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PENGEMBANGAN VIDEO EDUKASI SAINS BERBASIS DIGITAL
STORYTELLING SEBAGAI SUMBER BELAJAR MANDIRI BAGI REMAJA
AKHIR (Oleh: Afifah Indra Utami; Pembimbing: Saugina, S. Pd., M. A., Mella
Mutika Sari, M. Pd.; 2023; 109 halaman)

ABSTRAK

Meningkatnya ketertarikan remaja akhir pada konten digital di sosial media
berpotensi memudahkan penyebaran sumber belajar mandiri mengenai sains. Maka
dibuatlah video edukasi sains berbasis digital storytelling sebagai sumber belajar
mandiri bagi remaja akhir. Penelitian ini merupakan penelitian pengembangan
(Research and Development) menggunakan metode 4D yakni define, design,
develop, dan disseminate bertujuan untuk mengembangkan video edukasi sains
berbasis digital storytelling dan mengidentifikasi aspek validitas, kepraktisan, dan
efektivitas produk yang dikembangkan. Penelitian ini menghasilkan produk berupa
video edukasi sains berbasis digital storytelling sebagai sumber belajar mandiri
bagi remaja akhir yang telah dinyatakan valid, praktis, dan efektif. Skor persentase
validasi sebesar 82,5% termasuk dalam kategori sangat valid. Aspek kepraktisan
memenuhi kriteria sangat praktis, dengan skor sebesar 92,66%. Efektivitas
mendapat skor 0,78 yang mana termasuk kategori tinggi. Berdasarkan hasil
penelitian tersebut, maka video edukasi sains berbasis digital storytelling ini bisa
dimanfaatkan sebagai sumber belajar mandiri bagi remaja akhir.

Kata kunci: Video edukasi, digital storytelling, sains, remaja akhir



DEVELOPMENT OF SCIENCE EDUCATION VIDEOS BASED ON DIGITAL
STORYTELLING AS AN INDEPENDENT LEARNING RESOURCE FOR
LATE ADOLESCENTS (By: Afifah Indra Utami; Advisor: Saugina, S. Pd., M. A.,
Mella Mutika Sari, M. Pd.; 2023; 109 pages)

ABSTRCT

The increasing interest of late adolescents in digital content on social media has
the potential to facilitate the dissemination of independent learning resources about
science. So a science education video based on digital storytelling was made as an
independent Learning Resource for late adolescents. This research is a
development research (Research and Development) using the 4D method which is
define, design, develop, and disseminate, which aims to develop science education
videos based on digital storytelling and identify aspects of validity, practicality, and
effectiveness. This research produced a product in the form of a science education
video based on digital storytelling as an independent learning resource for late
adolescents, which has been declared valid, practical, and effective. The validation
percentage score is 82.5%, which is categorized as very valid. The practicality
aspect qualifies as very practical, with a score of 92.66%. Effectiveness scored 0.78
which is categorized as high. Based on the results of the study, this science
education video based on digital storytelling can be used as an independent
learning resource for late adolescents.

keywords: education video, digital storytelling, science, late adolescents
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