
developed through the form of a series of images that are made alive. The use of this animation can create 
interesting learning activities and beautify the appearance of the media so that students are more 
enthusiastic about participating in learning (Alfianti et al., 2020; Margareta Widiyasanti et al., 2018). One 
of the animations that can be developed is stop motion animation which is a learning media in the form of 
animation with media capture techniques using a collection of images that are put together so that the 
images come alive. This animation can animate images and move images so that it will be very interesting 
for students(Abbas, 2019; Widiyasanti & Ayriza, 2018).  

Previous research findings also reveal that the use of well-developed animation will make it 
easier for students to learn (Kusumawati, 2016; Lubis & Hidayat, 2021; Prasetya et al., 2021). Other 
studies have also revealed that animation is an interesting medium that can increase students' motivation 
to learn (Awalia et al., 2019; Ompi et al., 2020). It can be concluded that the use of this animation will 
assist teachers in distributing material, especially in online learning. There is no study regarding the 
development of stop motion learning animation. The advantage of the animation developed is that this 
animation is very easy to use and very interesting because it moves the images as if they were alive. In 
addition, the packaging of the material is also adjusted to the characteristics of students so that it is 
suitable and makes it easier for students to learn. The purpose of this research is to develop learning 
animation products on social studies content on Sahabat Kita Environmental Materials. It is hoped that 
this animation can help teachers distribute material online. 

 

2. METHOD 

 This type of research is development research. The model used in developing animation is ADDIE 
which includes analysis, design, development, implementation, and evaluation (Sari et al., 2020).  The 
analysis stage is to analyze the existing problems. The design stage is designing animation products. At the 
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development stage, namely developing animation products and product validation tests. The 
implementation phase is testing the effectiveness of the product. The evaluation phase is carried out 
throughout all stages. The test subjects were 1 learning material expert, 1 learning media expert, and 1 
learning design expert. The test subjects were fifth grade elementary school students, totaling 30 students. 
Methods of data collection using a questionnaire. The data collection instrument uses a questionnaire. The 
questionnaire grid is presented in Table 1. 
 
Table 1.  Learning Animation Feasibility Sheet Grid 

No Aspect Indicator 

1 Function  
The function of learning animation media 
1. Display media is able to attract students' attention to study. 
2. Ease of use of learning animation media. 

2 
 

Appropriateness  
 

Display of learning animation media 
3. The material displayed in the media is able to attract students' 

attention in learning. 
4. The material in learning animation media is easy for students to 

understand. 
 
3 

 
Accuracy 

The effectiveness of the use of learning animation media. 
5. Completeness of material/information contained in learning 

animation media. 
6. The suitability of the material in the theme book used in learning 

animation media. 
7. Suitability of the material with basic competence. 
8. The suitability of the material with learning animation media. 
9. The breadth of material coverage in learning animation media. 
10. The depth of the material in learning animation media. 

(Modificaton from Cahyadi, 2019) 
 

The data analysis technique used in this research is qualitative descriptive statistical analysis and 
quantitative descriptive statistical analysis. Qualitative descriptive analysis was used to process input data 
from experts. Quantitative descriptive analysis is used to process the score data given by experts. The five 

conversion guidelines are used to provide product categories. 
 

3. RESULT AND DISCUSSION 

Result 
This research produced learning animation products on social studies content on Sahabat Kita 

Environmental Materials using the ADDIE model. First, analysis. the result of the analysis is that learning 
activities have not been carried out optimally. The findings also reveal that the social studies content of 
students has not yet reached the KKM. The social studies competency score of students is 73 and students 
who achieve completeness are at least 14 students. It was found that 17 students had not reached the 
KKM. This indicates that students are less able to understand IPS material. The observation results also 
found that students did not concentrate enough in participating in learning and students paid less 
attention to the teacher in teaching. In addition, the teacher also revealed that in learning activities there 
is still a lack of media use because teachers have difficulty developing media. The results of the curriculum 
analysis are presented in Table 2. 
 
Table 2. Basic Competencies and Competency Achievement Indicators 

Basic competencies Indicators of Competence Achievement 
3.3 Analyzing the role of the economy in an effort 
to improve people's lives in the social and cultural 
fields to strengthen the unity and integrity of the 
Indonesian nation and its relationship with spatial 
characteristics. KD. 

3.3.1 Observing pictures/photos/videos/reading 
texts about social interaction of development 
outcomes in the community. 

 
Second, design. At this stage, designing learning animation products on social studies content is 

our friend's environmental material. The design process begins with designing product designs according 
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to learning materials, then the designs are developed through the Canva application. The design results 
are presented in Picture 1. 

 

 

Picture 1. IPS Load Animation Design 
 

Third, development. At this stage, namely developing learning animation products on Social 
Science Content Materials of Our Friends Environment in accordance with the designs that have been 
made. The animation that has been developed consists of an opening, KD, indicators, objectives, content 
and closing. The size of this animated video uses a Landscape (16:9) frame system with a total of 96 image 
pages. The technique used is cut out to form an animation by making image cuts so that the image seems 
to move. The development results are presented in Picture 2. 

 

 

Picture 2. Results of IPS Content Animation Development 
 

Learning animation products on Social Science Content Materials of Our Friends Environment 
that have been developed are then tested for validity. The results of the assessment given by learning 
material experts are 98% (very good). The assessment given by learning media experts is 90% (very 
good). The assessment given by the learning design is 94% (very good). Individual test results get a score 
of 100% (very good). The results of the small group trials were 98% (very good). The result of the large 
group trial was 92% (very good). It was concluded that the learning animation on social studies content 
on Sahabat Kita Environmental Material is appropriate for use in learning. As for the advice given by the 
expert, namely first, there is a mention in the text that does not match the picture. Second, the text in the 
image does not match the supporting image. The revised results are in Picture 3. 

 

 

Picture 3. Results of the IPS Content Animation Revision 
 
Discussion 

Learning animations on social studies content on Sahabat Kita's Environmental Materials are 
suitable for use in learning. This is because, first, it makes it easier for students to learn. The learning 
animation that has been developed adjusts the material to the social studies learning curriculum so that it 
can be used by students in learning. In addition, the material presented about Our Friends Environment 
also presents examples to make it easier for students to learn. This is in accordance with research which 
reveals that the use of examples in the media will make it easier for students to absorb all the information 
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presented in the media (Hanif, 2020; Rahayuningsih, 2020). In addition, this media is also equipped with 
appropriate explanations so that students can understand the concept of the material well (Lin & Li, 2018; 
Sanchez & Weber, 2019; Endang Saripudin et al., 2018). This learning animation was developed based on 
the results of a needs analysis so that it can be a solution in overcoming problems that occur in students. 
This is in accordance with constructivism theory which states that learning activities will run well if they 
focus on direct knowledge so that students can gain direct experience through learning (Pande & Bharathi, 
2020; Suwannaphisit et al., 2021). In using this animation can make students fully involved in learning 
activities by listening to reading and understanding the material. This provides a meaningful experience 
for students so that students more easily understand and grasp the concepts presented in the animation 
(Koning et al., 2019; Sanchez & Weber, 2019).  

Second, learning animation on social studies content motivates student learning. This social 
studies content learning animation is guided by the ADDIE model so it is very clear and systematic. Clarity 
in media development will have an impact on the results of developing interesting animations so that they 
can motivate students in learning (Koning et al., 2019; Saripudin et al., 2018). In addition, this animation 
design was built using the Canva application so it is very interesting. This learning animation is adapted to 
the material so that the animation presents material systematically. The material presented systematically 
will have an impact on students' comfort in learning so that student motivation increases  (Prehanto et al., 
2021; Puspita & Raida, 2021). Besides that, the development of this animation also uses a cut out 
technique that can make the pieces of the image move so that it is very interesting. Previous research has 
also revealed that attractively presented media can motivate student learning (Koning et al., 2019; 
Munawaroh, 2019). The development of this animation makes the pictures seem to move real which will 
increase students' enthusiasm when learning the material. This can also be seen from students' responses 
to learning animations which reveal that students are very interested when learning material through 
learning animated videos. This learning animation also has a clear focus and clear learning objectives. The 
clarity of this learning video also makes students interested in learning to use media(Amali et al., 2020; 
Suprianti, 2020).  

Previous research findings also reveal the importance of using media in online learning, so 
teachers must design digital-based media (Agustina et al., 2021; Candra Dewi & Negara, 2021). Other 
research also reveals that learning animation is appropriate to use because it is practical and motivates 
students to learn (Lubis & Hidayat, 2021; Ompi et al., 2020). Other findings also reveal that animations 
that are designed as attractive as possible and according to needs can overcome student learning 
problems (Arditya Isti et al., 2020; Kurniawan et al., 2020). It was concluded that animated videos can 
create a fun learning atmosphere. The implication of this research is that the IPS content animation that 
has been developed can help students learn online so that students more easily understand learning 
material. In addition, this video also makes learning activities more effective so that it will have an impact 
on increasing student understanding.. 

 

4. CONCLUSION 

Based on the results of data analysis and discussion, it can be concluded that the principal as a 
leader has carried out his role as an agent of change, direction giver, and as a coach for the staff, teacher 
and student. The obstacles that are felt by the principal in carrying out his role are that there are still some 
teachers who come late to school because of personal reasons such as taking care of children and family. 
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