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ABSTRAK 

Sephia Dini Pratiwi, 2025. Pengembangan Bahan Ajar IPA Flip-Book Berbasis STEAM 

Untuk Mengembangkan Growth Mindset Siswa Kelas V SD Negeri 22 Banda Aceh, 

Pembimbing 1 Prof. Dr. Lili Kasmini, S.Si., M.Si , Pembimbing 2 Dr. Syarfuni, M.Pd. 

 

Penelitian ini bertujuan untuk mengembangkan bahan ajar IPA berupa flip-book berbasis 

Science, Technology, Engineering, Art, and Mathematics (STEAM) yang dirancang untuk 

menumbuhkan growth mindset siswa sekolah dasar, serta untuk mengetahui tingkat 

kelayakan, respon siswa, dan efektivitas penggunaannya dalam pembelajaran IPA. 

Penelitian ini menggunakan metode penelitian dan pengembangan (Research and 

Development) dengan model Borg & Gall yang disederhanakan. Subjek penelitian adalah 25 

siswa kelas V SD Negeri 22 Banda Aceh pada semester genap tahun ajaran 2024/2025. 

Instrumen pengumpulan data meliputi lembar validasi ahli, angket tanggapan guru dan 

siswa, serta angket growth mindset yang diberikan melalui pretest dan posttest. Hasil 

penelitian menunjukkan bahwa bahan ajar ipa flip-book IPA berbasis STEAM dinyatakan 

sangat layak digunakan berdasarkan penilaian ahli materi, media, dan bahasa, serta 

didukung oleh tanggapan guru yang seluruhnya berada pada kategori setuju dan sangat 

setuju. Respon siswa terhadap penggunaan flip-book menunjukkan hasil yang sangat baik, 

dengan persentase jawaban “Ya” sebesar 96% dan “Tidak” sebesar 4%. Selain itu, siswa 

menunjukkan sikap positif terhadap pembelajaran, seperti lebih berani mencoba, tidak 

mudah menyerah, dan percaya bahwa kemampuan dapat berkembang melalui usaha. Hasil 

uji efektivitas menunjukkan bahwa data pretest dan posttest growth mindset tidak 

berdistribusi normal, sehingga dianalisis menggunakan uji Wilcoxon Signed Rank Test. 

Hasil analisis menunjukkan nilai Z sebesar –4,378 dengan nilai signifikansi p = 0,001 (< 

0,05), yang menandakan adanya peningkatan growth mindset siswa secara signifikan setelah 

penggunaan flip-book. Seluruh siswa (N = 25) mengalami peningkatan skor, dengan median 

nilai growth mindset meningkat dari 67 pada pretest menjadi 90 pada posttest. Nilai 

minimum meningkat dari 30 menjadi 80, dan nilai maksimum meningkat dari 75 menjadi 

97. Berdasarkan hasil tersebut, dapat disimpulkan bahwa bahan ajar ipa flip-book berbasis 

STEAM yang dikembangkan valid, praktis, dan efektif dalam meningkatkan growth mindset 

siswa sekolah dasar serta dapat digunakan sebagai alternatif bahan ajar inovatif dalam 

pembelajaran IPA. 

Kata kunci: flip-book, STEAM, growth mindset, pembelajaran IPA, sekolah dasar 
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ABSTRACT 

 

Sephia Dini Pratiwi, 2025. Development of STEAM-Based Science Flip-Book Learning 

Materials to Develop the Growth Mindset of Fifth Grade Students at SD Negeri 22 Banda 

Aceh, Supervisor 1 Prof. Dr. Lili Kasmini, S.Si., M.Si, Supervisor 2 Dr. Syarfuni, M.Pd. 

This study aimed to develop a Science, Technology, Engineering, Art, and Mathematics 

(STEAM)-based flip-book teaching material for science learning designed to foster 

elementary school students’ growth mindset, as well as to examine its feasibility, students’ 

responses, and effectiveness. This research employed a Research and Development (R&D) 

method using a simplified Borg and Gall model. The research subjects consisted of 25 fifth-

grade students of SD Negeri 22 Banda Aceh in the second semester of the 2024/2025 

academic year. Data were collected through expert validation sheets, teacher and student 

response questionnaires, and a growth mindset questionnaire administered as pretest and 

posttest. The results indicated that the STEAM-based science flip-book was categorized as 

highly feasible based on evaluations by material, media, and language experts, and was 

further supported by teachers’ responses, which were entirely in the agree and strongly agree 

categories. Students’ responses to the use of the flip-book were very positive, with 96% 

“Yes” responses and 4% “No” responses. The flip-book also encouraged positive learning 

attitudes, such as persistence, willingness to face challenges, and the belief that abilities can 

develop through effort. The effectiveness test revealed that the pretest and posttest data on 

students’ growth mindset were not normally distributed; therefore, the Wilcoxon Signed 

Rank Test was applied. The analysis yielded a Z value of –4.378 with a significance level of 

p = 0.001 (< 0.05), indicating a statistically significant improvement in students’ growth 

mindset after the implementation of the flip-book. All students (N = 25) showed increased 

scores, with the median rising from 67 in the pretest to 90 in the posttest. Furthermore, the 

minimum score increased from 30 to 80, while the maximum score improved from 75 to 97. 

In conclusion, the STEAM-based science flip-book developed in this study is valid, 

practical, and effective in enhancing elementary school students’ growth mindset and can be 

used as an innovative alternative teaching material in science learning. 

Keywords: flip-book, STEAM, growth mindset, science learning, elementary school 
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