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Abstrak 

Guru masih terbatas dalam penggunaan media pembelajaran benda konkret pada mata pelajaran IPAS sehingga hasil 

belajar peserta didik rendah. Tujuan penelitian ini yaitu mengembangkan media pembelajaran diorama inovatif untuk 

meningkatkan hasil belajar peserta didik pada materi keberagaman budaaya Indonesia. Jenis penelitian ini yaitu penelitian 

pengembangan atau research and development (R&D) dengan model Borgh and Gall. Subjek penelitian yaitu ahli media 

pembelajaran, ahli materi pembelajaran, dan guru. Populasi dalam penelitian ini berjumlah 25 peserta didik. Metode 

Pengumpulan data adalah metode wawancara, dokumentasi, angket dan tes. Instrumen pengumpulan data berupa kuesioner 

dan soal tes. Teknik analisis data yaitu analisis kuantitatif dan statistik inferensial. Hasil penelitian yaitu validasi ahli 

materi dengan kategori sangat layak dan validasi ahli media dengan kategori sangat layak. Berdasarkan hasil uji t yaitu 

menggunakan uji paired sample t-test pada skala besar dan skala kecil menunjukan terdapat perbedaan yang signifikan 

setelah digunakan media diorama. Berdasarkan hasil uji N-gain pada skala kecil yaitu 88 (tinggi) dan pada skala besar 

yaitu 70 (sedang) yang berarti terdapat peningkatan nilai antara prettest dan posttest. Disimpulkan bahwa penggunaan 

media pembelajaran diorama inovatif mampu meningkatkan hasil belajar peserta didik pada mata pelajaran IPAS. 

Kata Kunci: Media Pembelajaran, Diorama Inovatif, IPAS, Hasil Belajar 

Abstract 

Teachers are still limited in using concrete object learning media in Natural and Social Sciences subjects, so student learning 

outcomes are low. This study aims to develop innovative diorama learning media to improve student learning outcomes in 

the material on Indonesian cultural diversity. This type of research is research and development (R&D) with the Borgh and 

Gall model. The study subjects were learning media experts, learning material experts, and teachers. The population in this 

study was 25 students. Data collection methods were interview methods, documentation, questionnaires and tests. Data 

collection instruments were in the form of questionnaires and test questions. Data analysis techniques were quantitative 

analysis and inferential statistics. Material experts validated the study results with a very feasible category, and media 

experts with a very feasible category. The results of the t-test, namely using the paired sample t-test on a large and small 

scale, showed a significant difference after using diorama media. Based on the results of the N-gain test on a small scale, 

namely 88 (high) and on a large scale, namely 70 (moderate), there was an increase in value between the pretest and posttest. 

It is concluded that innovative diorama learning media can improve student learning outcomes in Natural and Social 

Sciences subjects. 
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1. INTRODUCTION 

Education is a conscious effort to develop one's potential in the spiritual aspects of 

personality, intelligence, noble morals and skills. Therefore, education is expected to create a 

learning atmosphere and learning activities that can improve students' knowledge and skills 

(Idhayani et al., 2021; Melinda et al., 2017).In order to realize effective learning activities, 

facilities are needed in learning activities (Dover & Valls, 2018; Suryawati & Osman, 

2017).In the independent curriculum, students are required to be more active and able to 

develop the ability to think critically, creatively, independently, have faith in God Almighty, 

have noble character, work together and have global diversity in learning activities (Rahayu 

et al., 2022; Sadieda et al., 2022; Silvia et al., 2023).The independent curriculum has several 
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innovations, one of which is the integration of learning materials, namely Science and Social 

Sciences into Natural and Social Sciences (IPAS). The reason for the integration of Science 

and Social Sciences into IPAS is that elementary school students are able to view things as a 

whole, are able to develop holistic thinking related to the natural and social environment, and 

strengthen the profile of Pancasila students (Adnyana & Yudaparmita, 2023; Muhardini et al., 

2023). 

Natural and Social Sciences (IPAS) are arranged systematically, so that learning takes 

place interactively and encourages the active role of students which aims to encourage 

children's creativity and psychology. IPAS is a unity that is expected to be able to develop 

students' critical thinking attitudes. In learning activities, students are required to get 

maximum learning results (Adnyana & Yudaparmita, 2023; Muhardini et al., 2023). The 

learning outcomes include cognitive, affective, and psychomotor. Cognitive is related to the 

intellectual abilities and skills of students in thinking (Juwantara, 2019; Nursa'adah et al., 

2016).Affective relates to attitudes, abilities and emotional mastery such as the ability to 

control feelings, attitudes and values (Hutapea, 2019; Widyantari et al., 2019).Psychomotor is 

related to a skill or physical movement carried out by students in learning activities (Eliza et 

al., 2019; Heri et al., 2017). 

However, the problem that occurs today is that there are still many students who get 

low learning outcomes. Previous research findings also revealed that low learning outcomes 

in students are caused by learning activities not running optimally (Adnyana & Yudaparmita, 

2023; Surya et al., 2023).Other findings also revealed that the lack of learning media also has 

an impact on low learning outcomes (Mahardika & Siswoyo, 2021; Wulandari et al., 

2019).Based on the results of observations and interviews that have been conducted, it was 

found that the implementation of science learning at SDN Ngaliyan 05 was in accordance 

with educational standards, but there were still some shortcomings. One of them is the use of 

learning media that has not been maximized. In science learning activities, students are less 

enthusiastic, easily bored with the material presented by the teacher so that student activity is 

still less than optimal. Teachers are still limited in developing concrete object learning media 

as a means to convey teaching materials to students. This causes science learning outcomes to 

be less than optimal. Based on data from grade IV teachers, the average social studies score is 

still below average. 

The results of documentation on student learning outcomes in the even semester of 

the IPA content include daily test scores from chapter 6, namely the diversity of Indonesian 

culture, Mid-Semester Assessment, and Final Semester Assessment. The daily test scores in 

chapter 6 of Class IV were obtained as follows, an average score of 62 was obtained with 

details of a total of 28 students, 17 (60%) students who had not completed the KKM, and 11 

(40%) remaining completed the KKM. While for the PTS score, an average score of 63 was 

obtained with details of a total of 28 students, 12 (42%) students completed the KKM, and 16 

(57%) students had not completed the KKM. In the Final Semester Assessment, the following 

was obtained, chapter 6 obtained an average score of 64 with details of a total of 28 students, 

9 (32%) students completed the KKM and 19 (67%) students had not completed the KKM. It 

was concluded that in science learning, students had difficulty in understanding the learning 

material and students were less active in receiving the material presented by the teacher 

during the learning activities. 

Based on this, a tool is needed that can help students in learning. One solution offered 

is to use learning media as a communication tool in delivering material. Learning media is a 

medium used to convey learning objectives so that students obtain new concepts (Septian & 

Tampubolon, 2015; Yasa et al., 2017). One of the learning media that can be used is an 

innovative diorama. Diorama media provides a real view of objects but in a smaller form. 

Diorama media is a static or still exhibition media designed to convey information and 
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knowledge about real events that occurred in the past, present, or future in 3-dimensional 

form (Pratiwi, 2022; Rusdi et al., 2022).Diorama is a miniature view that depicts a real view. 

This diorama media has the advantage of providing direct experience, concrete presentation 

can avoid verbalism, can show objects in their entirety, can show a flow or process clearly, 

uses simple and easy-to-make materials, and can be observed directly (Santhi et al., 2020; 

Sidyawati et al., 2021).The implementation of this diorama is also expected to enable 

students to play an active role in learning activities and to create an educational and enjoyable 

learning atmosphere. 

Previous research findings revealed that diorama learning media can be used to 

improve student learning outcomes (Kustadiyono, 2020; Wardoyo et al., 2022).Other 

research also reveals that diorama media can increase students' enthusiasm and activeness in 

learning (Ainurrahmah & Erwin, 2022; Budiani et al., 2023).It is concluded that innovative 

dioramas can be used to improve student learning outcomes. The innovative diorama that will 

be developed is in the form of concrete object media whose objects come from real objects 

but in a smaller size or in the form of miniatures equipped with learning videos via barcodes 

contained in the diorama. Therefore, the innovation in this diorama is assisted by audio-visual 

in the form of learning videos containing material on cultural diversity in three provinces on 

the island of Java. The provinces used as material in this innovative diorama media are West 

Java, Central Java and East Java. The advantage of this media is that it is able to attract 

students' interest in learning so that it can improve students' learning outcomes. There has 

been no study on innovative diorama learning media in science subjects to improve the 

learning outcomes of grade IV elementary school students. Based on this, the purpose of this 

study is to develop innovative diorama learning media in science subjects. 

 

2. METHODS  

Brogh & Gall model, which consists of several stages. First, Potential and problems. 

At this stage, it is carried out by conducting observations and interviews with grade IV 

teachers of Ngaliyan 05 Elementary School, Semarang City. Second, Information collection. 

At this stage, a questionnaire is distributed to determine and analyze the needs of teachers 

and students for concrete object learning media. Third, Product design. At this stage, the 

researcher designs a product in the form of an innovative diorama which will later be used in 

research activities. Fourth, design validation, Fifth, Product revision. Sixth, Product trial. At 

this stage, a product trial is carried out on a small group. This small group consists of 2 top-

ranking students, 2 middle-ranking students and 2 bottom-ranking students. Seventh, Product 

revision. At this stage, a product revision is carried out if there are suggestions for responses 

from teachers and students. Eighth, Usage trial. This research was conducted in grade IV of 

Ngaliyan 05 Elementary School, Semarang City. 

The subjects of the study were learning media experts, learning material experts, and 

teachers. The population in this study were students of grade IV of SDN Ngaliyan 05 

Semarang City. The number of students in grade IV was 25. The sample taken represented 

the entire population. The sampling technique used in this study was purposive sampling by 

taking 6 students from the top 2, middle 2 and bottom 2. This study used large groups and 

small groups. The small group here was taken from a sample of 6 students from the total 

number of students in grade IV. While for the large group, the remaining students who were 

not sampled were 19 students. Furthermore, both groups were given the same treatment, 

namely pre-test and post-test at alternating times. The data collection method in this study 

used observation, interviews, and tests. Observation and interviews were used to find out the 

problems that occurred. The test method was used to find out the results of learning science 

of grade IV elementary school students. The research instrument used during the pre-test and 
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post-test was a multiple choice consisting of 25 questions. In compiling the instrument for the 

learning outcome test of the participants of the Indonesian cultural diversity material, the test 

grid was compiled according to the competencies to be achieved. The instrument grid is 

presented in Table 1. 

 

Table 1. Learning Media Instruments 

No. Rated Aspect 

1 Easy to use media 

2 The instructions for use on the media are clear. 

3 Suitability of component layout in the learning media created 

4 Appropriateness in choosing the size and type of letters used in the media 

5 Attractive design colour selection 

6 Interesting selection of media backgrounds and miniatures 

7 Attractive media presentation 

8 The writing on the media can be read clearly 

9 The suitability between miniatures and learning materials 

10 Suitability in choosing miniature forms with learning materials 

11 Suitability of the form of learning media design with the characteristics of students 

12 Backsound used in Interesting media 

13 The use of sound in the media is appropriate 

14 
The format and appearance of the videos provided are attractive and appropriate to 

the subject matter. 

15 Learning media that is made easy to understand by both teachers and students 

 

The data analysis method in this study is quantitative data analysis and inferential 

statistics. The research data will be tested several times to determine the success or failure of 

the research that has been carried out previously. In the research instrument test, validity 

tests, reliability tests, discriminatory power tests and difficulty level tests are carried out. In 

the data processing process, normality tests, paired-tests and N-gain tests are carried out. In 

the data processing, it is carried out to determine whether there is a significant difference in 

student learning outcomes before and after the use of innovative diorama media in the subject 

of science on the subject of Indonesian cultural diversity. 

 

3. RESULTS AND DISCUSSION  

Result 

This study aims to develop innovative diorama learning media in science subjects 

using the Brogh & Gall model. First, Potential and problems. The results of the observation 

can be identified as a problem that the school has been equipped with LCD but has not been 

equipped with PCs or laptops as facilities and infrastructure in learning activities. Second, 

information collection. The results of the analysis show that teachers and students need 

concrete object learning media. Third, Product design. At this stage, the researcher designs a 

product in the form of an innovative diorama used in research activities. The product design 

here includes the concept of the diorama, the materials needed, the innovations that will be 

developed in the diorama, learning achievements and objectives, learning videos, and 

bibliographies or references. Fourth, design validation. At this stage, validation is carried out 

by expert lecturers in the field of media and materials. The validation results show that the 

percentage of media validation is 100% (very feasible) and the percentage of material 

validation is 96% (very feasible). The assessment by experts can be seen in table 2. 
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Table 2. The Validation Table 

No. Test Subject Percentage Category 

1 Media expert 100% Very Worth It 

2 Subject matter expert 96% Very Worth It 

 

  Fifth, Product revision. After carrying out validation, the next step is to revise the 

product based on suggestions from experts. However, in this study, experts from both media 

experts and material experts did not provide suggestions, so the product was not revised. 

Sixth, Product trial. At this stage, a product trial was conducted on a small group. At this 

stage, a questionnaire was also distributed regarding teacher responses to innovative diorama 

learning media. The results of the data analysis showed that the percentage of teacher 

responses to innovative diorama media was 100%, which means it is in the very feasible 

category. Furthermore, the percentage of student responses to innovative diorama media was 

97%, which is in the very feasible category. 

Seventh, Product revision. At this stage, product revision is carried out if there are 

suggestions for responses from teachers and students. However, in this study there were no 

suggestions from teachers or students regarding the innovative diorama media used in 

learning activities. Therefore, it was continued to the next stage, namely the trial use. Eighth, 

Trial use. At this stage, a trial was carried out on a large group in class IV of Ngaliyan 05 

Elementary School, Semarang City. The number of students in this large group was 19 

students. Before carrying out learning activities, students carried out a pre-test and after 

carrying out learning, students were also given a post-test with the aim of measuring the 

effectiveness of the learning media used. 

The data processing process is carried out in three stages, namely the normality test to 

determine whether the data is normally distributed or not. The paired sample t-test to 

determine whether there is a significant difference before and after the use of innovative 

diorama learning media in the subject of social studies on the subject of Indonesian cultural 

diversity. The last is the N-gain test to determine the increase in value before the media is 

used (pre-test) and after the media is used (post-test) and in this test it is also used to explain 

and determine the category of value increase as a result of student learning. After the research 

was conducted, the research data was obtained in the form of student learning outcomes in 

the subject of social studies on the subject of Indonesian cultural diversity. 

Based on the results of the normality test with the Shapiro Wilk formula, the results of 

the small group normality test obtained a pre-test significance of 0.77 and a post-test of 0.91. 

This shows that t count> 0.05, so that the data on the results of the IPA learning outcomes of 

the material on the diversity of Indonesian culture in the small group are normally distributed. 

The results of the large group normality test obtained a pre-test significance of 2.76 and a 

post-test of 0.71. This shows that t count> 0.05, so that the data on the results of the IPA 

learning outcomes of the material on the diversity of Indonesian culture in the large group are 

normally distributed. Furthermore, for the homogeneity test, it was found that the data on the 

results of the IPA learning outcomes of the material on the diversity of Indonesian culture in 

the small and large groups were homogeneous. Furthermore, a t-test was carried out. 

Based on the results of the paired sample t-test, it was obtained that the small group 

had a significance value of 0.03 <0.05 and the large group had a significance value of 0.00 

<0.05 so that there was a significant difference in the small group and the large group after 

the pre-test and post-test were carried out. The results of the small group t-test are presented 

in Table 3. The results of the large group t-test are presented in Table 4. 
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Table 3. The Results of The Small Group Paired Sample T-Test 

 Shapiro Wilk       

  
95% Confidence Interval of 

the Difference 
Significance 

  Mean 

Std. 

Devia

tion 

Std. 

Error 

Mean 

Lower Upper t df 
One-

sided p 

Two-

sided p 

Pair 

1 

IPAS -

IPAS 
-32.000 

14.96

6 
6.110 

-

47.706 
-16.293 

-

5.237 
5 0.002 0.003 

 

Table 4. The Results of The Large Group Paired Sample T-Test 

 Shapiro Wilk       

  
95% Confidence Interval of 

the Difference 

Significanc

e 

  Mean 

Std. 

Devia

tion 

Std. 

Error 

Mean 

Lower Upper t df 

One-

sided 

p 

Two-

sided 

p 

Pair 

1 

IPAS -

IPAS 
-29.684 12.741 2.923 -35.825 -23.543 

-

10.1

55 

18 
<0.0

01 

<0.0

01 

 

Students in large groups with the help of innovative diorama learning media obtained 

an average learning outcome of 70. While in small groups with the help of innovative 

diorama learning media obtained an average learning outcome of 88. The data shows that the 

average learning outcome of social studies on the material of Indonesian cultural diversity in 

small groups is greater than the average of large groups. Based on the results of the N-gain 

test to determine the average value of students' social studies learning outcomes on the 

material of Indonesian cultural diversity, it can also be concluded that the average learning 

outcome of large groups is in the medium category and the average learning outcome of 

small groups is in the high category. The results of the small group n-gain test are presented 

in Table 5. The results of the large group n-gain test are presented in Table 6. 

 

Table 5. The Small Group N-Gain Test Results Table 

 N Minimum Maximum Mean Std. Deviation 

Gain Score 6 0.60 1.00 0.8848 0.16044 

Gain Percent 6 60.00 100.00 88.4848 16.044042 

Valid N (Listwise) 6     

 

Table 6. Table of Results of Large Group N-Gain Test 

 N Minimum Maximum Mean Std. Deviation 

Gain Score 19 0.33 1.00 0.7098 0.19003 

Gain Percent 19 33.33 100.00 70.9844 19.00314 

 

Discussions  

The results of the data analysis show that innovative diorama learning media has 

received a very decent qualification from experts. This is due to the following factors. First, 

innovative diorama learning media is able to improve student learning outcomes in the 

subject of science, material on the diversity of Indonesian culture. Diorama is a three-
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dimensional learning media so it is effective in improving students' understanding of learning 

materials (Ainurrahmah & Erwin, 2022; Pratiwi, 2022).In addition, dioramas can also make it 

easier for students to understand the concept of the material being studied, so that it has an 

impact on learning outcomes. Diorama media can help teachers make it easier for students to 

learn because they involve children in the process of making it (Budiani et al., 2023; 

Kustadiyono, 2020).Dioramas can also overcome the limitations of audio or visual media 

alone, because this media will produce images and sound. In addition, diorama media can 

also be used to improve skills in elementary school students (Ainurrahmah & Erwin, 2022; 

Santhi et al., 2020). 

Second, innovative diorama learning media is also effective to use in learning 

activities. This is because innovative diorama media is able to make students play an active 

role in learning activities and is able to improve student learning outcomes (Ainurrahmah & 

Erwin, 2022; Pratiwi, 2022). In addition, with innovative diorama media in the form of 

concrete objects, students are able to observe a learning object clearly and easily. In learning 

activities, teachers must prepare learning objectives and materials to be studied that are 

adjusted to student characteristics (Rahim et al., 2020; Suryawan et al., 2021).After 

compiling the learning objectives, the teacher must make a plan on how to use diorama media 

in the learning process. After the media has been developed, the teacher applies the diorama 

media. The learning activities carried out include explaining learning materials using diorama 

media, explaining concepts that are in accordance with diorama media, and helping students 

understand the learning materials. At the end of the learning activities, the teacher evaluates 

the success of using diorama media in the learning process. This aims to assess students' 

ability to understand learning materials, as well as assess whether the media is successful 

(Argarini & Sulistyorini, 2018; Melindawati et al., 2021).Learning activities like this 

certainly have a positive impact on students. 

Third, innovative diorama learning media increases students' enthusiasm for learning. 

The developed diorama media takes into account factors such as being in accordance with 

learning objectives, student characteristics, and the material being studied. This is what 

causes innovative diorama learning media to increase students' enthusiasm for learning 

(Ainurrahmah & Erwin, 2022; Pratiwi, 2022). In addition, diorama media can be used 

anywhere with the equipment available around it so that learning activities become easy. 

Diorama media must be able to provide students with a common experience of events in their 

environment, and allow for direct interaction with teachers, the community, and their 

environment (Kustadiyono, 2020; Sapitri et al., 2021).Diorama media must be able to 

increase students' interest in learning higher than the same media repeatedly and seem 

monotonous. By considering these factors, teachers can use effective and efficient learning 

media in improving student learning outcomes (Budiani et al., 2023; Kustadiyono, 2020). 

Previous research findings also revealed that diorama media is effective for use in 

learning (Ainurrahmah & Erwin, 2022; Wardoyo et al., 2022).Other findings also revealed 

that diorama learning media can make it easier for students to learn (Aris & Afina, 2022; 

Pratiwi, 2022).It is concluded that the implementation of dioramas is able to make students 

play an active role in learning activities and is able to create an educational and enjoyable 

learning atmosphere. The advantages of this media are that this diorama media has the 

advantage of providing direct experience and can show objects in their entirety, making it 

easier for students to learn (Santhi et al., 2020; Sidyawati et al., 2021).Innovative diorama in 

the form of concrete object media equipped with learning videos through barcodes makes it 

easier for students to understand the learning material. The limitation of this study is that the 

diorama learning media developed is only for science learning on cultural diversity material 

in three provinces on the island of Java. The implication of this study is that innovative 

diorama learning media in science subjects can make it easier for students to learn science. 
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4. CONCLUSION  

The results of the data analysis show that innovative diorama learning media is 

feasible to be used in learning activities. Diorama media is feasible to be used as evidenced 

by the increase in student learning outcomes which can be seen from significant differences. 

It is concluded that the use of innovative diorama learning media has a positive influence on 

student learning outcomes in the subject of science, material on Indonesian cultural diversity, 

grade IV of Ngaliyan 05 Elementary School, Semarang City. 

 

5. REFERENCES 

Adnyana, K. S., & Yudaparmita, G. N. A. (2023). Peningkatan Minat Belajar IPAS 

Berbantuan Media Gambar Pada Siswa Sekolah Dasar. Edukasi: Jurnal Pendidikan 

Dasar, 4(1), 61. https://doi.org/10.55115/edukasi.v4i1.3023. 

Ainurrahmah, S., & Erwin. (2022). Pengaruh Penggunaan Media Diorama Terhadap Minat 

Belajar Peserta Didik Pada Mata Pelajaran Ipa Di Kelas V. Didaktik : Jurnal Ilmiah 

PGSD STKIP Subang, 8(1). https://doi.org/10.36989/didaktik.v8i1.293. 

Argarini, D. F., & Sulistyorini, Y. (2018). Pengembangan Media Pembelajaran Berbasis 

Prezi pada Matakuliah Analisis Vektor. Kalamatika: Jurnal Pendidikan Matematika, 

3(2), 209–222. https://doi.org/10.24256/jpmipa.v1i2.95. 

Aris, I., & Afina, F. (2022). Pengaruh Penggunaan Media Diorama Terhadap Hasil Belajar 

Kognitif Ipa Materi Siklus Air Pada Siswa Kelas V Sd Negeri Kebanyakan Kota 

Serang. Jurnal Primagraha, 3(1). 

Budiani, L. S., Sutisnawati, A., & Maula, L. H. (2023). Meningkatkan Keterampilan Menulis 

Karangan Deskripsi Melalui Penggunaan Media Diorama di Sekolah Dasar. Jurnal 

Pendidikan FKIP UNMA, 9(2). https://doi.org/10.31949/educatio.v9i2.4865. 

Dover, A. G., & Valls, F. R. (2018). Learning to “Brave Up”: Collaboration, Agency, and 

Authority in Multicultural, Multilingual, and Radically Inclusive Classrooms. 

International Journal of Multicultural Education, 20(3), 59–79. 

https://doi.org/10.18251/ijme.v20i3.1670. 

Eliza, F., Suriyadi, S., & Yanto, D. T. P. (2019). Peningkatan Kompetensi Psikomotor Siswa 

Melalui Model Pembelajaran Project Based Learning ( PjBL ) di SMKN 5 Padang : 

PDS Project. INVOTEK: Jurnal Inovasi Vokasional Dan Teknologi, 19(2). 

https://doi.org/10.24036/invotek.v19i2.427. 

Heri, L., Rusilowati, A., & Raharjo, T. J. (2017). Pengembangan Instrumen Penilaian 

Psikomotor Senam Lantai dalam Pembelajaran Penjasorkes pada Siswa Sekolah 

Dasar. Journal of Educational Research and Evaluation, 6(1). 

https://doi.org/10.15294/jrer.v6i1.16204. 

Hutapea, R. H. (2019). Instrumen Evaluasi Non-Tes dalam Penilaian Hasil Belajar Ranah 

Afektif dan Psikomotorik. Jurnal Teologi dan Pendidikan Kristen Kontekstual, 2(2), 

151–165. https://doi.org/10.34307/b.v2i2.94. 

Idhayani, N., Nasir, N., & Jaya, H. N. (2021). Manajemen Pembelajaran untuk Menciptakan 

Suasana Belajar Menyenangkan di Masa New Normal. Jurnal Obsesi : Journal of 

Early Childhood Education, 5(2). https://doi.org/10.31004/obsesi.v5i2.911. 

Juwantara, R. A. (2019). Analisis Teori Perkembangan Kognitif Piaget Pada Tahap Anak 

Usia Operasional Konkret 7-12 Tahun Dalam Pembelajaran Matematika. Jurnal 

Ilmiah Pendidikan Guru Madrasah Ibtidaiyah, 9(1), 27–34. 

https://doi.org/10.18592/aladzkapgmi.v9i1.3011. 

Kustadiyono, I. D. (2020). Model Inkuiri dengan Media Diorama untuk Meningkatkan Hasil 

Belajar Siswa. Jurnal Penelitian Dan Pengkajian Ilmu Pendidikan: E- Saintika, 4(1). 

https://doi.org/10.36312/e-saintika.v4i1.180. 



Innovative Diorama Learning Media to Improve Elementary School Students' Natural and Social Science Learning Outcomes 

664 

Mahardika, C., & Siswoyo, A. A. (2021). Pengembangan Media Pembelajaran Kotak 

Komponen Ekosistem (KOKOSIS) untuk Sekolah Dasar. JUDIKDAS: Jurnal Ilmu 

Pendidikan Dasar Indonesia, 1(1), 39–50. 

https://doi.org/10.51574/JUDIKDAS.V1I1.184. 

Melinda, V. A., Degeng, I. N. S., & Kuswandi, D. (2017). Pengembangan Media Video 

Pembelajaran IPS Berbasis Virtual Field Trip (VFT) Pada Kelas V SDNU 

Kratonkencong. JINOTEP (Jurnal Inovasi dan Teknologi Pembelajaran): Kajian dan 

Riset Dalam Teknologi Pembelajaran, 3(2), 158–164. 

https://doi.org/10.17977/um031v3i22017p158. 

Melindawati, S., Apfani, S., & Suryani, A. I. (2021). Pengaruh Penggunaan Model 

Pembelajaran Problem Based Learning Berbantuan Media Audio Visual Terhadap 

Keterampilan Berpikir Kritis Mahasiswa Pada Pembelajaran Konsep Dasar IPS di 

PGSD STKIP Adzkia. Jurnal Inovasi Pendidikan dan Pembelajaran Sekolah Dasar, 

5(2), 125. https://doi.org/10.24036/jippsd.v5i2.114255. 

Muhardini, S., Haifaturrahmah, H., Sudarwo, R., Kartiani, B. S., Anam, K., Mahsup, M., 

Khosiah, K., Ibrahim, I., & Herianto, A. (2023). Pengembangan Modul Ajar Ilmu 

Pengetahuan Alam Dan Sosial (Ipas) Bagi Siswa Sekolah Dasar Kelas Iv Dalam 

Kerangka Kurikulum Merdeka. ORBITA: Jurnal Kajian, Inovasi, dan Aplikasi 

Pendidikan Fisika, 9(1). https://doi.org/10.31764/orbita.v9i1.14742. 

Nursa’adah, E., Kurniawati, D., & Yunita, Y. (2016). Analisis Kemampuan Kognitif 

Mahasiswa pada Konsep Asam-Basa Menggunakan Tes Berdasarkan Taksonomi 

Bloom Revisi. EduChemia: Jurnal Kimia dan Pendidikan, 1(1). 

https://doi.org/10.30870/educhemia.v1i1.437. 

Pratiwi, Y. (2022). Penggunaan Media Pembelajaran Diorama Siklus Air Tanah pada Peserta 

Didik Kelas V SD Negeri Banaran 04. Kalam Cendekia : Jurnal Ilmiah 

Kependidikan, 10(2). https://doi.org/10.20961/jkc.v10i2.65773. 

Rahayu, R., Rosita, R., Rahayuningsih, Y. S., Hernawan, A. H., & Prihantini, P. (2022). 

Implementasi Kurikulum Merdeka Belajar di Sekolah Penggerak. Jurnal Basicedu, 

6(4). https://doi.org/10.31004/basicedu.v6i4.3237. 

Rahim, A., Hamdi, S., & Arcana, I. N. (2020). Developing Bilingual Learning Multimedia in 

Integral Application Learning Material For Vocational School. Al-Jabar : Jurnal 

Pendidikan Matematika, 11(2), 201–210. https://doi.org/10.24042/ajpm.v11i2.6816. 

Rusdi, A., Fitriani, A., Hamzah, A., Handayani, T., & Bujuri, D. A. (2022). Development of 

Diorama Media on Cultural Diversity Materials In my Country Islamic Elementary 

School. Al-Mudarris: Journal of Education, 5(2). https://doi.org/10.32478/al-

mudarris.v5i2.695. 

Sadieda, L. U., Wahyudi, B., Dwi Kirana, R., Kamaliyyah, S., & Arsyavina, V. (2022). 

Implementasi Model Blended Learning Pada Pembelajaran Matematika Berbasis 

Kurikulum Merdeka. JRPM (Jurnal Review Pembelajaran Matematika), 7(1), 55–72. 

https://doi.org/10.15642/jrpm.2022.7.1.55-72. 

Santhi, N. K. L. W., Sri Asri, I. G. A. A., & Manuaba, I. B. S. (2020). Pembelajaran IPS 

Dengan Model Pembelajaran Visualisasi, Auditori, Kinestetik (VAK) Berbantuan 

Media Diorama Meningkatkan Kompetensi Pengetahuan Siswa. Jurnal Internasional 

Pendidikan Dasar, 4(3). https://doi.org/10.23887/ijee.v4i3.25853. 

Sapitri, N., Guslinda, G., & Zufriady, Z. (2021). Pengembangan Media Diorama Untuk 

Pembelajaran IPS Kelas IV Sekolah Dasar. Pratama: Jurnal Pendidikan Guru 

Sekolah Dasar, 10(6). https://doi.org/10.33578/jpfkip.v10i6.8556. 

Septian, A., & Tampubolon, J. (2015). Pengaruh Pembelajaran Menggunakan Media Tiga 

Dimensi (3D) Terhadap Hasil Belajar Menggambar Dengan Perangkat Lunak Kelas 

XI Program Keahlian Teknik Gambar Bangunan Smk Negeri 2 Meulaboh. 



Fitriyani et al. 

  665 

Educational Building, 1(1), 70–78. https://doi.org/10.24114/eb.v1i1.2827. 

Sidyawati, L., Masruroh, R., & Siregar, I. E. (2021). Pengembangan Media Pembelajaran 

Diorama Kelas IV Sekolah Dasar. Jurnal Pengajaran dan Belajar Pendidikan Dasar 

(JTLEE, 4(2). https://doi.org/10.33578/jtlee.v4i2.7897. 

Silvia, A. D., Roshayanti, F., & Ayu, N. (2023). Pengaruh Model Pembelajaran Problem 

Based Learning Terhadap Hasil Belajar Ipas Siswa Kelas IV SD Negeri Gayamsari 

02. Didaktik : Jurnal Ilmiah PGSD STKIP Subang, 9(2), 4362–4370. 

https://doi.org/10.36989/didaktik.v9i2.1106. 

Surya, A. D., Sumarno, S., & Muhtarom, M. (2023). Analisis Kualitas Instrumen Tes Hasil 

Belajar IPAS Materi Wujud Zat dan Perubahannya. Fondatia : Jurnal Pendidikan 

Dasar, 7(2). https://doi.org/10.36088/fondatia.v7i2.3190. 

Suryawan, I. P. P., Pratiwi, K. A. M., & Suharta, I. G. P. (2021). Development of Flipped 

Classroom Learning Combined with Google Classroom and Video Conference to 

Improve Students’ Learning Independent and Mathematics Learning Outcomes. 

Journal of Education Technology, 5(3), 375. https://doi.org/10.23887/jet.v5i3.34466. 

Suryawati, E., & Osman, K. (2017). 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). 

https://doi.org/10.12973/ejmste/79329. 

Wardoyo, S., Armariena, D. N., & Prasrihamni, M. (2022). Pengaruh Media Diorama 

Terhadap Hasil Belajar Bahasa Indonesia Siswa Kelas III di Sekolah Dasar. Jurnal 

Penelitian Indonesia Tentang Pendidikan, 2(2). 

https://doi.org/10.31004/irje.v2i2.200. 

Widyantari, N. K. S., Suardana, I. N., & Devi, N. L. P. . (2019). Pengaruh Strategi Belajar 

Kognitif, Metakognitif dan Sosial Afektif Terhadap Hasil Belajar IPA. Jurnal 

Pendidikan dan Pembelajaran Sains Indonesia, 2(2). 

https://doi.org/10.23887/jppsi.v2i2.19384. 

Wulandari, V., Abidin, Z., & Praherdhiono, H. (2019). Pengembangan Media Pembelajaran 

E-Book Infografis Sebagai Penguatan Kognitif Siswa X MIA. Jurnal Kajian 

Teknologi Pendidikan, 2(1). https://doi.org/10.17977/UM038V2I12019P037. 

Yasa, Ariawan, & Sutaya. (2017). Pengembangan Media Pembelajaran Interaktif Berbasis 

Adobe Flash Pada Mata Pelajaran Prakarya Dan Kewirausahaan Materi Elektro 

Listrik Untuk Kelas XI MIPA dan IPS DI SMA Negeri 3 Singaraja. Jurnal 

Pendidikan Teknologi dan Kejuruan, 14(2), 199–209. https://doi.org/10.23887/jptk-

undiksha.v14i2.11107. 

 

 


