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ABSTRAK 

Tugas Akhir ini mengembangkan media pembelajaran berbasis 

multimedia interaktif untuk pengelompokan hewan berdasarkan jenis makanan 

bagi siswa kelas V SD Islam Al-Hilal. Media ini dirancang untuk meningkatkan 

keterlibatan dan pemahaman siswa melalui fitur interaktif seperti kuis dan 

simulasi. Uji coba menunjukkan bahwa media ini efektif dalam memfasilitasi 

proses belajar, membuat materi lebih menarik dan mudah dipahami. Hasilnya 

diharapkan dapat meningkatkan kualitas pembelajaran di sekolah dasar. 

 

Kata kunci : Media Pembelajaran, Multimedia Interaktif, Pengelompokan Hewan, 

Jenis Makanan. 
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ABSTRACT 

 

This thesis develops interactive multimedia-based learning media for 

grouping animals based on food type for fifth grade students at Al-Hilal Islamic 

Elementary School. This media is designed to increase student engagement and 

understanding through interactive features such as quizzes and simulations. Trials 

show that this media is effective in facilitating the learning process, making the 

material more interesting and easy to understand. The results are expected to 

improve the quality of learning in elementary schools. 

 

Keywords: Learning Media, Interactive Multimedia, Animal Grouping, Types of 

Food. 
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