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Abstrak:

Pembelajaran IPA di madrasah cenderung berfokus pada aspek
pengetahuan, sementara pengembangan kreativitas siswa sering
terabaikan. Penelitian ini bertujuan menganalisis aktivitas guru,
aktivitas siswa, hasil belajar, dan kreativitas siswa melalui penerapan
Project Based Learning (PBL) berbantuan video animasi pada siswa kelas
IV MIN 29 Aceh Besar. Penelitian menggunakan metode Penelitian
Tindakan Kelas (PTK) dengan instrumen observasi guru, observasi
siswa, tes hasil belajar, dan lembar kreativitas. Hasil penelitian
menunjukkan peningkatan pada setiap aspek: aktivitas guru dari 84%
menjadi 95%, aktivitas siswa dari 79% menjadi 93%, hasil belajar dari
52,17% menjadi 88,46%, serta kreativitas siswa dari 56,52% menjadi
88,46%. Dengan demikian, model PBL berbantuan video animasi
terbukti dapat meningkatkan kreativitas dan hasil belajar siswa.

Kata kunci: Model Project Based Learning;, Video Animasi; Kreativitas;
Hasil Belajar.

Abstract :

Science learning in madrasahs tends to focus on the cognitive aspect,
while the development of students’ creativity is often overlooked. This
study aims to analyze teacher activities, student activities, learning
outcomes, and student creativity through the implementation of Project-
Based Learning (PBL) assisted by animated videos in grade IV students
of Elementary Islamic School (MIN) 29 Aceh Besar. The research
employed a Classroom Action Research (CAR) method with
instruments including teacher observation, student observation,
learning achievement tests, and creativity sheets. The results indicated
improvements in all aspects: teacher activity increased from 84 % to 95%,
student activity from 79% to 93%, learning outcomes from 52.17% to
88.46%, and student creativity from 56.52% to 88.46%. Therefore, the
PBL model assisted by animated videos proved effective in enhancing
students’ creativity and learning outcomes.

Keywords: Project Based Learning Model; Animation Video;
Creativity; Learning Outcomes.

1. Introduction

The project-based learning (PjBL) model is a learning model that

provides opportunities for educators to manage learning in the classroom by

involving project work [1] . In addition, the project-based learning (PjBL) model
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is also a student-centered model. The PjBL model is able to provide great
opportunities for students to explore their creativity [2]. Where students are
invited to develop their own abilities through the creation of learning projects
(activities), so that they can develop their creativity skills and can also improve
student learning outcomes [3]. In Project-Based Learning (PjBL), the learning
process takes place over a relatively long duration and is integrated with
experiments or real-world issues. Through this method, students not only
acquire theoretical knowledge but also develop skills that can be applied in real-
life situations, making learning more meaningful and enjoyable [4]. Project-
based learning is also a model that focuses on the main principles and concepts
of a discipline, involves students in solving problems and meaningful tasks,
encourages students to work independently, and ultimately produces real
products or works [5]. The Project-Based Learning (PjBL) learning model is an
innovative method that connects subject matter with real-world situations. This
model involves students in planning, organizing, and implementing projects
collaboratively to produce a product [6]. Therefore, it can be concluded that the
project based learning (PjBL) model is a learning model that requires students
to be active and involved in a project or activity to produce a final work or
product. The use of the PjBL model is integrated with learning in elementary
schools, one of which is in science subjects.

Natural Science Learning (IPA) is learning that emphasizes hands-on
experience and to develop students' abilities to be able to understand the
environment scientifically [7]. In the context of science subjects, this PjBL model
provides opportunities for students to learn independently, collaborate with
their peers, and produce works that are not only an assessment, but also a
manifestation of their creativity. The steps of the project-based learning model
in this learning are (1) Determining the topic (basic questions), (2) Designing the
project plan, (3) Compiling a project implementation schedule, (4) Monitoring
the progress of the project, (5) Assessment (testing the results), (6) Evaluating
the project process and results [8]. This increase in creativity mainly occurs
when students have to develop ideas to create a work or final product as a result

of the student learning process [9]. Children's creativity is divided into three
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types. First, motor creativity related to fine and rough motor reflex movements.
Second, imaginative creativity that involves imagination and imagination [10].
Therefore, it can be understood that the science learning process not only
requires students to memorize the material, but also must understand concepts
that can then be applied in real life.

Based on the results of observations in grade IV of MIN 29 Aceh Besar in
the 2023/2024 school year odd semester, the problems found, especially in
science lessons, students should not only take notes and listen to explanations
from teachers, but students must also actively participate creatively. By
participating creatively, students can have a deeper understanding of the
material and can also develop students' creativity skills. However, when
students are learning sound source material, some of them have difficulty
thinking about how to make a work or product from the material they are
learning. Students only take notes and listen to explanations from the teacher.
This causes learning to become monotonous and less engaging for students, as
well as a lack of desire for students to develop their cognitive skills and abilities
to the fullest. Basically, they seem to have quite high inventiveness and
creativity. As observed by the researcher, there are some students who have
creative potential, where some students are able to make a work from the
material they are studying. However, some other students find it very difficult
to pour out ideas to produce products from the material being taught by the
teacher. In addition, students' enthusiasm for learning is still low. This has an
impact on learning outcomes.

Learning outcomes are related to the achievement of a predetermined
level of completeness both individually and classically, which is 75 [11]. Of the
28 students, only 11 students (39%) managed to achieve the level of
completeness or get a score of 75 and above. Therefore, there needs to be an
encouragement and motivation or challenge so that they are able to unleash
their creativity, namely by applying the project based learning (PjBL) model.
This project-based learning (PjBL) model can be combined with animated video

media.
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Video Aimasi is a form of media that combines various elements,
including tabulation, writing, sound and the existence of Movement activities
[12]. Animated videos are a tool to help the learning process in the form of
images that can move and look like life. With the help of animated videos,
students can more easily understand the material and be more helpful in
making a desired product [13]. Therefore, by applying the project-based
learning model assisted by animated videos, students will be able to learn
actively and creatively and can gain a deeper understanding of the subject
matter being studied.

Based on previous research related to this research, namely the research
conducted by Tri Utami et al, it is said to be successful, this is proven to be an
improvement in each cycle [14]. The difference between this study and the
research that the author wants to research lies in the variables and subject
matter. Then the research that has been carried out by Rauna Taula Sari and
Siska Angreni is more focused on increasing student creativity in producing
processed handicraft products from organic and inorganic waste [15].
Meanwhile, the research conducted by the researcher focuses more on
increasing the creativity of grade IV students at MIN 29 Aceh Besar in designing
a project about the life cycle of living things. Creativity is not only limited to
modifying existing ideas or works, but also includes the ability to combine,
change, or apply those ideas in different situations [16]. Furthermore, research
conducted by Putu Jerry Radita Ponza et al succeeded in improving student
learning outcomes after using learning videos [17]. The difference between this
study and the research that the author wants to research lies in the research
method. From some of the studies above, it shows that the research carried out
is different both in terms of the purpose and place of the research.

The purpose of this study is to describe teacher activities through the
application of a project-based learning model assisted by animated videos in
the science learning process of grade IV at MIN 29 Aceh Besar, To describe
student activities through the application of a project-based learning model
assisted by animated videos in the science learning process of grade IV at MIN

29 Aceh Besar, To describe the improvement of learning outcomes of grade IV
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students through the application of a project-based learning model assisted by
animated videos at MIN 29 Aceh Besar and to describe the improvement of the
creativity of grade IV students through the application of a project-based
learning model assisted by animated videos at MIN 29 Aceh Besar.

2. Research Method

The type of research used in this study is Classroom Action Research
(PTK). The classroom action research conducted by the researcher aims to
improve students' creativity and learning outcomes in natural science (IPA)
grade IV learning using a project-based learning model. The design in this study
follows four stages of implementation consisting of several cycles as formulated
by Kurt Lewin, namely planning, implementation, observation and reflection
[18].

The subjects in this study are all grade IV students of MIN 29 Aceh Besar
with a total of 28 students. It consists of 11 men and 17 women. The researcher
chose class IV as the subject of the study because the researcher found problems
in this class, namely the lack of creativity and student learning outcomes during
learning. To obtain data in this study, the author uses data collection techniques
in the form of Teacher Activity Observation, Student Activity Observation,
Learning Outcome Test and Student Creativity Observation. Before carrying
out research in the field, the researcher first prepares research instruments,
namely: Observation Sheet of Teacher Activities, Observation Sheet of Student
Activities, Test Question Sheet and Observation Sheet of Student Creativity

The data that has been collected will be analyzed based on the
formulation of the research problem, while what will be analyzed is Teacher
Activity Data Analysis, Student Activity Data Analysis, Student Learning
Outcome Analysis, Student Creativity Data Analysis and Research Success

Indicators.
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3. Results and Discussion

This research is a Class Action Research (PTK) which was carried out
from February 7-13, 2024 in class IV.IMIN 29 Aceh Besar. This research consists
of two cycles, the first cycle of research was conducted on February 7, 2024 and
the second cycle was carried out on February 12-13, 2024. This research was
conducted to observe teachers' teaching activities, observe student learning
activities, observe student learning outcomes and observe student creativity
with the application of learning models project based learning In the matter of the
life cycle of living beings, the metamorphosis is complete and imperfect. The
things analyzed in this study are as follows.

a. Analyze Teacher Activity

Based on the results of the research obtained from the observation of
teacher activities to improve student creativity and student learning outcomes
by applying a project-based learning model assisted by animated videos on theme
6 subtheme 1 observed by Mrs. Laiyanah, S.Pd with a percentage obtained as
much as 84% of the good category. Based on the results of the activities carried
out in the first cycle, it shows that there are several aspects that still need to be
improved in the learning process where in the preliminary activities the teacher
has not been able to condition all students to be ready to learn and the teacher's
voice is not large when providing motivation, conveying learning objectives,
learning steps, and assessment systems.

At the core activity stage, the teacher has not been able to guide students
when sitting in a group so that it causes students to be noisy and disorderly,
and also the questions given by the teacher to students are inadequate,
instructions from the teacher are not clearly heard when asking students to read
reading materials, teachers are still in a hurry to explain the material, teachers
are not able to control students in completing projects, invite students to pay
attention and ask questions, as well as provide reinforcement from the results
of student discussions.

At the closing activity, the teacher forgot to provide reinforcement
regarding the conclusions drawn by the students. This was evident from the

score given by the observer, Ms. Laiyanah, S.Pd. Therefore, a reflection stage
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was needed to address the shortcomings identified in Cycle I. After conducting
the reflection, the activity continued with the implementation of Cycle II on
February 12-13, 2024.

Cycle II, there was an improvement, with a percentage achievement of
95% in the "Excellent" category. The data shows that the teacher's ability to
manage learning by applying the project-based learning model of the life cycle
material of living things in the initial activity, namely the teacher has been able
to master the classroom and the teacher's voice has also been heard clearly in
the learning process. At the core activity stage, the teacher has been able to
guide students when they sit in groups, make projects and teachers have also
been able to distract students so that students are willing to pay attention and
ask if there is something they don't understand. In the closing activity, the
teacher has also strengthened the conclusions conveyed by the students. The

percentage achievement can be seen in the following figure:

TEACHER’S ACTIVITIES

SIKLUS | SIKLUS 11

Figure 1. Teacher Activity Percentage Chart

Based on Figure 1 above, it can be concluded that the implementation of
the project-based learning model assisted by animated videos was able to
enhance teacher activities. This improvement was achieved through several
adjustments made during the reflection stage after the learning process was
completed. This can be seen from the scores obtained by teachers in the first

cycle with an average of 84% in the good category, while for the second cycle
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teachers obtained an average of 95% in the very good category. The data shows
that the teacher's ability to manage learning by applying the project-based learning
model of the Life Cycle of living things material in the initial, core and closing
activities has been carried out in accordance with the plan that has been
prepared in learning plan (RPP) I and RPP II.

The increase that occurs in each cycle is inseparable from the role of
teachers in implementing the project-based learning model, this is in line with
Wahyuni's opinion that the PjBL model is a learning model that provides
opportunities for educators to manage learning in the classroom by involving
project work [19]. Teachers have the responsibility to create an active and
interesting learning atmosphere and be able to convey the material to be studied
well. In addition, teachers must also be able to determine the right atmosphere
to be used in carrying out the learning activities themselves [20]. In this case,
teachers' activities in planning, directing, and evaluating projects are vital to
ensure the achievement of learning objectives and provide meaningful learning
experiences for students.

b. Student Activity Analysis

Based on the results of the research obtained from the observation of
student activities to improve student creativity and student learning outcomes
by applying a project-based learning model assisted by animated videos on theme
6 subtheme 1 observed by Wahyuni, Anisafahira, Maghfirah, and Kasimah with
a percentage obtained as much as 79% in the good category. Based on the results
of the activities carried out in the first cycle, it shows that there are several
aspects that still need to be improved in the learning process where in the
preliminary activities students are not fully involved in perception, and
students do not listen to the motivation, learning objectives, and activities
delivered by the teacher.

At the core activity stage, some students did not listen to the direction
from the teacher when forming a group, some students still lacked confidence
in answering questions from the teacher, students did not pay attention and

listen to the explanation of the material delivered by the teacher, besides that
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some students did not participate in group discussions so that students became
less able to respond to the results of their friends' presentations.

In the closing activity, students lacked confidence in concluding the
material and filling out evaluation questions, some students did not listen to the
moral messages and follow-up that had been conveyed by the teacher. This can
be seen from the scores given by the observer, Mrs. Laiyanah, S.Pd. Therefore,
a reflection stage is needed to improve the shortcomings in Cycle I.

In the second cycle, suldah experienced an increase in pelrselntasel which
was pelrolelh 93% in the Very Good category. The data shows that students'
ability in the learning process by applying the project-based learning model of
living life cycle material in the initial activity, namely students are actively
involved during the learning process, and students also listen to the motivation
and learning goals given by the teacher. In the core and closing activities,
students are confident in answering questions from the teacher and listening to
explanations and complying with the rules from the teacher during learning.

The obtained percentages can be seen in the following figure:

Teacher's Activities (%)

1st Cycle 2nd Cycle

Figure 2. Percentage of Student Activity Chart

Based on Figure 2 above, it can be concluded that student activities in
Cycle II showed an improvement compared to Cycle 1. This improvement was
achieved due to several shortcomings being properly addressed, such as the
teacher’s firmness in managing the learning process. Every student's activity in

following the teaching process in the initial activities, the core and the training
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of the students are carried out well. This can be seen from the results of the
analysis of the level of student activity for the first cycle with an average of 79%
in the good category. In cycle II with an average score of 93% in the very good
category.

Based on the explanation above, it can be said that the application of the
project-based learning model assisted by animated videos can make students
optimally involved in learning both in groups and individually. There is an
increase in student activities from cycle I to cycle II, it can be said that students'
understanding is increasing and has succeeded in learning well and is also in
accordance with expectations. Each student has different basic abilities.

The increase in student activity in each cycle has increased, this occurs
because in learning using a student-centered project-based learning model. Where
students are invited to develop their own abilities through the creation of
projects [21]. Students need to be given motivations so that they are encouraged
and want to study hard and earnestly, so that it will have an impact on
achieving good academic achievements [22]. The activeness of students in
carrying out the learning process in the classroom also greatly affects creativity
and learning outcomes by applying a project-based learning model assisted by

animated videos that are able to increase student activities from cycle I to cycle

II.

c. Completeness of Student Learning Outcomes

To see the overall learning outcomes of the life cycle material of living
things, the researcher conducted a test at the end of the learning. After the test
results are collected, the data is processed by looking at the minimum
completeness criteria that apply in MIN 29 Aceh Besar. It is said that the
learning is complete if the score obtained by the student has met the minimum
criteria that have been set at the school is 75 for individual completeness as set
at the school. The percentage of student learning completion in the first cycle
was 12 students or 52.17% while 11 students or 47.82% had not achieved
learning completeness. The completeness of student learning in cycle II was 23

students or 88.46% declared complete while 3 students or 11.53% were
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incomplete. For student learning outcomes in the learning process in cycle I and

cycle II, you can see the diagram below:

Students’ Learning Outcomes (%)

1st Cycle 2nd Cycle

Figure 3. Percentage of Learning Outcome Chart

Based on figure 3 above, it can be concluded that the application of the
project-based learning model assisted by animated videos is able to improve
student learning outcomes, this can be seen from the percentage obtained in
each cycle has increased. Overall of the number of students have been able to
solve the questions and have completed them. Based on the results of the study,
it was shown that the application of the project-based learning model assisted by
animated videos could improve the learning outcomes of science students in
grade IV at MIN 29 Aceh Besar.

The increase in student learning outcomes by using the PjBL learning
model is because this learning model involves students in problem-solving
activities and provides opportunities for students to work together in groups to
produce a product. This is in accordance with what Made stated that the
application of the PjBL model provides opportunities for students to solve
problems and engage in other meaningful tasks. In addition, this model allows
students to work independently in building their own knowledge, which
ultimately results in real products [23]. Thus, the PjBL model not only improves
learning outcomes but also develops students' social skills and critical thinking

abilities.
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There are several factors that affect student learning, namely internal
factors, external factors and learning approach factors. According to Syah, the
factors that affect student learning can be divided into three, namely: a) internal
factors (factors from within students), namely the physical and spiritual
condition of students. b) external factors (factors from outside the student),
namely the environmental conditions around the student. c) The learning
approach factor is the type of student learning effort which includes the
strategies and methods used by students to carry out learning activities of
subject materials [24].

d. Student Creativity in Learning

The level of student creativity can be seen when students produce a work
or final product. Students are able to develop an idea or work, such as making
a scheme of the life cycle of animals metamorphosed perfectly and
metamorphosis imperfectly using plasticine.

Based on the results of observations made on student creativity in cycle
I 'and cycle II during the learning process with the application of the project-based
learning model assisted by animated videos, it shows that there is an increase
in students' creativity abilities analyzed per the indicators set in this study can

be seen in the following diagram:

Students” Creativity Data per Indicator in 1st and
2nd Cycle (%)

100 88,46 88,46
82,69 81,37

67,39 68,47 67,39 67,39

80

60

40

20

Efficiency Adaptability Originality Elaboration

@ 1st Cycle m@2nd Cycle

Figure 4. Percentage Diagram of Student Creativity per Indicator of Cycle I and Cycle II
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Based on the results of the observation of the creativity of students in cycle
I 'and cycle Il in the figure above, it is known that the number of scores obtained
for each indicator varies. The first indicator, namely smoothness (the ability to
produce varied ideas), was obtained in the first cycle with a score of 67.39% and
increased in the second cycle by 88.46%, the second indicator, namely flexibility
(the ability to adjust, change, or develop products) obtained a score of 68.47%
and increased in the second cycle by 82.69%, the third indicator, namely
originality (the ability to produce creative and unique ideas in making a product
without imitating the results of others) was obtained with a score of 67.39%
increased in the second cycle, which was 81.73% and the fourth indicator,
namely decomposition (the ability to combine the color and shape of a product),
obtained a score of 67.39%, an increase in the second cycle of 88.46%.

After the student score per indicator is obtained, the researcher sums up
the scores obtained by the students classically, which can be seen in the

following figure:

Students” Creativity Level (%)

1st Cycle 2nd Cycle

Figure 5. Percentage Diagram of Student Creativity

The diagram above is the result of students' creativity during the learning
process in two cycles, in the two-cycle learning process has indicated an
increase in students' creativity ability. This can be seen from the results of the
analysis of the level of student creativity for the first cycle with a classical

creativity score of 56.52% in the less creative category. In cycle II with a student
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creativity score of 88.46% in the creative category. It can be concluded that
students' creativity through the application of the project-based learning model to
the material makes the life cycle scheme of living things metamorphosed
perfectly and imperfectly.

Developing students' creativity includes cognitive, affective, and
psychomotor aspects. Cognitive development is carried out, among others, by
stimulating fluency, flexibility, and originality in thinking. Affective
development is carried out by fostering attitudes and interests to be busy
creatively. Psychomotor development is carried out by providing educational
facilities and infrastructure that allow students to develop their skills in making
productive and innovative works [25]. Every child has creative talents, when
viewed from the perspective of education, these creative talents can be
developed through play and game activities that contain systematic educational
values and are adjusted to the child's age group [26]. Therefore, it is very
important for educators and parents to create a supportive environment so that

children's creative potential can develop optimally.

4. Conclusion

The application of the Project-Based Learning (PBL) model supported by
animated videos in science lessons effectively enhanced teacher performance,
student engagement, learning outcomes, and creativity. The findings confirm
that integrating PBL with animated media provides a meaningful learning
experience and significantly improves both cognitive achievement and creative

skills among elementary school students.
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