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ABSTRAK

Prayogi, Panji Agung, 2026. Pengembangan Media Aplikasi Scratch Berbasis
Digital untuk Meningkatkan Hasil Belajar Murid Kelas IV SD Pada Mata
Pelajaran IPAS dengan Materi Gaya di SDN Pakis V Surabaya. Program Studi
Pendidikan Guru Sekolah Dasar, Fakultas Keguruan dan Ilmu Pendidikan,
Universitas Wijaya Kusuma  Surabaya. Pembimbing (I) Noviana
Desiningrum,S.Pd., M.Pd. dan pembimbing (II) Leni Yuliana,S.Pd., M.Pd.

Kata kunci: Scratch, media pembelajaran digital, IPAS, hasil belajar, sekolah

dasar.

Perkembangan teknologi digital mendorong perlunya inovasi media pembelajaran
yang mampu meningkatkan kualitas proses belajar mengajar di sekolah dasar.
Penelitian ini bertujuan untuk mengembangkan media pembelajaran berbasis
aplikasi Scratch pada materi Gaya mata pelajaran Ilmu Pengetahuan Alam dan
Sosial (IPAS), mengetahui tingkat kevalidan media, serta menganalisis efektivitas
penggunaannya dalam meningkatkan hasil belajar murid kelas IV SD. Penelitian
menggunakan metode Research and Development (R&D) dengan model ADDIE
yang meliputi tahapan Analyze, Design, Development, Implementation, dan
Evaluation. Subjek penelitian terdiri atas 27 murid kelas IV-A SDN Pakis V
Surabaya. Instrumen penelitian meliputi lembar validasi ahli media, lembar validasi
ahli materi, angket respons murid, serta tes hasil belajar berupa pre-test dan post-
test. Data dianalisis secara deskriptif kuantitatif menggunakan persentase kelayakan
dan perhitungan peningkatan hasil belajar. Hasil penelitian menunjukkan bahwa
media memperoleh tingkat kevalidan sebesar 95% berdasarkan penilaian ahli media
dan 91% berdasarkan penilaian ahli materi dengan kategori sangat layak. Respons
murid terhadap penggunaan media mencapai 89,62% yang menunjukkan kategori
sangat baik. Selain itu, hasil belajar murid mengalami peningkatan rata-rata sebesar
38,52% setelah menggunakan media aplikasi Scratch. Temuan tersebut
menunjukkan bahwa media pembelajaran berbasis Scratch layak, praktis, dan
efektif digunakan dalam pembelajaran IPAS materi gaya di sekolah dasar.



ABSTRACT

Prayogi, Panji Agung, 2026. Development of Digital-Based Scratch Application
Media to Improve Learning Outcomes of Fourth-Grade Elementary School
Students in IPAS Subject on the Topic of Force at SDN Pakis V Surabaya.
Undergraduate Program in Elementary School Teacher Education, Faculty of
Teacher Training and Education, Wijaya Kusuma University Surabaya. Supervisor
() Noviana Desiningrum,S.Pd., M.Pd. and Supervisor (1) Leni Yuliana,S.Pd.,
M.Pd.

Keywords: Scratch, digital learning media, elementary education, science

learning, learning outcomes.

This The rapid development of digital technology requires innovative learning
media capable of improving the quality of learning in elementary schools. This
study aimed to develop a Scratch-based learning application for the topic of Force
in Natural and Social Sciences (IPAS), determine its validity, and examine its
effectiveness in improving fourth-grade students' learning outcomes. This research
employed the Research and Development (R&D) method using the ADDIE model
consisting of Analyze, Design, Development, Implementation, and Evaluation
stages. The participants were 27 fourth-grade students of SDN Pakis V Surabaya.
Data were collected through media expert validation sheets, material expert
validation sheets, student response questionnaires, and pre-test and post-test
assessments. Quantitative descriptive analysis was applied using percentage scores
and learning gain analysis. The results indicated that the developed media achieved
95% validity from media experts and 91% from material experts, both categorized
as highly valid. Student responses reached 89.62%, indicating excellent
practicality. Furthermore, students' learning outcomes increased by 38.52% after
using the Scratch-based learning media. Therefore, the developed media is
considered valid, practical, and effective for improving elementary students'

learning outcomes in IPAS.
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adiknya”

“Jangan hanya belajar karena ingin pintar, tapi belajarlah untuk mencari
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belum kamu ketahui”
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