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ABSTRACT 

English is one of the subjects that is considered difficult by most students in 

elementary school. The problem is the method and media used when delivering the 

material. This research and development aims to produce digital flashcard learning 

media products genially to support learning activities, especially in increasing 

vocabulary understanding. 

The purpose of this development is to find out the process of developing 

Genially Digital Flashcard media to improve vocabulary understanding in class V 

Kind of Design and Equipment Madrasah Ibtidaiyah Tarbiyatul Islam Soko. At the 

same time explaining the results of learning English on Kind of Design and 

Equipment material using Digital Flashcard media in class V Madrasah Ibtidaiyah 

Tarbiyatul Islam Soko. 

This Research and Development was carried out by adopting the ADDIE 

development model. The several steps that must be carried out are: (1) 

Analyze/Analyze, (2) Design/Design (3) Development/Development, (4) 

Implementation/Implementation, (5) Evaluation/Evaluation. 

Based on the results of validation by several experts including; Material 

experts 88%, media experts 89% and language experts 97% indicate that digital 

flashcard learning media is genially very suitable for use in learning English. Based 

on the results of the pre-test, the results were 38.7% and the post-test was 90%. So 

it was concluded that there was significant progress in each trial using digital 

flashcard learning media genially. 

 

Keyword : Digital Flashcard, Learning Media, Material Kind Of Disease And 
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ABSTRAK 

Bahasa Inggris merupakan salah satu mata pelajaran yang dianggap sulit oleh 

kebanyakan peserta didik di sekolah dasar. Permasalahannya adalah metode dan 

media yang digunakan saat menyampaikan materi. Penelitian dan pengembangan 

ini bertujuan menghasilkan produk media pembelajaran digital flashcard genially 

untuk mendukung kegiatan belajar terutama dalam meningkatkan pemahaman 

kosakata.  

Tujuan dari pengembangan ini adalah untuk mengetahui proses 

pengembangan media Digital Flashcard Genially untuk meningkatkan pemahaman 

kosakata pada materi Kind of Desease and Equipment  kelas V Madrasah Ibtidaiyah 

Tarbiyatul Islam Soko. Sekaligus menjelaskan hasil belajar bahasa Inggris materi 

Kind of Desease and Equipment dengan menggunakan media Digital Flashcard di  

kelas V Madrasah Ibtidaiyah Tarbiyatul Islam Soko. 

Penelitian dan Pengembangan ini dilaksanakan dengan mengadopsi model 

pengembangan ADDIE. Adapun beberapa tahapan yang harus dilakukan adalah : 

(1) Analyze/Analisa, (2) Design/Perancangan (3) Development/Pengembangan, (4) 

Implementation/Penerapan, (5) Evaluation/Evaluasi.  

Berdasarkan hasil validasi oleh beberapa ahli diantaranya; ahli materi 88% , 

ahli media 89% dan ahli Bahasa 97%  menunjukkan bahwa media pembelajaran 

digital flashcard genially sangat layak digunakan pada pembelajaran Bahasa 

Inggris. Berdasarkan hasil uji coba pre-test diperoleh hasil 38,7% dan pada uji coba 

post-test sebesar 90%. Sehingga disimpulkan bahwa terdapat progres nilai yang 

cukup signifikan pada setiap uji coba dengan menggunakan media pembelajaran 

digital flashcard genially. 

 

Kata kunci : Digital Flashcard, Media Pembelajaran,  Materi Kind Of Desease 

                      And Equipment 
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