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PENGEMBANGAN FLIPBOOK INTERAKTIF UNTUK MENINGKATKAN
MOTIVASI BELAJAR SISWA PADA MATA PELAJARAN SEJARAH
KEBUDAYAAN ISLAM KELAS VIII DI MTSN 4 BANJARMASIN

ABSTRAK

Penelitian ini dilatar belakangi oleh rendahnya motivasi belajar siswa pada mata
pelajaran Sejarah Kebudayaan Islam (SKI) di kelas VIII MTsN 4 Banjarmasin.
Proses pembelajaran yang cenderung konvensional dan kurangnya pemanfaatan
media interaktif diduga menjadi salah satu penyebab utama. Oleh karena itu,
penelitian pengembangan ini bertujuan untuk menghasilkan produk media
pembelajaran berupa flipbook interaktif pada mata pelajaran sejarah kebudayaan
islam materi Pemimpin Besar dan llumwan Islam Masa Daulah Ayyubiyah untuk
siswa kelas VIII, dan menguji kelayakan serta efektivitas flipbook interaktif
tersebut terhadap peningkatan motivasi belajar siswa.Metode penelitian yang
digunakan adalah Research and Development (R&D) dengan mengadopsi model
4D (Define, Design, Develop, Disseminate). Proses pengembangan melibatkan
validasi dari ahli materi dan ahli media untuk mengukur kelayakan produk.
Instrumen pengumpulan data meliputi lembar validasi, angket respon motivasi
belajar ( pretest dan posttest).

Hasil penelitian menunjukkan bahwa Produk flipbook interaktif berhasil
dikembangkan dengan software flip PDF Coorporate yang memuat teks, gambar,
video, dan kuis interaktif. Hasil uji kelayakan oleh ahli materi memperoleh skor
rata-rata 92.35% dan ahli media 98.57%, keduanya dengan kategori "Sangat Layak"
digunakan sebagai media pembelajaran. Hasil angket  motivasi belajar
menunjukkan adanya peningkatan yang signifikan, dibuktikan dengan perbedaan
skor rata-rata pretest motivasi 36,08 dan posttest 41,92, dan hasil uji N-Gain Score
yang menunjukkan kategori 'Sedang’.Berdasarkan temuan tersebut, dapat
disimpulkan bahwa flipbook interaktif pada mata pelajaran SKI ini dinyatakan
sangat layak, praktis, dan efektif untuk meningkatkan motivasi belajar siswa kelas
VIl di MTsN 4 Banjarmasin.

Kata Kunci : Pengembangan, Flipbook Interaktif, Motivasi Belajar, Sejarah
Kebudayaan Islam, Model 4D



THE DEVELOPMENT OF INTERACTIVE FLIPBOOKS TO INCREASE
STUDENT LEARNING MOTIVATION IN ISLAMIC CULTURAL HISTORY
CLASSES IN GRADE VIII AT MTSN 4 BANJARMASIN

ABSTRACT

This study was motivated by the low learning motivation of students in Islamic
Cultural History (SKI) in grade VIII at MTsN 4 Banjarmasin. The conventional
learning process and the lack of interactive media are suspected to be among the
main causes. Therefore, this development study aims to produce an interactive
flipbook learning media product on the subject of Islamic cultural history,
specifically on the material of Great Leaders and Islamic Scholars of the Ayyubid
Dynasty for eighth-grade students, and to test the feasibility and effectiveness of the
interactive flipbook in increasing student motivation to learn. The research method
used was Research and Development (R&D) by adopting the 4D model (Define,
Design, Develop, Disseminate). The development process involved validation from
subject matter experts and media experts to measure the feasibility of the product.
Data collection instruments included validation sheets and learning motivation
response questionnaires (pretest and posttest).

The results of the study show that interactive flipbook products were successfully
developed using Flip PDF Coorporate software, which contains text, images,
videos, and interactive quizzes. The feasibility test results by subject matter experts
obtained an average score of 92.35% and media experts 98.57%, both of which
were categorized as “Highly Feasible” for use as learning media. The learning
motivation questionnaire results showed a significant increase, as evidenced by the
difference in the average pretest motivation score of 36.08 and the posttest score of
41.92, and the N-Gain Score test results which showed a “Moderate” category.
Based on these findings, it can be concluded that the interactive flipbook for the
SKI subject is deemed highly suitable, practical, and effective for enhancing
learning motivation among eighth-grade students at MTsN 4 Banjarmasin.

Keywords : Development, Interactive Flipbook, Learning Motivation, History of
Islamic Culture, 4D Model
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