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A B S T R A K 

Penelitian ini dilatarbelakangi oleh kurangnya pemahaman siswa pada materi yang 
diberikan guru secara daring, kebosanan siswa dengan pembelajaran yang monoton 
menggunakan handphone, pemberian materi dan tugas melalui buku siswa, dan 
penggunaan media yang masih sederhana dan kurang menarik. Penelitian ini 
bertujuan untuk mengembangkan media fun thinkers berbasis soal fill the blank untuk 
siswa SD kelas 1 pada tema 3 kegiatanku. Pengembangan media dalam penelitian ini 
berpedoman pada prosedur model ADDIE yang terdiri atas beberapa tahapan, yaitu 
analisis (Analyze), perencanaan (Design), pengembangan (Development), 
implementasi (Implementation), dan evaluasi (Evaluation). Subjek uji coba penelitian 
ini terdiri atas 2 orang ahli materi soal, 2 orang ahli media, 2 orang respon praktisi, 
dan 10 orang respon siswa (kelompok kecil). Data yang dikumpulkan dalam penelitian 
ini, yaitu data kualitaif dan data kuantitaif. Pengumpulan data dilakukan dengan 
menggunakan metode kuesioner dengan penyebaran instrumen rating scale. Hasil 
penelitian menunjukkan rata-rata skor validitas dan reliabilitas dari segi ahli materi 
soal sebesar 4,3 dengan kualifikasi sangat valid dan 93% dengan kualifikasi reliabel, 
dari segi ahli media sebesar 4,4 dengan kualifikasi sangat valid dan 92% dengn 
kualifikasi reliabel, dari segi respon praktisi sebesar 4,6 dengan kualifikasi sangat 
valid dan 96% dengan kualifikasi reliabel, dan dari segi respon siswa sebesar 4,8 
dengan kualifikasi sangat valid dan 97% dengn kualifikasi reliabel. Hal ini 
menunjukkan bahwa media fun thinkers berbasis soal fill the blank untuk siswa SD 
kelas 1 pada tema 3 kegiatanku dinyatakan layak untuk digunakan dalam 
pembelajaran. Implikasi penelitian ini diharapkan dapat membantu siswa selama 
pembelajaran daring. 

 A B S T R A C T 

Lack of student understanding of the material provided online by the teacher, students feel bored with monotonous 
learning using mobile phones, teachers provide materials and assignments through student books, the media used is 
still simple and less attractive. This study aims to develop media fun thinkers based on fill the blank questions for 
grade 1 elementary school students on theme 3 of my activities. Media development in this study is guided by the 
ADDIE model procedure which consists of several stages, namely analysis (Analyze), planning (Design), development 
(Development), implementation (Implementation), and evaluation (Evaluation). The trial subjects of this study 
consisted of 2 subject matter experts, 2 media experts, 2 practitioner responses, and 10 student responses (small 
groups). The data collected in this study, namely qualitative data and quantitative data. Data was collected using a 
questionnaire method with the distribution of rating scale instruments. The results showed that the average validity 
and reliability scores from the point of view of material experts were 4.3 with very valid qualifications and 93% with 
reliable qualifications, in terms of media experts it was 4.4 with very valid qualifications and 92% with reliable 
qualifications, from In terms of practitioner responses, it is 4.6 with very valid qualifications and 96% with reliable 
qualifications, and in terms of student responses it is 4.8 with very valid qualifications and 97% with reliable 
qualifications. This shows that the media fun thinkers based on fill the blank questions for elementary school students 
in grade 1 on theme 3 of my activities is declared suitable for use in learning. The implications of this research are 
expected to help students during online learning. 

 

1. INTRODUCTION 

 Corona virus has infected millions of people in more than 200 countries around the world and 
caused death. One of them is Indonesia (Ertem et al., 2021; Handayani et al., 2020; Nurkholis, 2020; Talevi 
et al., 2020). The government anticipates the spread of Covid-19 by issuing policies such as carrying out 
activities at home, social restrictions, physical distancing, wearing personal protective equipment such as 
masks, maintaining personal hygiene, working and studying from home (Franchi, 2020; Gollwitzer et al., 
2021; Mansyur, 2020; Susilo et al., 2020). During the Covid-19 pandemic, learning in schools was carried 
out online. Online learning is a learning system that is held online using internet (Harahap et al., 2021; 
Mauludy, 2020; Putria et al., 2020). During online learning, teachers have to ensure that teaching and 
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learning activities run appropriately, also ensure that students understand the subject matter provided 
even though learning is carried out online. Online learning is done by using supporting tools such as 
computers, laptops or mobile phones that connected to the internet (Putria et al., 2020). Teachers and 
students can do online learning by using Whatsapp, Zoom, Google Classroom or other applications 
(Siahaan, 2020; Syafari & Montessori, 2020; Yuliani & Saputri, 2021). Doing online learning means new 
innovations in learning activities need to be done by teachers to convey the material being taught to 
students (Anugrahana, 2020; Kristiawan et al., 2021). 

The problem that occurs in the field is that online learning has not been implemented properly 
(Asmuni, 2020; Ota et al., 2021). Students have difficulty in online learning (Dewi, 2020; Harahap et al., 
2021). In the online learning process, the teacher only uses the assignment method so that students have 
difficulty to understand the learning material (Herlina & Suherman, 2020; Rigianti, 2020; Siahaan, 2020). 
Monotonous learning makes students easily bored and causes lack of motivation (Lilawati, 2020; 
Mansyur, 2020; Pertiwi et al., 2019). These are due to changes in learning patterns from face-to-face-
learning to online learning so that teachers and students have not ready to perform effective learning. The 
same problem is also found in SD Gugus IX Buleleng when carrying out online learning activities, some of 
which are some students and parents who do not have mobile phone to support learning activities, bad 
internet connection, student lack of understanding on the material provided online by the teachers, 
students feel bored with monotonous learning via mobile phones, excessive use of textbook for subject 
explanation and assignment, the media used is too simple and less attractive. If these problems are 
ignored, they will give negative impacts on the student learning process. For this reason, learning media is 
needed to support student learning activities. If learning media is not used, students will find it difficult to 
understand the material to be taught. Learning media is also very useful to ease positive learning styles 
which will have good impacts on students' interest in learning. 

The solution that can be offered to overcome these problems is by developing learning media. In 
the learning process, media is very important in order to support learning process (Maqfiroh et al., 2020; 
Putri, 2017). One of the innovative media which attracts students' interest and intelligence is fun thinkers 
media. Fun thinkers media can attract students' interest and help students understand the subject, so as to 
improve student learning outcomes (Andriyani & Suniasih, 2021; Rezeki & Atikah, 2020; Soucy et al., 
2016; Taqiya et al., 2019). This will stimulate and increase student motivation in learning. Learning media 
is a graphic tool for receiving, processing, and rearranging visual or verbal information (Afifah, 2019; 
Tafonao, 2018; Zulfana et al., 2020). This media is a means of communication and interaction between 
teachers and students in learning. In addition, the media can also increase student enthusiasm in learning 
so that it has an impact on increasing student learning outcomes (Heo & Toomey, 2020; Khamparia & 
Pandey, 2017). One of the innovative media that can help students learn is fun thinkers media based on 
fill-the-blank-question. This media will help students learn with fun through interesting pictures (Rezeki 
& Atikah, 2020). This media also has the potential to help students in problem solving through the 
exercise given. 

The findings of previous research regarding fun thinkers media also state that fun thinkers media 
can increase students' enthusiasm for learning (Bakhri, 2019; Megawati, 2021; Rezeki & Atikah, 2020). 
Other research findings also state that concrete media can increase students' enthusiasm and learning 
outcomes (Arianti et al., 2019; Hadiyati & Wijayanti, 2017). Fill-the-blank-question style used are in 
accordance with the characteristics of elementary school students, making it easier for students to learn 
the material, besides that it can stimulate students to think critically. The weakness of previous research is 
that they do not give exercise to the media so that it is less challenging for students. In addition, there is no 
study on learning media for fun thinkers based on fill-the-blank-question that can help students 
understand learning material in theme 3 my activities. The advantage of the media that will be developed 
is that the addition of certain images that are in accordance with the subject matter to ease students to 
understand the subject matter. In addition, there are various fill-the-blank-question on fun thinkers media 
that can improve students' thinking skills in learning. The purpose of this research is to develop media for 
fun thinkers based on fill-the-blank-question that can help students understand thematic learning in grade 
I, theme 3 My Activity. It is hoped that this media can help students in learning so that it can improve 
student learning outcomes during online learning. 

 

2. METHOD 

 This type of research is learning media development research (research & development) in the 
form of fun thinkers media based on fill-the-blank-question for elementary school students in grade 1 on 
theme 3 my activities. This study uses the ADDIE research model (Analyze, Design, Development, 
Implementation, Evaluation). The selection of the ADDIE model is based on the consideration that the 
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model is easy to understand, and has a systematic stage and is based on the theoretical foundation of 
learning design. The research development design is presented in Figure 1.  

 

Figure 1. Research design with ADDIE Model 
 

The subjects in this study are 2 material experts, 2 media experts, 2 practitioners and 10 students. 
The techniques used in collecting data in this study are observation, and questionnaires. The data 
collection instrument used in this study is a rating scale instrument. The draft of data collection 
instruments to determine the validity of the developed learning media is presented in Table 1, 2, 3, and 4. 
 
Table 1. Grid of Expert Test Instruments for Question Materials 

No. Aspect Indicator Item 
Number 

Number of 
Items 

1. Language 
use 

Quality of language use 1, 2, 3, 4, 5, 
6, 7 

7 

2. 
 
 

Fill in the 
question 
 

Clarity and completeness of identity Curriculum 
13 media fun thinkers. 

8 1 

The relevance of the question material to basic 
competencies. 

9 1 

The relevance of the question material to the 
indicators. 

10 1 

The relevance of the question material to the 
level of student development. 

11 1 

The relevance of the question material to the 
charge of fill the blank. 

12, 13, 14 3 

Number of items 14 
 

Tabel 2. Media Expert Test Instrument Grid 

No. Aspect Indicator Item Number Number of 
Items 

1 
 
 
 

Media Design 
 

Media cover design. 1, 2, 3 3 
Image quality displayed. 4, 5 2 
The clarity of the displayed text. 6, 7, 8 3 
Media display. 9, 10 2 
Layout. 11, 12, 13, 14 4 

2 Language use Quality of language use. 15, 16, 17 3 
3 Ease of use Ease of use of media. 18, 19 2 

Clarity of media usage. 20 1 
Number of items 20 

 
Tabel 3. Expert Practitioner Test Instrument Grid 

No. Aspect Indicator Item Number Number of Items 
1 Media serving Media technical quality. 1, 2, 3, 4, 5 5 
2 Media quality Quality of content in the 

media. 
6,7,8,9,10 5 
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No. Aspect Indicator Item Number Number of Items 
Quality of questions based on 
fill the blank questions. 

11,12,13,14,15 5 

Instructional quality. 16, 17, 18, 19, 20 5 
Number of items 20 

 
Table 4. Students Responses Instrument Grid 

No. Aspect Indicator Item Number Number of Items 
1 Question material Retention of material. 1, 2, 3, 4, 5 5 
2 Media use Ease of using media in learning 6, 7, 8, 9, 10 5 

Number of items 10 
 

Content validity is a requirement of feasibility and quality in the instrument. Content validity is 
used to measure the validity level of the instrument draft of fun thinkers media that has compiled. The 
content validity test of the instrument is carried out through the assessment of experts (judges) or experts 
in their fields who have competence in the variables being studied. This validity test is carried out using 
the Gregory formula. After the instrument is declared valid, the instrument reliability test will be proceed. 
The validity test is done to determine the consistency of the instrument or in other words, to find the 
extent to which the measurement results remain consistent when it is used repeatedly. Based on the 
standard percentage agreement, the four instruments are in very good criteria. Data analysis methods and 
techniques used in this development research are qualitative descriptive statistical analysis techniques 
and quantitative descriptive statistics. Qualitative descriptive statistical analysis is used in processing the 
results of reviews, suggestions, inputs made by experts or judges on the developed learning media. 
Quantitative descriptive statistical analysis is used to process data in the form of scores obtained from 
giving assessment sheets for developed fun thinkers media instruments to material experts, learning 
media, teachers and students. In making decisions regarding media development, a reference scale of 1-5 
is used.  

 

3. RESULT AND DISCUSSION 

Result 
The development of fun thinkers media based on fill-the-blank-question in theme 3 my activities 

has been carried out using the ADDIE development model. Development begins at the analysis, design, 
development, implementation, and evaluation stages. The first step is analysis. At this stage, an analysis of 
needs, curriculum, media and an analysis of the student characteristics is done. The results of the needs 
analysis show that there is a need for learning media that can be used by teachers and students in learning 
activities during the covid-19 pandemic. The results of the curriculum analysis obtained by analyzing KI, 
KD, indicators of competency achievement, learning objectives, and learning materials contained in the 
textbook as a basis for compiling the developed learning media. The fun thinkers media that is developed 
focused on grade 1 elementary school students with the theme 3 of my activities in accordance with the 
curriculum 2013. The results of the analysis of student characteristics show that students at the 
elementary school level are still in the concrete operational stage. Where students still have a concrete 
level of thinking. The results of the media analysis are intended to be able to show that the criteria for a 
good media can be seen from the effectiveness, efficiency, communicative and fulfill several aspects of 
validity.  

The second stage is the design stage. The design stage is carried out by designing instruments and 
making media designs. The instruments designed that is used for media assessment are material expert 
validation instruments, media expert validation instruments, practitioner response instruments, and 
student response instruments. The four instruments have been carried out and show the results that the 
four media assessment instruments have high validity and very good reliability. It means that all of the 
items of the assessment instrument have met the media validity aspect. Other than compiling the 
instrument, the design is also made by using the Photoshop CS5 application. The media developed is made 
from A3 size paper consisting of 50 pages including the cover. The frame has a size of 18 x 19 cm and 4 x 4 
cm on a block tile box. The material used is glossy paper and acrylic-material frame. The media developed 
is designed with attractive colors and images according to the student characteristics and suitable for 
grade 1 elementary school students, theme 3 my activities.  
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Figure 1. Fun thinkers Media Design Based on Fill the blank questions 
 

  

Figure 2. Results of Fun thinkers Media Development Based on Fill the blank questions 
 

The third stage is the development stage, the media development stage is carried out according to 
the design made and the approval of the supervisor. The media developed consisted of book covers, user 
guide, Basic Competence (KD) indicators, table of contents, and exercises. After the developing stage, the 
prototype is tested using the validity-tested questionnaires. Based on the results of data analysis, the 
average validity score of the subject matter experts as a whole is 4.3 with very valid qualifications in 
accordance with the guidelines for the validity assessment criteria in Table 3.8. While the percentage of 
the results of the fun thinkers media reliability test conducted by subject matter experts obtained the 
results of 93%. This shows that the media developed is reliable. Then the average validity score in terms 
of media experts as a whole is 4.4 with very valid qualifications in accordance with the guidelines for the 
validity assessment criteria in Table 3.8. While the percentage of the results of the fun thinkers media 
reliability test conducted by media experts obtained the results of 92%. This shows that the media 
developed is reliable. Furthermore, the average validity score in terms of practitioner responses as a 
whole is obtained as 4.6 with very valid qualifications in accordance with the guidelines for the validity 
assessment criteria in Table 3.8. While the percentage of the results of the fun thinkers media reliability 
test conducted by the practitioners' responses, the results obtained are 96%. This shows that the media 
developed is reliable. Then the average validity score in terms of student responses as a whole is obtained 
4.8 with very valid qualifications in accordance with the guidelines for the validity assessment criteria in 
Table 3.8. While the percentage of the results of the media fun thinkers reliability test conducted by 
student responses, the results obtained are 97%. This shows that the media developed is reliable. Thus 
the fun thinkers media based on fill-the-blank-question for elementary school students in grade 1 on the 
theme 3 my activities developed is valid and reliable, so that the fun thinkers media can be used in the 
learning process. 
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Table 5. Feedback and Suggestions from Experts 

No. Trial Subject Feedback and Suggestions 
1. Subject Content Expert 

Test 
Given a number in each box about media fun thinkers. There are 
several colors in the answer key to the question that is upside 
down. There are some ambiguous questions (sentences have more 
than one meaning). The missing words need to be changed into an 
easier question form. 

3.  Learning Media Expert 
Test 

The color of the cover is made brighter, the font on the back cover 
of media media fun thinkers should not use times new roman, the 
font is adjusted to the contents inside, the instructions are too long 
and are equipped with colored supporting images for each clue. 

 
Based on the inputs provided by the experts, a product revision is carried out in order to improve 

the product developed to be on higher quality. The results of the revisions made are presented in Figure 3. 
 

   

Figure 3. Results of the Revision of Media Fun Thinkers Based on the Fill the blank question 
 
Discussion 

Based on the results of data analysis that has been done, the fun thinkers media based on fill-the-
blank-question in theme 3 of my activities gets very good qualifications, so it is feasible to be applied in 
the learning process. Fun thinkers media based on fill-the-blank-question in theme 3 my activity has to be 
developed because it can facilitate students to learn independently and have fun so that students can 
understand the learning material well. In addition, the existence of this learning media can also help 
teachers in delivering learning materials to students, especially in grade I on theme 3 my activities. This is 
in accordance with the needs analysis showing that there is a need for learning media that can be used by 
teachers and students in learning activities during the COVID-19 pandemic. Funn thinkers media based on 
fill-the-blank-question in theme 3 my activity gets very good qualifications and deserves to be applied 
considered by several factors, as follows. 

First, fun thinkers media based on fill-the-blank-question in theme 3 my activities get very good 
qualifications and deserves to be applied because it can help in learning and able to attract students' 
interest in learning. In addition, in terms of the presentation aspect, the material presented is very 
interesting, thereby increasing students' attention and understanding the material. Also, it can indirectly 
improve students' critical thinking. Learning media can present learning materials in an innovative and 
creative way so as to increase students' motivation and interest in learning (Campen et al., 2020).  In 
addition, from the aspect of accuracy, the clarity of the image has an impact on students. Learning media is 
purosed to link between information and students in order to stimulate students' thoughts, attention, and 
interests (Kucker, 2021; Maqfiroh et al., 2020). One of the factors that influence student learning 
outcomes is learning media. The benefits of using learning media are to clarify the material presentation 
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and present abstract material to be more concrete so that the learning process is more effective (Polvieng, 
2015; Rampai, 2013). 

Second, fun thinkers media based on fill-the-blank-question gets very good qualifications and 
deserves to be applied because it eases students to understand the subject matter. In the design aspect, 
the clarity of the image, the suitability of the color selection, and the use of concrete examples are very 
good, so that students find it easier to understand and answer the questions given. In addition, the 
material presented in this learning media is in accordance with the competencies and learning objectives 
and is in accordance with the characteristics of the first grade students. In addition, the learning material 
is presented and explained through images so that it becomes easier to be understood (Gunawan et al., 
2017; Muskania et al., 2019; Taqiya et al., 2019). The advantage of this fun thinkers media is can be used 
to improve students' thinking skills (Rezeki & Atikah, 2020). Learning media can help students if they 
have difficulty understanding the material. 

Third, fun thinkers media based on fill-the-blank-question gets very good qualifications and 
deserves to be applied because it can improve students' thinking skills. It increases student participation 
in learning caused by its efficiency and fun (Megawati, 2021; Rezeki & Atikah, 2020). In the fun thinkers 
media based on fill-the-blank-question that is developed contains stages of flow, namely from the cover, 
user guide, Basic Competence (KD) indicators, table of contents, and exercises. Children are more focused 
on following the learning process that involves media, teachers and media components such as pictures 
(Rose et al., 2016). Based on this, the media is developed by combining several components to produce 
learning media that can attract interest in learning and add to the learning experience for students. 

The findings of previous research regarding fun thinkers media also state that fun thinkers media 
can increase students' enthusiasm in learning (Bakhri, 2019; Megawati, 2021; Rezeki & Atikah, 2020). 
Learning media in the form of fun thinkers media can help students and attract students' interest in 
learning so that the learning objectives can be accomplished. The advantages of this fun thinkers media 
are having an attractive appearance according to the characteristics of elementary school students, 
besides that this media provides practice questions that are presented in the form of games so as to 
stimulate students' thinking skills. However, this fun thinkers media based on fill-the-blank-question only 
develops on one learning theme. In addition, this media was only developed to a small group test with a 
limited number. It is hoped that further research can develop this research at the implementation stage 
through the experimental stage. The existence of fun thinkers media based on fill-the-blank-question can 
be used in the thematic learning process, especially on theme 3 of my activities. With this media, it can 
facilitate students to more easily understand the material during online learning. 

 

4. CONCLUSION 

Learning media in the form of fun thinkers media based on fill-the-blank-question on theme 3 my 
activities is appropriate to be applied in the learning process because in order to help students 
understand thematic subject matter, especially in theme 3 my activities. In addition, it can help the teacher 
in delivering the material. It is hoped that this media can facilitate students and improve student learning 
outcomes so that learning activities can be carried out effectively, efficiently and learning objectives can 
be achieved. 
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