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ABSTRAK 

Maulidin, Muhammad Rizky. 2025. Pengembangan Vidio animasi berbasis 

Storytelling Untuk Meningkatkan Minat Baca Siswa Kelas 4 MI Pada 

Mata Pelajaran Bahasa Indonesia. Skripsi. Program Studi Pendidikan 

Guru Sekolah Dasar. Universitas Muhammadiyah Lamongan. 

Pembimbing (1) Oriza Zativalen M. Pd., (2) Dr. Ari Susandi M. Pd. 

Kata kunci: Video Animasi, Storytelling, Minat Baca, Media Pembelajaran, Bahasa 

Indonesia 

Rendahnya minat baca siswa sekolah dasar menjadi salah satu masalah 

utama dalam dunia pendidikan. Kurangnya minat terhadap bahan bacaan 

menyebabkan siswa kesulitan memahami isi bacaan secara mendalam. Inovasi 

media pembelajaran yang menarik dan sesuai dengan karakteristik siswa sangat 

dibutuhkan untuk meningkatkan minat baca sejak dini. Penelitian ini bertujuan 

untuk mengembangkan media video animasi berbasis storytelling dalam 

meningkatkan minat baca siswa kelas IV MI. 

Penelitian ini merupakan penelitian pengembangan (Research and 

Development) dengan menggunakan model ADDIE yang terdiri dari lima tahap, 

yaitu analisis, desain, pengembangan, implementasi, dan evaluasi. Desain 

penelitian yang digunakan adalah control group pretest-posttest design. Subjek 

penelitian berjumlah 58 siswa, yang terdiri dari 32 siswa kelas eksperimen dan 26 

siswa kelas kontrol. Instrumen yang digunakan adalah lembar validasi ahli, angket 

minat baca siswa, angket respon dan aktivitas siswa. 

Hasil penelitian menunjukkan bahwa: (1) media vidio animasi berbasis 

storytelling sangat valid digunakan, dengan hasil validasi oleh ahli media sebesar 

92,5%, ahli desain 96,25%, ahli materi 97,35%, hasil validasi perangkat 

pembelajaran sebesar 97,70% dan validasi angket minat baca sebesar 94,73% 

(kategori sangat valid); (2) media tergolong sangat praktis berdasarkan hasil angket 

respon siswa pada uji coba kelompok kecil sebesar 90% dan kelompok besar 

sebesar 91%; (3) media terbukti efektif meningkatkan minat baca siswa, 

ditunjukkan oleh hasil uji-t dengan nilai signifikansi 0,007 < 0,05 yang 

menunjukkan adanya perbedaan signifikan antar kelompok. serta hasil uji N-Gain 

skor N-Gain pada kelas eksperimen sebesar 73,9% (kategori cukup tinggi) dan 

kelas kontrol sebesar 0,76% (kategori rendah).  
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ABSTRACT 

Maulidin, Muhammad Rizky. 2025. Development of Storytelling-Based Animated 

Videos to Increase Reading Interest of 4th Grade MI Students in 

Indonesian Language Subjects. Skripsi. Elementary School Teacher 

Education Study Program. Muhammadiyah University of Lamongan. 

Supervisor (1) Oriza Zativalen M. Pd., (2) Dr. Ari Susandi M. Pd. 

Keywords: Animated Video, Storytelling, Reading Interest, Learning Media, 

Indonesian Language 

The low reading interest of elementary school students is one of the main 

problems in education. Lack of interest in reading material causes students to have 

difficulty understanding the content of reading in depth. Learning media 

innovations that are interesting and in accordance with student characteristics are 

needed to increase interest in reading from an early age. This research aims to 

develop storytelling-based animated video media in increasing the reading interest 

of grade IV MI students. 

This research is a development research (Research and Development) using 

the ADDIE model which consists of five stages, namely analysis, design, 

development, implementation, and evaluation. The research design used was 

control group pretest-posttest design. The research subjects totaled 58 students, 

consisting of 32 experimental class students and 26 control class students. The 

instruments used were expert validation sheets, student reading interest 

questionnaires, response questionnaires and student activities. 

The results showed that: (1) storytelling-based animated video media is very 

valid to use, with validation results by media experts of 92.5%, design experts 

96.25%, material experts 97.35%, learning device validation results of 97.70% and 

reading interest questionnaire validation of 94.73% (very valid category); (2) the 

media is classified as very practical based on the results of student response 

questionnaires in small group trials of 90% and large groups of 91%; (3) the media 

is proven to be effective in increasing students' reading interest, indicated by the 

results of the t-test with a significance value of 0.007 <0.05 which shows a 

significant difference between groups. as well as the results of the N-Gain test, the 

N-Gain score in the experimental class was 73.9% (high enough category) and the 

control class was 0.76% (low category). 

 


