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Abstract 
The purpose of this study is to develop a 3D animated video media based on Artificial 
Intelligence (AI) on the topic of equivalent fractions for fourth-grade elementary 
school students. This research is motivated by students' low understanding of the 
abstract concept of fractions and the limited use of innovative learning media. The 
method used in this study is Research and Development (R&D) with the ADDIE model 
(analysis, design, development, implementation, and evaluation). The research 
subjects consisted of three experts, one teacher, and 11 fourth-grade students at SD 
Negeri 8 Simpang Pesak. Data collection techniques used observation, interviews, and 
questionnaires, while data analysis was carried out qualitatively and quantitatively. 
The results showed that the media obtained an expert validation score of 87.33% 
with a "very good" category. At the implementation stage, teacher and student 
responses each reached 100% with a "very good" category. The overall average of 
95.77% indicates that the developed media is not only feasible but also very practical 
to use in learning. Thus, AI-based 3D animated video media is effectively used to help 
increase teacher innovation and student learning interest in equivalent fractions 
material. 
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Abstrak 
Tujuan dari penelitian ini yaitu untuk mengembangkan media video animasi 3 
dimensi berbasis Kecerdasan Buatan (AI) pada materi pecahan senilai untuk siswa 
kelas IV sekolah dasar. Penelitian ini dilatarbelakangi oleh rendahnya pemahaman 
siswa terhadap konsep pecahan yang bersifat abstrak serta penggunaan media 
pembelajaran yang inovatif masih terbatas. Metode yang digunakan dalam penelitian 
ini yaitu Research and Development (R&D) dengan model ADDIE (analisis, desain, 
pengembangan, implementasi, dan evaluasi). Subjek penelitian terdiri atas tiga ahli, 
satu guru, dan 11 siswa kelas IV di SD Negeri 8 Simpang Pesak. Teknik pengumpulan 
data menggunakan observasi, wawancara, dan angket, sedangkan analisis data 
dilakukan secara kualitatif dan kuantitatif. Hasil penelitian menunjukkan bahwa 
media memperoleh nilai validasi ahli sebesar 87,33% dengan kategori “sangat baik”. 
Pada tahap implementasi, respon guru dan siswa masing-masing mencapai 100% 

mailto:2200005076@webmail.uad.ac.id
mailto:raden.dewojati@pgsd.uad.ac.id

