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ABSTRAK

Pengembangan media ini bertujuan untuk mengetahui kefektivitasan dan kelayakan
dari Media Diorama Pekerjaan Berbantuan QR Code Menggunakan Model Make a
Match Untuk Meningkatkan Pemahaman Konsep Siswa Kelas IV SD. Jenis
penelitian yang digunakan adalah penelitian dan pengembangan (RnD) menurut
Brog and Gall. Subjek penelitian yang dipilih sebanyak 52 siswa dari dua sekolah.
Hasil yang diperoleh dari validasi media 95%, validasi materi 93,75% dan validasi
dua guru 96%. Sedangkan berdasarkan angket respon siswa mendapat hasil 89%
pada uji terbatas dan 92% pada uji luas. Dan hasil uji paired sample t test yang
didapat bahwa terdapat perbedaan antara pretest dan posttest. Selain itu hasil yang
yang diperoleh N-Gain pada saat uji terbatas mendapat 80% dan uji luas 79% kedua
hasil termasuk kedalam kriteria efektif. Berdasarkan dari beberapa hasil analisi
dinyatakan bahwa pembelajaran dengan menggunakan diorama berbantuan QR

Code dikategorikan sangat layak dalam meningkatkan pemahaman siswa.

Kata Kunci: Diorama, Model Make a Match, Kemampuan Pemahaman.



ABSTRACT

The development of this media aims to determine the effectiveness and feasibility of
the diorama media Profession with the help of Qr Code Using Make a Match
Models to Improve Concept Understanding of Fourth Grade Elementary School
Students. The type of research used is research and development (RnD) according
to Brog and Gall. The research subjects selected were 52 students from two schools.
The results obtained from media validation are 95%, material validation is 93,75%
and two teachers are 96% validation. Meanwhile, based on the questionnaire
responses, students got 89% results in the limited test and 92% in the broad test.
And the results of the paired sample t test showed that there was a difference
between the pretest and posttest. In addition, the results obtained by the N-Gain at
the time of the limited test got 80% and the broad test 79% both results were
included in the effective criteria. Based on several analysis results, it is stated that
learning using a diorama assisted by a QR Code is categorized as very feasible in

improving students’ understanding.

Keywords: Diorama, Model Make a Match, Comprehension Ability
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