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ABSTRAK

Aulia, Riana. 2025. Pengembangan Media Pembelajaran Animasi Game Berbasis Canva
Pada Materi Suku Kata Di Kelas 1 SDN Pakis V Surabaya. Program Studi Pendidikan
Guru Sekolah Dasar, Fakultas keguruan dan Ilmu Pendidikan, Universitas Wijaya
Kusuma Surabaya. Pembimbing (I) Friendha Yuanta, S.Pd., M.Pd. dan Pembimbing (II)
Reza Syehma Bahtiar, S.Pd., M.Pd.

Kata Kunci : Media Pembelajaran, Animasi Game, Suku Kata, Siswa Sekolah
Dasar.

Pendidikan merupakan upaya terstruktur yang bertujuan untuk menumbuhkan
lingkungan dan proses belajar yang mengajak siswa untuk menggali dan mengembangkan
potensi diri mereka. Penelitian yang dilakukan merupakan jenis penelitian pengembangan
(Research and Development) yang bertujuan: (1) untuk mengembangkan media
pembelajaran berupa animasi game berbasis Canva pada materi membaca dan menulis
suku kata pada Kelas 1 SDN Pakis V Surabaya. (2) Penelitian menggunakan model
pengembangan ADDIE (A4nalysis, Design, Development, Implementation, Evaluation).
(3) media yang dikembangkan diberi nama Batulia Play dan dirancang dengan
memperhatikan aspek visual dan interaktif untuk meningkatkan motivasi serta hasil
belajar siswa.Validasi dilakukan oleh ahli media, ahli materi, dan respon siswa, serta
dilanjutkan dengan pretest posttest. (4) hasil validasi ahli media memperoleh rata-rata
97%, ahli materi 88%, dan respon siswa 92,73% yang tergolong dalam kategori “Sangat
Setuju”. Sementara hasil belajar siswa mengalami peningkatan sebesar 11,38% setelah
menggunakan media. Dengan demikian, media Batulia Play terbukti layak dan efektif
digunakna dalam pembelajaran membaca dan menulis suku kata pada Kelas 1 SDN Pakis
V Surabaya.
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ABSTRACT

Aulia, Riana. 2025. Development of Canva-Based Game Animation Learning Media for
Syllable Material in Grade 1 of SDN Pakis V Surabaya. Elementary School Teacher
Education Study Program, Faculty of Teacher Training and Education, Wijaya Kusuma
University, Surabaya. Supervisor: (I) Friendha Yuanta, S.Pd., M.Pd. and Supervisor. (1)
Reza Syehma Bahtiar, S.Pd., M.Pd.

Keywords: Learning Media, Game Animation, Syllables, Elementary School Students.

Education is a structured effort aimed at fostering an environment and learning process
that encourages students to explore and develop their potential. This research is a type
of research and development (R&D) with the following objectives: (1) developing Canva-
based game animation learning media for reading and writing syllables in Grade 1 of
SDN Pakis V Surabaya. (2) This research uses the ADDIE (Analysis, Design,
Development, Implementation, Evaluation) development model. (3) The media developed
was named Batulia Play and was designed with attention to visual and interactive aspects
to increase student motivation and learning outcomes. Validation was carried out by
media experts, material experts, and student responses, followed by pretests and
posttests. (4) The results of the media expert validation obtained an average of 97%,
material experts 88%, and student responses 92.73% which were included in the
"Strongly Agree" category. Meanwhile, student learning outcomes increased by 11,38%
after using the media. Thus, the Batulia Play media was proven to be suitable and
effective for use in learning to read and write syllables in Class 1 of SDN Pakis V
Surabaya.
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