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ABSTRACT

The lack of availability of innovative learning media that is able to help describe the material effectively has an impact
on the low motivation to learn and students' understanding of the material. Innovative learning media are needed that
can improve the quality of learning and create a more meaningful learning process for students. The purpose of this
research is to design a media development process, to develop media that has been tested for validity, and to find out
the responses of teachers and students to the animation video based on Powtoon learning media. This research is
development research. The development model used is the ADDIE model. The data collection method used is a
questionnaire/questionnaire method to collect data from the results of reviews from test experts, teacher trials, and
students. The subjects of this research are 2 material experts, 2 media experts, and 2 practitioners. The object of this
research is the validity of the animation video based on Powtoon. The data analysis technique used in this research is
the descriptive qualitative analysis and descriptive quantitative analysis. The results showed that the quality of the
media was in the very valid category with a score of 4.68, this indicates that the developed media is suitable for use in
the good category, so it is worthy of being used as a reference to overcome the problem of lack of innovative media. The
developed media deserves to be used in a good category. So that the animation video learning media based on Powtoon
on the topic of animal life cycles in class IV deserves to be used as a reference in overcoming the problem of lack of
innovative media. The implication of this research is the existence of an animation video based on Powtoon on the topic
of animal life cycles in grade IV Elementary School with "very valid" quality and can be used in the learning process on
science content.

1. INTRODUCTION

Media is an intermediary tool used to communicate. Media is also something that is used to
stimulate thoughts, abilities, and skills that can encourage the learning process (Irmansyah et al., 2020;
Sulfemi & Mayasari, 2019). Media are teaching aids that can be used to communicate in the ongoing learning
process (Paranna & Airlanda, 2020; Setiyani et al., 2020). In learning activities, the media serves to aim at
instruction where the information contained in the media mustinvolve students in the form of real activities
so that the learning process can occur (Herayanti et al.,, 2017; MS et al., 2017). In addition, learning media
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includes all the resources needed to communicate with learners (Angraini, 2017 : Pramita et al., 2019).
Learning media are everything that can be used to channel messages (learning materials) so that they can
stimulate the attention, interests, thoughts, and feelings of students (students) in learning activities to
achieve certain learning goals (Herayanti et al, 2017 : Sundari, 2019). From the statement above, it is
concluded that the media is a means to convey information to the recipients of the information. While
learning media are tools and materials used to channel messages so that they can attract students' attention
during the learning process. The existence of innovative learning media will increase student motivation in
following the learning process. Media can be said to be innovative when the use of media is able to involve
many of the students' senses (Wati & Widiansyah, 2020; Wulandari et al.,, 2020). In addition, good learning
media to support the learning process must adapt to the applicable curriculum materials, make or choose
media by considering prices that are not too expensive, and have ease of use (Adi & Widodo, 2018; Atmojo
et al, 2020). Thus, the teacher as an educator is expected to be able to provide learning media in every
lesson, so that the learning process carried out can provide meaning for students, considering that the media
has a very vital function in learning.

But in reality, the learning carried out in schools still applies teacher-centered learning and is still
based on teacher and student books and has not used learning media and the lack of learning models in the
learning process (Mustaqim, 2017; Rahayu et al., 2020). In the learning process, the teacher also has not
used learning media and learning methods so that students cannot see real examples of the material
described (Arshad et al., 2021; Herliandry et al., 2020). Teachers only still use the lecture method and there
is no interaction between students to teachers and students to students. There are still some students who
are sleepy and lack focus on the ongoing learning process due to the lack of student creativity in the learning
process (Jampel et al., 2018; Laksono et al,, 2020). Especially the science content is still not equipped with
new innovations that can make students improve their ability to think scientifically. Science is learning that
contains components of scientific products, methods, and scientific attitudes (Narut & Supradi, 2019;
Septyarini et al.,, 2021). Based on the results of interviews and observations made to class IV teachers of
Cluster IV Bangli District for the 2020/2021 academic year, it was found that students' science knowledge
competence was still low. This is supported by the results of distributing questionnaires for 2 days, namely
December 3 and 4, 2020 which were given directly to fourth-grade elementary school teachers in Cluster
IV, Bangli District, that 66.7% of teachers stated that the scope of available science textbooks was limited.
83% of teachers did not use media. learning when teaching science, 16.7% of teachers stated that the
appearance of science teaching material books was less attractive, 50% of teachers stated that they did not
make learning media when teaching, 66.7% of teachers stated that the learning media available in schools
was limited. If this continues, students' interest in learning about learning materials, especially in science
learning content will decrease and will affect student learning outcomes in the learning process.

Seeing the discrepancy between ideal conditions and conditions in the field, a solution or solution
to the problem is needed. One solution that can be done to overcome these problems is to develop an
innovative and interesting learning media that is in accordance with the current state of learning, namely
developing innovative and creative learning media that can stimulate students' interest in learning. This is
supported by the results of a questionnaire that was shown to the homeroom teacher of class IV SD in
Cluster IV Bangli District where 100% of teachers stated that science material needed to be developed or
packaged into animated video based on Powtoon, 100% of teachers also stated that the use of learning
media made students more comfortable. passion for learning. One of the media that can be used by teachers
to assist the teaching and learning process is learning video media. The learning videos used by the teacher
must be adjusted to the abilities and characteristics so that the learning videos can help students
understand the learning material. One of the audio-visual media that can attract students' interest in
learning is that which is developed into a learning video using the powtoon application. This is supported
by several relevant research results including research that says the powtoon application presents learning
in the form of audio-visual which will make learning more interesting for students and learning will be more
fun because students no longer study with books that look less attractive through many features. -the
features it has, such as animations, transition effects that are more lively and more interesting to use (Arif
& Muthoharoh, 2021).

With the features in the media, students will be more enthusiastic in learning activities because
students are more interested in learning media in which there are animated images, transitions, and even
not only observing but also listening to the sounds contained in the media (Muskania et al., 2019). Using
learning video media using the Powtoon application can optimize learning activities (Febriana &
Wahyuningsih, 2019; Novita etal., 2019). Audio-visual learning media powtoon about self-concept in group
guidance for students in elementary schools can effectively be used for classroom learning methods
(Fitriyani, 2019; Kartowagiran et al,, 2019). Interactive video learning media in science subjects for
ecosystem component materials can improve students' understanding of the material. The research stated
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that through the process of making powtoon media, students' creative thinking skills from five aspects,
namely fluency, flexibility, originality, elaboration, and evaluation. Based on the results of the analysis in
the form of questionnaires and observation sheets, it was obtained that students were able to grow creative
thinking skills (Laksono et al., 2020; Manurung, 2020). The learning outcomes of fifth-grade students in
science learning using powtoon media are effectively used in improving student learning outcomes in
science learning on earth's structure material (Maulana & Suwandi, 2019; Sutiarso et al., 2017). The
PowToon learning media developed is practical and has a potential effect in increasing understanding of
lecture material (Nurdiansyah et al, 2018; Sangsawang, 2020). Powtoon-based learning media is
interesting and motivates students to learn (Hashim et al.,, 2020; Sukmanasa et al., 2020). Students really
understand the material and are very interested in learning science so that it is effectively used in the
learning process with animation video based on powtoon (Mayub et al., 2020; Wulandari et al., 2020).
However, from some of the media developed, there are several things that are considered not optimal,
ranging from the absence of voice dubbing to unattractive image animations (Hamidah et al.,, 2020; Mayub
etal., 2020).

Therefore, it is necessary to do further development to optimize the aspects that are deemed not
optimal based on previous research. In this development, the powtoon-based learning video media is
enhanced by adding voice dubbing so that the material delivered is clearer and the understanding of the
material obtained by students is the same as each other. The use of animation in video learning media based
on the Powtoon application on the media developed this time will be more diverse so that students are more
interested in participating in the learning process. The material that will be used in the development of
learning video media based on the Powtoon application is material for the fourth-grade students of the
animal life cycle. The purpose of this research is to design the validity of the Powtoon application-based
learning video media that can be developed on the life cycle material of class IV animals. The product
developed in this development will produce learning video media based on the Powtoon application which
is different from the previous development because it is equipped with audio dubbing in presenting the
material in order to provide a perception between one student and another. In addition, the use of
animation in the media developed this time will be more interesting than the media developed previously
so that students become more interested in participating in the learning process.

2. METHOD

The type of research used in this research is research and development-oriented to a product. The
product developed is Powtoon-Based Animated Video Learning Media on Science Content for Class VI
Animal Life Cycle Materials. The development research model used is the ADDIE development model
(Analyze, Design, Development, Implementation, Evaluation). This model is used because this model has a
systematic structure (Bakhri, 2019; Sutiarso et al., 2017). However, in this study the implementation and
evaluation stages were not carried out due to the Covid-19 pandemic conditions. This research was
conducted in an elementary school in Cluster 1V, Bangli District. The data collection method used is a
questionnaire/questionnaire method to collect data from the results of reviews from test experts, teacher
trials and students. The subjects of this study consisted of 2 media experts, 2 learning material experts, and
2 practitioner experts. The data analysis technique used in this research is descriptive qualitative analysis
and descriptive quantitative analysis. The data generated through qualitative descriptive analysis is in the
form of descriptive data or words, and the data generated through quantitative descriptive analysis is the
level of validity of the media itself. The data collection technique used in this development research was a
questionnaire, namely material expert questionnaire, media expert questionnaire, practitioner
questionnaire, and students response questionnaire. Data analysis in this study used quantitative
descriptive data analysis techniques, which consisted of mean analysis to find product validity. The validity
criteria are determined based on the average validity score of the expert assessment results, then adjusted
according to the assessment criteria. Then the scores that have been obtained are calculated on average to
determine the validity of the learning video media using the mean formula. The product validity criteria can
be seen in Table 1.

Table 1. Powtoon-based Animation Video Media Validation Assessment Criteria

Category Score Interval
Very Valid 4,21 <Va<5,00
Valid 3,41 <Va<4,20
Enough 2,61 <Va<3,40
Not enough 1,81 <Va<2,60
Bad 1,0 <Va<1,80
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3. RESULT AND DISCUSSION

Result

This research uses the ADDIE research model which consists of 5 stages, but the implementation
and evaluation stages were not carried out because the world situation was in the COVID-19 pandemic. The
analyze stage consists of 4 stages, namely needs analysis, the results of the needs analysis of learning video
media include the availability of material in student textbooks, types of learning media that are often used
in the learning process, the availability of learning media in schools, the percentage of needs for developing
innovative learning media, curriculum analysis, the results of curriculum analysis obtained Basic
Competence (KD) and learning achievement indicators used as a reference for discussion of material in the
developed teaching materials, analysis of student characteristics, the results of this analysis will be the basis
for knowing the characteristics of students so that later the development design will be carried out
according to with the characteristics of students, media analysis, the results of this analysis are aspects that
will be used in developing learning video media, including material aspects, language aspects, presentation
aspects, format aspects, visual aspects, sound aspects, effective aspects, and practical aspects. KD and
indicators that have been successfully analyzed can be seen in Table 2.

Table 2. Analyze Results of Basic Competencies and Indicators

No. Basic competencies (KD) Indicators
1. Comparing the life cycles of several types of 1.2.1. Explain the life cycle of several types of
living things and linking them with animals.
conservation efforts. 1.2.2. Comparing the life cycles of several types
of animals.

The second stage is the design stage, at this stage, it has been able to produce a prototype design
from the Powtoon application-based learning video media. The design stage begins with data collection
(materials) is carried out by summarizing the material contained in the science content of the topic of the
animal life cycle for grade IV Elementary School, then collecting the background and pictures related to the
material. Next, create a scenario from a powtoon-based animated video in the Storyboard application. The
last stage at the design stage is finishing, the activity at the finishing stage is to determine the
template/background used to match the writing that will be used in the discussion of the material. This
stage focuses on producing designs or concepts in media development, the next media creation is carried
out at the development stage. The successfully developed design can be seen in Figure 1.

MEDIA PEMBELA JARAN
BERBASIS PAWTOON

UNDixsuh

Presented:

(-0~V
9 Ni Kadek Rika Barbara

‘ Pendidikan Guru Sekolah Dasar
% S sowToon

Figure 1. Media Preliminary Design

The last stage is the development stage, at this stage the materials and images that have been
designed are then developed, arranged, and combined into one according to a predetermined design so that
they become teaching materials for Powtoon-based animated video learning media that are ready to be
used in the learning process. In the process, there are several suggestions submitted by experts, including:
(1) the second indicator please adjust it so that it is equal to or higher than the Basic Competence, the
learning objectives are adjusted, the dragonfly image can be replaced with a more real/real image,
references can be added, the text and background are contrasted more so that the text is clearer before the
question add a summary of the material, the name of the supervisor is included at the beginning of the video,
(2) the numbering writing is neat from the beginning to the end of the video, the learning objectives use the
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ABCD format, the language during the life cycle with metamorphosis there are two parts instead of several
parts replace in the audio, the opening title is revised, the text must be consistent in size, type and left-
aligned, the background is different from evaluation and material, PNG images and adapted to the presenter,
the speed of the text with the narration. The images of learning video media that have been successfully
developed can be seen in Figure 2.

Siklus Hidup Hewan

Tahap perubahan yang di alami
makhluk hidup selama

hidupnya.

Figure 2. Learning Video Media

Metamorfosis merupakan

i tahapan perubahan bentuk yang
dialami hewan sejak menetas
hingga menjadi hewan dewasa

Based on the predicate obtained, the developed media has been tested for validity and is suitable
to be used as learning media. Research on the development of animation video learning media based on
Powtoon on the topic of animal life cycles is suitable for use for fourth-grade elementary school students
because elementary school students are in the concrete operational stage. The concrete operational stage
of children can be grouped into concrete thinking, meaning that they can understand if they are assisted by
media images or other concrete objects (Bujuri, 2018). The data from the media validity test were then
analyzed to determine the validity of the developed media. Data analysis was carried out by calculating the
average score obtained from the assessment sheet by experts, practitioners, and students. The data is then
converted to determine the category of media assessment developed. The results of the media assessment
are listed in Table 3.

Table 3. Assessment Category of each Respondent

No. Respondent Score Rating Category

1. Material Expert 4,7 Very Valid

2. Media Expert 4,7 Very Valid

3. Practitioner Response 4,78 Very Valid

4. Student Response 4,53 Very Valid
Overall Result 4,68 Very Valid

Based on the validity test, the validity results obtained from material experts, media experts,
practitioner responses, and student responses get an overall result of 4.68. Based on table 4.6 the average
results of the overall media developed have a Very Valid assessment category. This condition identifies that
the animation video learning media based on the topic of animal life cycles is very valid.

Discussion

Powtoon-based animated video learning media that was developed aims to facilitate students and
teachers in the learning process so that the material learned can be easier to understand. Powtoon-based
animated video media on the topic of animal life cycles developed based on the ADDIE model. This model
was chosen because it has clear and systematic stages of learning development. The stages of the ADDIE
model are the analyze stage, the design stage, the development stage, the implementation stage, the
evaluation stage, but the implementation stage and the evaluation stage were not carried out due to time,
financial, and resource limitations. The first stage in this study, namely the analyze stage, was carried out
by analyzing needs, curriculum analysis, analyzing student characteristics, and analyzing good media
(Hartini et al., 2018; Mulyanti et al., 2020). Based on the results of the analysis, the animation video learning
media based on Powtoon needs to be developed and is suitable to be developed on the topic of the life cycle
of fourth-grade elementary school animals. After carrying out the analyze stage, the next stage is the design
stage. This stage has the aim of designing the media that will be made according to the results of the analysis
that has been done previously (Laksono et al., 2020; Setiyani et al., 2020). At the design stage, the thing that
must be done is to make a design (storyboard) and design a learning video component using the Powtoon
Application. The development stage is carried out with media development. The media is developed
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according to the design that has been made (Mithen et al., 2021). After the media has been developed, it is
then assessed by 4 lecturers, 2 teachers, and 18 students by providing a media assessment sheet.

This development research resulted in a product in the form of animation video learning media
based on Powtoon on the topic of animal life cycles for grade IV SD. The design for making videos is making
a design (storyboard) and designing learning video components using the Powtoon Application (Marlina et
al,, 2017; Rusydiyah et al., 2021). After designing the storyboard, proceed with making a video using the
powtoon application. In the early stages of the video, there is the title of the learning media, the Undiksha
logo and student identity, the name of the supervising lecturer, delivering learning materials. Followed by
conveying basic competencies, indicators of material achievement, and learning objectives. In the material
part of the animal life cycle, the understanding of the animal life cycle and the parts of the animal life cycle
is shown. In the metamorphosis material section, the understanding of metamorphosis and the animal life
cycle is presented without going through a metamorphosis. In the material for the life cycle of animals with
metamorphosis, material for the life cycle of animals with metamorphosis is displayed, which includes
complete metamorphosis and imperfect metamorphosis. In the sample material for animals with perfect
metamorphosis, examples of animals with complete metamorphosis and examples of metamorphosis in
butterflies are shown. In the material section on examples of animals with incomplete metamorphosis,
examples of animals with incomplete metamorphosis and examples of animals with incomplete
metamorphosis are shown in grasshoppers. In the closing section, a summary of the material presented and
evaluation is given.

The results of the development of Powtoon-based learning media products that have been
developed have been tested for validity and are in the very predicate as a learning media. The results
obtained are in line with research which states that students will be more enthusiastic in learning activities
because students are more interested in learning media in which there are animated images, transitions,
and even not only observing but also listening to the sounds contained in the media (Muskania et al., 2019).
Using learning video media using the Powtoon application can optimize learning activities (Febriana &
Wahyuningsih, 2019; Novita et al., 2019). Audio-visual learning media powtoon about self-concept in group
guidance for students in elementary schools can effectively be used for classroom learning methods
(Fitriyani, 2019; Kartowagiran et al., 2019). Interactive video learning media in science subjects for
ecosystem component materials can improve students' understanding of the material. The research stated
that through the process of making powtoon media, students' creative thinking skills from five aspects,
namely fluency, flexibility, originality, elaboration, and evaluation. Based on the results of the analysis in
the form of questionnaires and observation sheets, it was obtained that students were able to grow creative
thinking skills (Laksono et al., 2020; Manurung, 2020). The learning outcomes of fifth-grade students in
science learning using powtoon media are effectively used in improving student learning outcomes in
science learning on earth's structure material (Maulana & Suwandi, 2019; Sutiarso et al., 2017). The
PowToon learning media developed is practical and has a potential effect in increasing understanding of
lecture material (Nurdiansyah et al, 2018; Sangsawang, 2020). Powtoon-based learning media is
interesting and motivates students to learn (Hashim et al., 2020; Sukmanasa et al., 2020). Students really
understand the material and are very interested in learning science so that it is effectively used in the
learning process with animation video based on powtoon (Mayub et al., 2020; Wulandari et al., 2020). When
compared with previous research, this time's media development is considered capable of perfecting
aspects that were weaknesses in previous developments, because in this development, Powtoon-based
learning video media was enhanced by adding voice dubbing so that the material delivered was clearer and
understanding of the material. obtained by students become the same as each other. The use of animation
in video learning media based on the Powtoon application on the media developed this time will be more
diverse so that students are more interested in participating in the learning process.

This research implies that the developed product can be used as a reference in the learning process,
especially on animal life cycle material because the developed media has been assessed as feasible and able
to increase student motivation in participating in the learning process. It is hoped that the problems
regarding the lack of innovative media and the low motivation of students in participating in the learning
process can be resolved. Theoretically, this research can make a positive contribution to the world of
education, especially in the use of learning media in the form of video-based learning that can improve the
learning process in the classroom. In practice, this research is expected to provide innovative and varied
learning solutions to create fun learning. However, the research also has some limitations in its
implementation and development, namely the development of powtoon-based animated video media is
limited to the science content of animal life cycle topics for fourth-grade elementary school students,
powtoon-based animated video media was developed based on an analysis of the needs of teachers and
fourth-grade elementary school students so that the media developed limited to field conditions, and
limited time, energy, resources, and costs that caused the implementation and evaluation stages of the
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ADDIE model used in the development of animation video media based on powtoon could not be carried
out. Suggestions for other researchers, this research is used as a reference in developing similar media on
different topics and other researchers can also continue this research at the implementation stage through
the experimental stage.

4. CONCLUSION

Based on the results of the validity test that has been carried out, it can be concluded that the media
developed is suitable for use with good categories. So that the animation video learning media based on
Powtoon on the topic of animal life cycles in class IV deserves to be used as a reference in overcoming the
problem of lack of innovative media which has an impact on the low motivation of students to participate
in the learning process. Suggestions for other researchers, this research is used as a reference in developing
similar media on different topics and other researchers can also continue this research at the
implementation stage through the experimental stage.
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