International Journal of Elementary Education
Volume 5, Number 3, Tahun 2021, pp. 350-356

P-ISSN: 2579-7158 E-ISSN: 2549-6050
ejournal.undiksha.ac.id/index.ph

Open Access: https:

ICT-Based Learning Media in the Form of Powerpoint for
Grade IV Elementary School Students

Reza Marfianal* Zaka Hadikusuma Ramadan?

12 Primary School Teacher Education Program, Riau Islamic University, Indonesia

ARTICLE INFO

ABSTRAK

Article history:

Received June 15, 2021

Revised June 20, 2021

Accepted July 23, 2021
Available online August 25, 2021

Kata Kunci:
Media Pembelajaran, Berbasis
TIK, Powerpoint

Keywords:
Learning Media, Berbasis ICT,

Proses pembelajaran masih belum terlaksana dengan efektif karena kurangnya sarana
pembelajaran. Selain itu, guru hanya menggunakan metode ceramah dalam
memberikan materi. Hal ini menyebabkan siswa bosan belajar. Penelitian ini bertujuan
untuk mengembangkan media pembelajaran berbasis TIK untuk siswa kelas 1V sekolah
dasar. Jenis penelitian ini yaitu penelitian pengembangan dengan menggunakan
prosedur ADDIE. subjek uji coba produk berjumlah 6 orang para ahli. Metode yang
digunakan dalam mengumpulkan data yaitu wawancara, dokumentasi, dan kuesioner.
Instrumen yang digunakan dalam penelitian ini yaitu kuesioner dengan skala likert.
Teknik analisis data pada penelitian ini yaitu analisis deskriptif kualitatif dan metode
analisis deskriptif kuantitatif. Hasil penelitian yaitu media pembelajaran 3 pada
validasi tahap 1 memeroleh nilai rata-rata sebesar 83% dan pada validasi tahap 2
memeroleh hasil sebesar 89%. Hal ini dapat dikatakan pada media pembelajaran
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untuk pembelajaran 3 mengalami peningkatan yaitu sebesar 6%. Selanjutnya pada
media pembelajaran 4 untuk validasi tahap 1 memeroleh nilai rata-rata sebesar 84%
dan pada validasi tahap 2 memeroleh hasil sebesar 92%. Hal ini dapat dikatakan pada
media pembelajaran untuk pembelajaran 4 mengalami peningkatan yaitu sebesar 8%.
Kemudian untuk media pembelajaran 5 pada validasi tahap 1 memeroleh nilai rata-
rata sebesar 83% dan pada validasi tahap 2 memeroleh hasil 92%. Hal ini dapat
dikatakan pada media pembelajaran untuk pembelajaran 5 mengalami peningkatan
juga yaitu sebesar 9%. Hal ini menunjukkan media pembelajaran berbasis TIK berupa

ganesha powerpoint layak untuk diterapkan pada proses pembelajaran. Implikasi penelitian ini
yaitu media yang dikembangkan powerpoint dapat digunakan oleh guru sehingga
dapat membantu siswa yang mengalami kesulitan dalam belajar.

ABSTRACT

The learning process was still not carried out effectively due to the lack of learning facilities. In addition, teachers only
use lecture methods in providing materials. This causes students to get tired of learning. This research aimed to
develop ICT-based learning media for grade IV elementary school students. This type of research was research
development using ADDIE procedure. Product trial subjects numbered six experts. The methods used in collecting
data were interviews, documentation and questionnaires. The instrument used in this study was a questionnaire with
a Likert scale. The data analysis techniques in this study were qualitative descriptive analysis and quantitative
descriptive analysis methods. The results of the study, namely learning media 3 in validation phase 1, obtained an
average score of 83% and in the validation of stage 2 obtained results of 89%. This can be said in the learning media
for learning three increased by 6%. Furthermore, in learning media 3 for the validation phase, 1 obtained an average
score of 84% and in validation stage 2 got 92%. This can be said in the learning media for learning 4 increased by 8%.
Then, for learning media 5 in validation phase 1, an average score of 83% and in the validation phase 2 obtained 92%.
This can be said that the learning media for learning 5 had also increased by 9%. This shows ICT-based learning
media in the form of powerpoints worthy of being applied to the learning process. This research implied that teachers
could use the media developed by PowerPoint to help students with learning difficulties.

1. INTRODUCTION

Science and technology are increasingly advanced in the modern era, both information
technology and communication technology (Booij et al., 2020; Tarighi &Saeed Shavvalpour, 2021). Thus, it
can have a great influence on various scopes of life, including the field of education (Hariadi et al., 2016;
Mulyanti et al,, 2020). The development of information and communication technology knowledge can
provide changes in learning systems (Hanik, 2020; Pakpahan &Fitriani, 2020). The rapid growth of
science and technology demands improved quality of education to create superior human resources
(Lase, 2019; Willya et al., 2019). Through education, one can develop his abilities, skills and potential. In
addition, education will also form a discipline, creative, independent, and responsible human being
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(Chairiyah, 2017; Sutrisno, 2016). In realizing quality human resources, it can be achieved by creating an
optimal learning process.

The current problem, the process of implementation of learning, has not run optimally. This is
due to the lack of learning facilities (Effendi et al., 2021; Saidah et al., 2014). In addition, teachers only use
lecture methods to quickly get bored in following the learning (Harahap et al., 2021; Ota et al.,, 2021).
Based on the results of interviews with grade IV teachers at SDN 115 Pekanbaru. The facilities at SDN 115
Pekanbaru are adequate, such as electric current, laptops, and others. This is possible to use ICT-based
learning media. However, grade IV teachers do not make good use of the means as a learning medium.
Teachers use the media images obtained from the internet following the materials taught in the teaching
process activities. So students do not understand the material delivered. This is to help the problem.
Teachers can use learning media in the form of Microsoft Powerpoint. However, grade IV teachers still
have difficulty developing Microsoft Powerpoint. Teachers' creativity in delivering lesson materials plays
an essential role in the success of the learning process. The learning outcomes of students in grade IV SDN
115 Pekanbaru in the last two years on the same theme still do not show satisfactory grades. This can be
seen from the percentage of students who achieved KKM only 58%. With the average score obtained by
students reached 68.

Based on these problems, one solution that can be done to help students in learning is by
developing learning media. Learning media becomes one of the essential parts that helps in the learning
process activities. Media is any form of message or information from the message's source to the recipient
of the message (Mulyati &Evendi, 2020; Yusnia, 2019). Learning media can be audio, visual, and
audiovisual (Shaik Alavudeen et al, 2021; Yuanta, 2017). This will make it easier for students to
understand the material they are learning using media. ICT-based learning media can be audiovisual
media by utilizing hearing or vision, often referred to as multimedia (Fitriani &Wangid, 2021; Meyer et al.,
2019). ICT-based media can also foster students' enthusiasm in the learning process activities to
positively impact students in understanding the material delivered by teachers (Azzam Alobaid, 2021;
Nookhonga &Wannapiroon, 2015). This can be said ict-based media or creative and innovative
multimedia, also quite efficient and effective in transferring materials to students. One of the ICT-based
media that can be applied in classroom learning activities is Powerpoint.

Previous research findings on Microsoft Powerpoint learning media may assist in delivering or
explaining materials audiovisually (Lohr et al, 2021; Salmiah et al., 2016). By utilizing Powerpoint,
learning will be more interesting because Microsoft Powerpoint can help combine all media elements of
text, sound, images, animation, and video (Leder et al.,, 2018; P.Le6n &Martinez, 2021). However, research
related to ICT-based learning media has not been an in-depth study in elementary schools. This research
aims to develop ICT-based learning media for grade IV elementary school students. It is hoped that this
media can help students learn so that learning objectives can be achieved well.

2. METHOD

This research used a development research design with ADDIE model in media development was
conducted in the third phase only, namely (1) Analysis, (2) Design (3) Development. This was due to the
COVID-19 pandemic situation. This research was conducted in grade IV SDN 115 Pekanbaru. The subject
of the study was validator experts to test the validity of the learning media products developed. Validators
consisted of 6 validators, namely 2 media experts, 2 thematic material experts and 2 linguists. Data
collection methods using interviews, questionnaires and documentation. Technical analysis of data used
in research using qualitative and quantitative data. Qualitative data in the form of comments from
validators. The data was analyzed to improve and know the feasibility of the product produced.
Quantitative data in this study was obtained from scores from validator assessments

3. RESULT AND DISCUSSION

Result

The product resulting from this development research was in the form of Powerpointmedia. This
product was designed to be used as an alternative media that teachers can use in teaching-learning the
theme of 7 sub-themes 1 in learning 3,4, and 5 for grade IV elementary school students. The
implementation of this research used the stages of ADDIE development model. But in its implementation
only reached the third stage, namely the Development stage. The development of ICT-based learning
media is carried out in several stages as follows. The analysis phase was the first stage in this study. In this
stage, several analyses were done, namely needs analysis and curriculum analysis. In the needs analysis,
two things were analyzed, namely the needs of teachers and students. While curriculum analysis, several
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things were analyzed, namely analysis of core competencies, basic competencies, indicators, and materials
developed. Based on an interview with one of the grade 4 students at SDN 115 Pekanbaru, students
prefered interesting learning media such as many pictures of illustration or real, exciting videos, and brief
and clear material explanations.

Furthermore, the teacher's analysis aimed to find out what kind of media-related information the
teacher expects. Based on interviews with grade IV SDN 115 Pekanbaru teachers in the learning process,
students were more interested in using engaging learning media. The media that students want, such as
media, contains interesting animated images, interesting videos, and quizzes to better understand the
materials taught. Thus students need concreted press in the form of Powerpoint media that will foster
students' learning motivation and facilitate students in understanding materials taught. Curriculum
analysis was carried out to determine the curriculum applied in elementary schools, namely the 2013
curriculum. In this curriculum analysis, several things will be analyzed, namely analysis of core
competencies and basic competencies and material analysis. In this analysis, i.e. analyzing the core
competencies and essential competencies in the theme of 7 "ethnic and religious diversity in my country”
sub-theme 1 "ethnic and religious diversity in my country". This analysis will be the basis of the material
in the development of Powerpoint media. The KI and KD in grade IV elementary school theme The Beauty
of Diversity in My Country sub-theme The Beauty of Cultural Diversity of My Country.

Hold design, at this stage, do the design of the product according to the needs. The initial design
was to collect learning materials that want to be developed, such as determining the theme, basic
competencies, learning objectives and selection of teaching meters sourced from the thematic books of
students of theme 7"The Beauty of Diversity in My Country". Then search for some templates, images and
videos from the internet as well as from Youtube. As well as modifying the template according to the
characteristics of students the same age as elementary school children. In the evaluation section of this
learning is an interactive quiz. Inside there is a front page and a collection of multiple-choice questions
totalling 5 questions. The front page consists of the theme identity, sub-theme, start icon and exit icon.
Then if you click the start icon will appear in the form of questions related to learning materials 3, 4, and 5.
While if the icon clicks out, it will return to the original slide. Next, answering the questions with the
correct answer option will appear an animated image that shows the right and vice versa if the wrong
answer will appear a vibrant image showing the bad. If the answer was correct, then click next to continue
the next question.

Development Stage: At this stage, do the manufacture of products designed and conduct
validation tests and product revisions. This validity test aimed to assess the validity level of the learning
media that has been developed. After the first validation process was completed, it will be continued with
revisions. The validation process was said to be completed until the ICT-based learning media developed
is valid so that it was worth using. The validity test process will be accompanied by revisions that improve
ICT-based learning media following the validators' assessment, suggestions, and comments. The results of
the analysis of product validity scores from experts were presented in Table 1.

Table 1. Result of Learning Media Validity

Learning Process Validity Percentage (%)

Step 1 Step 2
Learning Process 3 83% 89%
Learning Process 4 84% 92%
Learning Process 5 83% 92%

Hasil recapitulation of validity by six validators from three aspects, namely media, materials, and
language to PowerPoint learning media products for learning media 3 in validation phase 1 obtained an
average score of 83% and validation stage 2 obtained results 89%. This can be said in the learning media
for learning three increased by 6%. Furthermore, in learning media 3 for the validation phase, 1 obtained
an average score of 84%, and in the validation phase 2 got a result of 92%. This can be said in the learning
media for learning 4 increased by 8%. Then for learning media 5, in validation phase 1 obtained an
average score of 83%, and in validation stage 2 got 92%. This can be said in the learning media for
learning 5 has also increased by 9%. This shows ICT-based learning media in the form of powerpoints
worthy of being applied to the learning process. Based on the results of inputs provided by experts,
product revisions are made to improve the products developed to be more qualified. The results of the
revisions that presented in Figure 1.
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Table 2. Feedback and Advice from Experts

No Video Test Subjects Feedback and Advice
1. Media Expert Test 1. there are slides 9 and 14. There were some less apparent
images/blur
2. slide that still moves automatically change to transition "by
click" so that the listener/audience does not panic
3. This media, in general, is good. It just needs finishing in terms
of slides
4. On the quiz slide, there is no next button after answering the
ABCD question.

2. Learning Material Expert 1. Itisrecommended todouble-check the references to the
Test material developed and should include the references
2. We recommend that you include references to your videos
and images so that they don't appear copyrighted or
copyrighted

3  Language Expert Test 1. Greetings such as brothers should be replaced with the word
Ananda
2. Sentence writing there are still some that are not appropriate
3. Spelling writing is still not precisely as provoked as it should
be in the Province
4. Write an incorrect command sentence and give an
exclamation point at the end of the sentence
4. Individual Test 1. Video quality is good
2. Video learning is good and needs to be maximized again

Figure 1. Revised ICT-Based Learning Media Results

Discussion

Based on the results of ICT-based learning, media analysis got an excellent qualification, so it was
feasible to apply it in the learning process. ICT-based learning media could be involved in the learning
process due to several factors, namely the following. First, ICT-based learning media applied in the
learning process can attract students in learning. This learning medium can lure students into creating
their concept maps of the material being taught. Interesting learning media can also increase students'
morale and motivation in learning (Aka, 2017; Wang et al., 2021). In addition, the development of ICT-
based learning media also presents interesting images for students. Following previous research findings,
this is that interesting images will attract and motivate students in learning (Indahini et al.,, 2018; Naharir
etal, 2019).

Both aspects of the material, ICT-based learning media developed is Powerpoint. In developing
this media following basic competencies, the learning objectives in Powerpoint, materials (text, images,
videos) were following the needs and characteristics of students. In addition, the design of interesting
media may match the characteristics of students by using interesting images that can attract students'
attention and follow the material taught and equipped with video according to the material, interesting
background. Then the use of transitions and Animation in making Powerpoint was also needed for the
media to be made to look attractive. Through this medium, students can understand abstract material.
Elementary school children's thinking was called concrete operational thinking. The meaning of concrete

Reza Marfiana / ICT-Based Learning Media in the Form of Powerpoint for Grade IV Elementary School Students



International Journal of Elementary Education, Vol. 5, No. 3, 2021, pp. 350-356 354

operations referred to by Piaget is a condition in which children can already function their minds to think
logically of something concrete or real (Isdayanti, 2020; Kristiana, 2020).

Previous research findings also state that ICT-based learning media can help students with
learning difficulties (Arrosagaray et al,, 2019; Kuswanto et al,, 2017; Nookhonga &Wannapiroon, 2015).
Other research findings also state that ICT-based learning media can increase students' learning interest
(Leder et al.,, 2018; P.Le6n &Martinez, 2021). The advantages of ICT-based learning media are that this
media is easier to see the overall picture related to the material, helping the brain organize, remember,
compare and make relationships, facilitate the addition of new information, and reassessment can be done
faster. However, this study has limitations that are only carried out at the stage of development. The
implementation stage is not implemented because of the Covid-19 pandemic situation. This research
implies that teachers can use the media to help students who have difficulties in learning. In addition,
learning media can also be a student self-learning facility.

4. CONCLUSION

ICT-based learning media get an excellent category. ICT-based learning was feasible in the
learning process. ICT-based knowledge can be used by students who have difficulty learning to impact
improving student learning outcomes. Further research was recommended to continue ICT-based
learning media at the implementation stage.
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