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The existence of technological developments accompanied by the demands
of the times, requires the quality of education that is effective and efficient
for the realization of advanced human resources. Therefore Indonesia plans
to implement the Sustainable Development Goals (SDGs) to address
education problems. One of the things that can be done is through the
development of animated video-based learning media through the plotagon
application. The existence of animated video learning media is expected to
improve the quality of student learning outcomes. The purpose of this study
was to determine the effectiveness of the plotagon animated video learning
media on science subjects in junior high school class IX on biotechnology in
the food sector. The method used in this research is R&D (Research and
Development), which is a method that can produce certain products and is
tested for its effectiveness through the development of science learning
media in the form of biotechnology animation videos. The results of this
study indicate that animated video-based learning media through the
plotagon application are preferred by students because they are easy to
understand. It can be concluded that if the animated plotagon video is used
as a learning medium and applied in the learning process, it can improve
learning and education outcomes in the future, so that it can meet SDGs
2030 in Indonesia in particular.
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INTRODUCTION

Education is an activity that has an important role in developing and improving the
quality of human resources especially shaping the quality of the nation's generation (Zayas &
Rofi’ah, 2022). This is because education can affect the growth of the people of a nation so as
to make human resources more alert in dealing with changes in the education system which
can be accessed anywhere. Quality education can produce quality human resources. If quality
education is produced, young potential workers will be realized.

The quality of education in Indonesia is still relatively low. In accordance with the
UNESCO report on the 2012 Education For All Global Monitoring Report which said that
Indonesia was ranked 64th out of 120 countries around the world. The quality of Indonesian
education is caused by a low learning process (Nuralawiah, Fitriyana & Ramlah, 2018).
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Especially in science learning which is often seen by students as a difficult and complicated
subject. Based on the PISA results released by the OECD (Organization for Economic Co-
operation and Development) in 2018, Indonesia's score in the science field was 389 with the
OECD average score of 489 (Ministry of Education and Culture, 2019). Based on these
results, it proves that the quality of Indonesian science education outcomes is still very low.
This can be caused by the lack of maximum learning outcomes received by students.

Based on this, Indonesia is planning a Sustainable Development Goals (SDGSs) program
to address education problems. The goals carried out for education are "ensuring education
that is of equal quality, inclusive and supports lifelong learning opportunities for all" (Safitri,
2022). Teachers as educational staff need to participate in welcoming the SDGs program.
One thing that can be done by teachers, especially in science learning is to maximize the
learning process by using optimal strategies and facilities to improve student learning
outcomes. The establishment of education represents a unique opportunity to give birth to a
virtuous positive interaction between creation and dissemination of knowledge, hence also
assuring the acquisition of required technical skills to develop and maintain a sustainable
society interconnected from an economic, healthcare, social and environmental point of view.
As affirmed by UNESCO, the role of a proper education, and more specifically of education,
for the interpretation and implementation of the SDGs is essential to realize the 2030 Agenda
(Smaniotto etc, 2020).

Therefore, to be able to improve the quality of science learning outcomes for students,
supporting facilities are needed. One of the important means to facilitate students in obtaining
education is through learning media. Learning media is a repository of information from
senders/makers (teachers) that can be well received by recipients (students) (Sari & Ananda,
2018). The correct use of learning media in education is needed to support the effective and
efficient delivery of learning materials to students (Utami & Mustari, 2020). The use of
learning media certainly pays attention to the material that will be delivered as well. For
science learning materials, interesting learning media are needed so that students can be
interested.

Natural Sciences is part of science that is scientifically born and develops. Natural
Science is a science that consists of knowledge itself and the process of being able to
understand the concepts in that science. The direction of learning activities in the field
of science is enabling students to be able to get information through the scientific activities
they do so that it is not only centered on thinking skills about facts, laws, principles and
theories (Syahwati & Arif, 2022).

The emergence of the digital world in the world of education greatly influences
communication between students and teachers. When learning takes place conventionally, the
average student tends to feel bored. When examining knowledge and demanding student
participation, the teacher-centered paradigm is less effective, especially in the current
independent curriculum, student-centered learning. Therefore, teachers must have creativity
in using media that involves students. Media in the form of visual, auditory, audiovisual are
the main categories of learning media (Saraswati, 2022).

One of the learning media that can be used by teachers is animated videos which are
categorized as audiovisual media. So that the delivery of information and elements of images
and sounds can be conveyed directly. The advantages of animated videos are first, the
combination of auditory and visual elements which allows students to learn how to use two
senses simultaneously, namely sight and hearing. Second, students see real actions related to
subject matter through videos. Third, students become motivated to learn. Fourth, students
can more quickly understand the subject matter. Fifth, through animated videos that are
presented in accordance with the world of children so as to give students the impression that
they are watching an animated film even though it contains the material being studied
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(Lukman et al, 2019). The use of audio-visual-based learning media in science learning really
supports the delivery of information from the teacher to students, because it has the ability to
explain something that is complicated, complex, and difficult if explained only with pictures
so that it can support an interesting, fun, and meaningful learning process for students
(Nofida & Avrif, 2020).

One alternative learning media that can be used is through the use of the plotagon
application to create learning animation videos that are interesting for students. The plotagon
application is a technology that can be used to create an animated video that can be accessed
on a smartphone or computer, and can also be displayed in classrooms with adequate
facilities. Re-facilitation of classrooms with new learning technologies, namely the
emergence of digital educational resources such as the application of these animated videos
in student-oriented learning, can also challenge teachers' ways of teaching that are considered
traditional (Ostereng, 2022). Utilization of digital animated video media has an important role
in supporting science learning. Students will get direct experience through videos that they
see and understand. Through a good understanding of learning material, student learning
outcomes increase (Suryaman & Suryanti, 2022). One of the industrial revolution 4.0
program is 10T (Internet of Thing) or 10E (Internet of Everything). It shows that the use of
internet is widely used in industrial revolution 4.0. Therefore, animation media 3D is made as
online learning media so that the students can access it every time and everywhere
(Oktavianingtyas et al, 2018).

The novelty of this research is the integration of the role of learning media that utilizes
the plotagon application to support the 2030 sustainable development goals, which are
utilized especially in science subjects within the scope of applying biotechnology in the food
sector for grade 9 junior high schools. The plotagon application is used to create learning
animation videos that are packaged according to what students experience in everyday life.
Through this it is hoped that it can add to students' understanding which is packaged more
attractively through the plotagon application. The existence of the plotagon application can
be used by teachers in making interesting science learning media. So that students can
understand the learning material delivered easily.

If students can understand the material presented, the learning outcomes obtained will
increase. This is in accordance with the results of previous studies which have proven the role
of multimedia (including video) can facilitate understanding of concepts and can increase
children's concentration. This is in accordance with the results of previous studies which have
proven the role of multimedia (including video) can facilitate understanding of concepts and
can increase children's concentration (Hasanah et al, 2023). Based on these problems, this
study aims to determine the effectiveness of the plotagon animated video learning media in
class IX junior high school science subjects.

METHODS

This research uses research and development methods or commonly referred to as
Research and Development (R&D). This study uses the Borg and Gall model which is
summarized into five stages including 1) product draft, 2) validation, 3) prototyping, 4)
limited trials, and 5) final product (Putra, D et al, 2020). In this study, an animated video was
made containing science learning materials for class IX SMP/MTs, namely biotechnology.
The curriculum used is the 2013 curriculum, animated videos are made using an application
called plotagon.

The sampling technique uses the Probability Sampling technique, namely Proportional
Stratified Random Sampling. The sample used was class IX students of SMP/MTs in
Wonogiri District. The animated video that was made was tested by uploading the video on
YouTube. The data collection technique used in this study was a questionnaire survey with
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the help of google from, which was attached with a YouTube video link. The questionnaire
survey contained several questions related to the satisfaction and practicality of animated
videos after students watched on YouTube. There were 30 students from various SMP/MTs
in the Wonogiri District who filled out the google form survey.

Data analysis techniques using descriptive quantitative and qualitative. The survey
results obtained through google from were analyzed using descriptive statistics, namely the
mean and mode of each question in the distributed questionnaire. From the results of the
questionnaire survey data analysis, it was then re-analyzed and adjusted to the practical
criteria for developing the learning videos. The criteria for the level of practicality of

plotagon animation video development can be seen in table 1.
Table 1. Guidelines for evaluating the practicality of plotagon animation video development

No Presentage Practicality Criteria
1. 75-100 Very practical

2. 50-74 Practical

3. 26-49 Less practical

4. 0-25 Impractical

(Arikunto, 2019)
After being tested and getting responses and input from students through the Google Form
page, it needs to be revised if it needs to be revised, revisions made according to input from
students. If the response from students is good, then the animated video is not required to be
revised and can be directly used for trials during learning and can be published.

RESULTS AND DISCUSSION

This research was carried out from 3 January 2023 to 25 January 2023 through the
discovery of problems that arise in the world of education and learning experienced by
various schools, especially the SMP/MTs level, in Wonogiri District. Data collection
processes are also needed in making animated videos, such as curriculum, material/subject
matter, video scripts, and applications for preparing animated videos. In this study, the
animated video that was made contained science learning material for class IX SMP/MTs,
namely biotechnology material in the food sector. The curriculum used is the 2013
curriculum, animated videos are made using an application called plotagon.

The data in making the video that has been collected is then carried out in the process
of designing an animated video using the plotagon application. The video is designed
according to the script that was made before. The video script is more emphasized on the
application of material in everyday life played by several characters, but still does not forget
the material to be delivered. After the animated video was finished, validation of the
animated video was carried out to the validator, namely the IAIN Ponorogo lecturer.
Furthermore, the animation video was repaired based on suggestions and input from the
validator. Animated videos that have undergone improvements can be tested on students.
This is because animated videos contain clear audio, images, and text communications so that
the information conveyed is interesting, easy to understand, and effective.

This study tested an animated video on biotechnology material in the food sector to
Grade IX SMP/MTs students in Wonogiri District by distributing an animated video link
from YouTube. In addition, students filled out a questionnaire survey with the help of the
Google form. The following are the results obtained from research on the plotagon animation
video in class XI in Wonogiri District which will be described as follows. Education being
fundamental plays important roles in the Sustainable Development Goals because it directly
contributes to the SDGs (Uleanya & Akintohu, 2021). To meet the SDGs, currently students
are being intensified to use technology in their education process, due to the demands of an
increasingly developing era. Application of learning using animated videos via YouTube can
improve literacy skills in students. If students' literacy skills increase through the use of
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learning animation videos, they can participate in fulfilling the SDGs, especially in
technology literacy.

Digital literacy is one of the challenges of technology integration in the academic field.
Digitally literate populations can help policy makers in the field of education. Based on
previous research mentioned digital literacy groups are the following groups: (a) finding and
consuming digital content; (b) create digital content; (c) communicate or share digital content

(Timnaz et al, 2022). Where digital literacy has 4 indicators, namely as follows:
Table 2. Indicators of technological literacy ability

No Indicators of Technology literacy
technological literacy sub-indicator
ability

1. Content Ability to understand hardware and
software.

2. Process Ability to use hardware and software.

3. Context Ability to use technological concepts
in learning.

4, Attitude Good understanding in responding to

information and attitudes in dealing
with technological developments in
learning.

(Nofrion, 2021)

In the research questionnaire "DE-ASIGION (Digital Plotagon Animation Video) as a
Middle Science Learning Media to Avoid SDGs 2030" it can be seen that through animated
video learning media in terms of technological literacy the highest percentage is found in the
context indicator while the indicator with the lowest percentage is attitude indicator. In
context indicators that contain technological concepts in learning that are carried out
optimally. This can be proven by the statements of students who tend to choose a point score
of 4. Meanwhile, the attitude indicator obtained the lowest percentage. The attitude indicator
contains understanding in responding to information and technological developments in
learning, therefore students lack technological literacy.

Practicality of the plotagon animation video
in terms of technological literacy

100%
80%
60%
40%
20%
0%
Impractical Less practical Practical Very practical
Context =—@=—Content Attitude —@=—Process
Figure 1. Graph of the practicality of the plotagon animation video in terms of technological literacy.
According to the graph of the practicality of the plotagon animated video in terms of
technological literacy, it can be described as follows:
a. Content
On indicators of technological literacy capabilities, namely content indicators where
students and teachers can understand hardware such as computers, laptops, projectors,

smartphones, keyboards, mice, scanners, and software Mozilla, YouTube, Google,
PowerPoint, Word and so on (Nofrion , 2021). From this study, the results obtained
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from 30 samples of students 73% fall into the “practical™ practicality category. This
shows that most students have sufficient literacy skills, namely content indicators,
both understanding hardware and software. For example, when students understand
the content of the animated plotagon video about tempe bacem-the application of
biotechnology in the field of science food, grade 1X junior high school.

b. Process
The indicators of technological literacy are process indicators, where students can use
hardware such as smartphones, computers, laptops, projectors, printers, keyboards,
mice, scanners and software such as Google, Mozilla, YouTube, Power Point, Word,
and so on. (Nofrion, 2021). From this study, the results obtained from 30 samples of
students 62% fall into the "practical” practicality category. This shows that students
are sufficiently able to use hardware and software. Likewise, when students use the
plotagon animated video learning media about tempeh bacem - the application of
biotechnology in the field of food, science, junior high school grade IX.

c. Context
In terms of technological literacy ability indicators, namely context, students can use
technological concepts in learning (Nofrion, 2021). From this study, the results
obtained from 30 samples of students 81% fall into the "very practical™ category of
practicality. This shows that students can use technology in learning, especially in
using the plotagon animation video learning media regarding tempe bacem-the
application of biotechnology in the field of food Science, SMP class IX.

d. Attitude
The indicator of technological literacy ability, namely attitude, can be seen from
students who can have a good understanding of using information and attitudes
towards technological developments towards learning (Nofrion, 2021). From this
study, the results obtained from 30 samples of students 52% fall into the "practical”
practicality category. This shows that students have sufficient understanding in using
information and attitudes towards technological developments towards learning. Most
students use technology and the internet as a medium of learning resources. While
some other students prefer to use books as a medium of learning resources. Due to the
lack of technological literacy by students.

Based on the results of the student response questionnaire to the plotagon animation
video as a learning medium, it showed that most students were interested in learning based on
this plotagon animated video. What's more, how to use animated video-based learning media
is relatively easy to use for all groups with the internet and smartphones or technological
media such as laptops, and so on. This can be proven through the argument of one of the
students in the research questionnaire which stated that "l prefer to use this plotagon
animation video, because it makes it easier to understand the material and it is fun to see the
good animation”. Through one of the students' arguments, information can also be obtained
that through this animated video, the plotagon can help students understand the material that
has been taught at school.
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TEMPE BACEM-Penerapan Bioteknologi di Bidang Pangan-IPA SMP Kelas IX

Figure 2. Animated video display on YouTube "tempe bacem-application of biotechnology in the science
food field of class IX junior high school"

The picture above is a display on the YouTube video of tempe bacem animation - the
application of biotechnology in the science food sector for class IX junior high school. It can
be seen that the video contains an animation that begins with the introduction of the
characters in the video. In addition, animated videos use language that is easy to understand
and more interactive so that students can understand the meaning or content of the animated
videos made. This can be proven through questionnaire responses of students who like using
animated video learning media by stating the reason that "I am more interested in using
animated videos because they look interesting and the language used in the videos is easy to
understand". There were some students who also had positive arguments, namely "The video
is good because there is animation so it's not boring”. From several arguments the students'
questionnaire responses further strengthened that learning animated videos can increase
students' interest and motivation to learn.

Learning motivation is the overall psychic driving force which includes expectations,
values, and affectivity in students which can generate enthusiasm in learning activities
(Yushan et al, 2022). Learning motivation has a close relationship with learning outcomes.
Learning motivation can be grown in several ways, one of which is by using interactive
language, interesting animations, fun learning, and not monotonous. So that students feel
happy when carrying out the learning process can bring up learning motivation. The mindset
appears in students that learning is not boring if you use interesting methods, such as using
animated video-based multimedia. In accordance with the results of previous research which
stated that multimedia that combines text, graphics, audio, video, and animation can inform
messages clearly and interestingly, so that it can motivate students to learn in a more
contextual and fun way (Hasanah et al, 2023).

This is in accordance with the statement from Permendiknas R1 No. 41 of 2007 which
states that the learning process in primary and secondary education units must contain
elements of interactive, challenging, fun, motivating and increasing creativity according to
the interests and talents of students (Rahayu et al, 2019). Moreover, many students complain
about learning science because it is too difficult and difficult to understand. The use of
instructional media greatly influences student motivation and learning outcomes. Utilization
of learning media can help students achieve learning success. The important role of learning
media is learning media in supporting the quality of the teaching and learning process so that
it can make learning more interesting and fun. So that learning media as a tool in the teaching
and learning process encourages the learning process from the learning that has been given by
the teacher (Tafonao, 2018).

Reviewing the arguments submitted by students in the animated video response
guestionnaire which gave a positive response and led to an increase in learning motivation, so
that the learning outcomes obtained by students could increase. This is in line with research
conducted by Yushan (2022) that the lower the value of learning motivation, the lower the
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student learning outcomes. If the use of animated video learning media can increase student
interest and motivation, then the learning outcomes obtained will increase. In addition, based
on research student learning activities are still relatively low from the standard, around 66%
of students are still relatively passive in class. Only 5-8 students were able to answer the
questions given by the teacher. In addition, about 34% of students do not get good grades. So
from this exposure it can be said that student learning activity is still low. Moreover, there are
still many teachers who rely on lecture learning methods only. If this continues, it will have
an impact on hindering student development (Rahayu et al, 2019).

Based on research, student learning activities are still relatively low from the standard,
around 66% of students are still classified as passive in class. Only 5-8 students were able to
answer the questions given by the teacher. In addition, about 34% of students do not get good
grades. So from this exposure it can be said that student learning activity is still low.
Moreover, there are still many teachers who rely on lecture learning methods only. If this
continues, it will have an impact on hindering student development (Rahayu et al, 2019).
Therefore, animated plotagon videos have a very important role, especially for today's
younger generation who tend to learn by using audiovisual learning media that emphasize
sound and visuals in conveying complex learning concepts and ideas (Fridayanti et al, 2022).
The animated video for plotagon learning is also feasible to be applied to various learning
models, so that teachers can use it in various learning models. Therefore the quality of
educational outcomes will be further improved and can support the 2030 SDGs in Indonesia.

The concept of quality education is based on the premise that educational aims are met
and purposes fulfilled, with quality seen “in light of how societies define the purpose of
education”. While education, including formal, informal and non-formal awareness and
training has been recognised as “a process by which human beings and societies can reach
their fullest potential”, for years, the purpose of education in industrialized countries has been
to educate a workforce, aiming at excellence in a few core disciplines. A study conducted
recently in 22 Asian countries showed that education places emphasis on preparing students
for competitive participation in the global economy, rather than to become critical and
responsible members of society in alignment with the objectives of ESD. Today, although
economic well-being remains an important educational outcome, there have been increasing
calls for education to focus also towards global citizenship, social justice and sustainability.
The Aichi-Nagoya Declaration 2014 on ESD invites all education systems, from preschool to
higher education, to revisit and clarify their purpose, mission and goals and consider
educating for a sustainable future. Sustainable Development Goal and Sustainability (SDGSs)
is a Agenda of the United Nations adopted by world leaders in 2015 include poverty
eradication, climate change mitigation and universal access to education. The SDGs provide a
framework of sustainability goals and targets that is universally accepted and summarise
priority action areas to help society achieve justice, prosperity and environmental security.
The UN 2030 Agenda acknowledges Quality Education as a means for achieving the
remaining SDGs, with sustainability as a goal for Education. Despite these aspirations, what
education for sustainability aims to achieve is not clear (Kioupi & Voulvoulis, 2019). If the
SDGs are to succeed, they must promote an inclusive approach to growth, and mobilize
innovative sources of financing while phasing out investment in unsustainable activities in all
countries (Stafford-Smith etc, 2017).

CONCLUSION

Based on research on the DE-ASIGION plotagon animation video, it can be used as a
learning medium in science subjects which are often considered difficult by most junior high
school students. The animated video viewed from technological literacy gets the highest
percentage in the context indicator while the indicator with the lowest percentage is in the
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attitude indicator. In addition, animated videos can make it easier for students to understand
the material, because animated videos use interactive and more interesting language.
Therefore, the animated plotagon video can increase students' interest and motivation in
learning.

Judging from the practicality of animated videos in the field of scientific literacy, from
this study the results obtained from 30 samples of students 81% fall into the "very practical”
practicality category. This shows that students can use technology in learning, especially in
using the plotagon animated video learning media regarding tempe bacem-the application of
biotechnology in the field of science food in junior high school class 1X. Thus the existence
of this animated video can be applied as a medium for learning science in junior high schools
by adjusting the learning model used by the teacher. One of them is the SAVI (Somatic,
Auditory, Visual and Intellectual) learning model which can be an alternative in improving
the quality of education to support the 2030 SDGs.

REFERENCES

Ailulia, R., Saidah, P. N., & Sutriyani, W. (2022). Analisis Penerapan Media Video
Pembelajaran Menggunakan Aplikasi Plotagon Terhadap Pemahaman Konsep Bangun
Datar Kelas V. Jurnal Pendidikan Matematika, 1(2), 47-56.

Akintolu, M., & Uleanya, C. (2021). Ensuring Sustainable Development Goal in Rural Africa
through Adult Literacy Programme: A Case Study of Technology Usage in Developing
Nations.  Universal Journal of Educational Research, 9(4), 713-7109.
https://doi.org/10.13189/ujer.2021.090401

David Martinez Zayas, J., & Rofi’ah, N. (2022). The Effect of Digital Literacy Skills on
Improving Teacher Creativity. https://jurnal.iainponorogo.ac.id/index.php/insecta

Dwi Utami, S., & Mustari, ati. (n.d.). Seminar Nasional Manajemen Bencana PSB (SMBPSB
2020) SHEs: Conference Series 3 (1) (2020) 76-82"PERUT 82" 82'PERUT SINCAN
(Snakes and Ladders Game of Disaster Mitigation) as a Disaster Education Learning
Medium. https://jurnal.uns.ac.id/shes

Fitriyana, N., Ningsih, K., & Panjaitan, R. G. P. (2020). Penerapan Model Pembelajaran
SAVI Berbantuan Media Flashcard Untuk Meningkatkan Aktivitas dan Hasil Belajar.
Edukasi: Jurnal Pendidikan, 18(1), 13. https://doi.org/10.31571/edukasi.v18i1.1667

Fridayanti, Y., Irhasyuarna, Y., Putri, R. F., Lambung, U., Brigjen, M. J., Basri, H., Utara, K.
B., Banjarmasin, K., & Selatan, K. (2022). Pengembangan Media Pembelajaran Audio-
Visual Pada Materi Hidrosfer Untuk Mengukur Hasil Belajar Peserta Didik SMP/MTS
(Vol. 1, Issue 3).

Hamid, M. A., Ramadhani, R., Masrul, M., dkk. (2020). Media Pembelajaran. Yayasan Kita
Menulis.

Hapsari, G. P. P., & Zulherman, Z. (2021). Pengembangan Media Video Animasi Berbasis
Aplikasi Canva untuk Meningkatkan Motivasi dan Prestasi Belajar Siswa. Jurnal
Basicedu, 5(4), 2384-2394. https://doi.org/10.31004/basicedu.v5i4.1237

Hasanah, U., Astra, I. M., & Sumantri, M. S. (2023). Exploring the Need for Using Science
Learning Multimedia to Improve Critical Thinking Elementary School Students:
Teacher Perception. International Journal of Instruction, 16(1), 417-440.
https://doi.org/10.29333/iji.2023.16123a

Jerry Radita Ponza, P., Nyoman Jampel, I., & Komang Sudarma, I. (2018). Pengembangan
Media Video Animasi Pada Pembelajaran Siswa Kelas IV di Sekolah Dasar. In Jurnal
EDUTECH Universitas Pendidikan Ganesha (Vol. 6, Issue 1). www.powtoon.com

Kemendikbud. (2023, Januari). Hasil PISA Indonesia 2018. Retrieved from
https://www.kemdikbud.go.id/main/blog/2019/12/hasil-pisa-indonesia-2018-akses-
makin-meluas-saatnya-tingkatkan-kualitas.

INSECTA Volume 4 Number 1, 2023
p-ISSN 2722-8509 | e-ISSN 2722-8495


https://www.kemdikbud.go.id/main/blog/2019/12/hasil-pisa-indonesia-2018-akses-makin-meluas-saatnya-tingkatkan-kualitas
https://www.kemdikbud.go.id/main/blog/2019/12/hasil-pisa-indonesia-2018-akses-makin-meluas-saatnya-tingkatkan-kualitas

Alfi, Wahyu, & Rahmi/ DE-ASIGION (Digital Plotagon Animation...(2023) 64-74 73

Kioupi, V., & Voulvoulis, N. (2019). Education for sustainable development: A systemic
framework for connecting the SDGs to educational outcomes. Sustainability
(Switzerland), 11(21). https://doi.org/10.3390/su11216104

Lukman, A., Hayati, D., & Hakim N. (2019). Pengembangan Video Animasi Berbasis
Kearifan Lokal pada Pembelajaran IPA Kelas V di Sekolah Dasar. Elementary: Jurnal
IlImiah Pendidikan Dasar, 5(2), 153-166.

Nofida, A., Arif, S., Tadris, J., Alam, I. P., Tarbiyah, F., & Keguruan, I. (2020). The Effect of
Problem Based Learning (PBL) Model Based on Audio Visual Media to Creative
Thinking Skills of Students. https://jurnal.iainponorogo.ac.id/index.php/insecta

Nofrion, N. (2021). Implementasi Literasi Teknologi Dalam Pembelajaran Geografi di SMA
Negeri 15 Padang. Jurnal Buana, 5(1), 133-142.

Nuralawiah, T. (2018). Prosiding Seminar Nasional Matematika dan Pendidikan Matematika
(Sesiomadika) OTG FD and G-WORLDEDU Bagi Generasi Z yang Kekinian.

Oktavianingtyas, E., Salama, F. S., Fatahillah, A., Monalisa, L. A., & Setiawan, T. B. (2018).
Development 3D Animated Story as Interactive Learning Media with Lectora Inspire
and Plotagon on Direct and Inverse Proportion Subject. Journal of Physics: Conference
Series, 1108(1). https://doi.org/10.1088/1742-6596/1108/1/012111

Ostereng, D. O. (2022). “I believe in video!” An Interpretative Phenomenological Analysis of
Video as an Educational Resource. Discourse and Communication for Sustainable
Education, 13(2), 133-149. https://doi.org/10.2478/dcse-2022-0023

Puspita Sari, A., & Setiawan, A. (2018). The Development of Internet-Based Economic
Learning Media using Moodle Approach. In International Journal of Active Learning
(Vol. 3, Issue 2). http://journal.unnes.ac.id/nju/index.php/ijal

Rahayu, A., Nuryani, P., & Riyadi, A., R. (2019). Penerapan Model Pembelajaran SAVI
Untuk Meningkatkan Aktivitas Belajar Siswa. Jurnal Pendidikan Guru Sekolah Dasar,
4(2), 102-111.

Safitri, A. O., Yunianti, V. D., & Rostika, D. (2022). Upaya Peningkatan Pendidikan
Berkualitas di Indonesia: Analisis Pencapaian Sustainable Development Goals (SDGSs).
Jurnal Basicedu, 6(4), 7096-7106. https://doi.org/10.31004/basicedu.v6i4.3296

Saraswati, V. 2022. Pengembangan Video Pembelajaran Animasi Berbasis Aplikasi Plotagon
Pada Materi Interaksi Makhluk Hidup Dengan Lingkungan (Doctoral
dissertatation).Diperoleh dari nama data base

Smaniotto, C., Battistella, C., Brunelli, L., Ruscio, E., Agodi, A., Auxilia, F., Baccolini, V.,
Gelatti, U., Odone, A., Prato, R., Tardivo, S., Voglino, G., Valent, F., Brusaferro, S.,
Balzarini, F., Barchitta, M., Carli, A., Castelli, F., Coppola, C., ... Sisi, S. (2020).
Sustainable development goals and 2030 agenda: Awareness, knowledge and attitudes
in nine Italian universities, 2019. International Journal of Environmental Research and
Public Health, 17(23), 1-18. https://doi.org/10.3390/ijerph17238968

Stafford-Smith, M., Griggs, D., Gaffney, O., Ullah, F., Reyers, B., Kanie, N., Stigson, B.,
Shrivastava, P., Leach, M., & O’Connell, D. (2017). Integration: the key to
implementing the Sustainable Development Goals. Sustainability Science, 12(6), 911-
919. https://doi.org/10.1007/s11625-016-0383-3

Sunami, M. A., & Aslam, A. (2021). Pengaruh Penggunaan Media Pembelajaran Video
Animasi Berbasis Zoom Meeting terhadap Minat dan Hasil Belajar IPA Siswa Sekolah
Dasar. Jurnal Basicedu, 5(4), 1940-1945. https://doi.org/10.31004/basicedu.v5i4.1129

Suryaman, S., & Suryanti, Y. (2022). Pengembangan Media Video Animasi Berbasis
Plotagon dan Capcut Untuk Meningkatkan Hasil Belajar Kognitif Siswa Kelas 1l
Sekolah Dasar. 8(3). https://doi.org/10.31949/jcp.v8i2.2575

INSECTA Volume 4 Number 1, 2023
p-ISSN 2722-8509 | e-ISSN 2722-8495



74 Alfi, Wahyu, & Rahmi/ DE-ASIGION (Digital Plotagon Animation...(2023) 64-74

Syahbudin, E. 2020. Efektivitas Video Animasi Berbasis Aplikasi Plotagon Untuk
Meningkatkan Minat Belajar Siswa Kelas VII MTs Wahid Hasyim Dau Malang
(Doctoral dissertatation).Diperoleh dari nama data base

Syahwati, F., & Arif, S. (2022). Analysis of the Effect of Scientific Literacy and Questioning
Ability on Science Learning Outcomes. INSECTA: Integrative Science Education and
Teaching Activity Journal, 3(2), 150-157.
https://jurnal.iainponorogo.ac.id/index.php/insecta

Tafonao & Talizaro. (2018). Peranan Media Pembelajaran dalam Meningkatkan Minat
Belajar Mahasiswa. Jurnal Komunikasi Pendidikan, 2(2).

Tinmaz, H., Lee, Y. T., Fanea-lvanovici, M., & Baber, H. (2022). A systematic review on
digital literacy. Smart Learning Environments, 9(1). https://doi.org/10.1186/s40561-
022-00204-y

Yushan, M., Yunus, S. R., & Ramalawati (2022). Hubungan Antara Kemandirian Belajar dan
Motivasi Belajar dengan Hasil Belajar IPA Peserta Didik pada Kelas VII SMP Tekom.
Jurnal IPA Terpadu, 6(1), 17-30.

INSECTA Volume 4 Number 1, 2023
p-ISSN 2722-8509 | e-ISSN 2722-8495



