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Abstrak 

Belum dikembangkannya media pembelajaran interaktif dengan memanfaatkan media visual, sehingga siswa mengalami 

kesulitan pembelajaran yang bersifat abstrak. Siswa kurang memahami materi pada saat proses pembelajaran berlangsung. 

Tujuan penelitian ini yaitu mengembangkan media papan iklan pencernaan sapi dapat digunakan sebagai alternative media 

untuk membantu proses pembelajaran. Jenis penelitian ini adalah penelitian dan pengembangan (R&D) dengan model 

pengembangan yang digunakan yaitu model ADDIE. Responden dalam penelitian ini adalah 6 guru dan 58 siswa kelas V 

sekolah dasar. Penelitian ini melibatkan 3 orang ahli materi dan 3 orang ahli media pembelajaran. Teknik yang digunakan 

dalam mengumpulkan data yaitu wawancara, observasi, angket dan dokumentasi. Instrument yang digunakan yaitu 

kuesioner. Teknik analisis data yang digunakan adalah kuantitatif dan kualitatif. Hasil penelitian ini diperoleh berdasarkan 

hasil uji kevalidan dari penilaian validator ahli media dengan skor 99% (sangat baik), ahli materi pembelajaran 98% 

(sangat baik). Hasil uji kepraktisan diperoleh berdasarkan penilaian respon guru sebesar 94% (sangat baik) dan siswa 

sebesar 99% (sangat baik). Dapat disimpulkan bahwa media papan iklan pencernaan sapi valid dan praktis digunakan 

pada tema makanan sehat subtema bagaimana tubuh mengolah makanan untuk siswa kelas V sekolah dasar. 

Kata kunci: Media pembelajaran, PINSA, Sekolah Dasar 

 

Abstract 

Interactive learning media has not yet been developed by utilizing visual media to experience abstract learning difficulties. 

Students do not understand the material during the learning process. This study aims to develop a media billboard for cow 

digestion that can be used as an alternative media to help the learning process. This type of research is research and 

development (R&D), with the development model used being the ADDIE model. Respondents in this study were six 

teachers and 58 fifth-grade elementary school students. This study involved three material experts and three learning media 

experts. The techniques used in collecting data are interviews, observations, questionnaires, and documentation. The 

instrument used is a questionnaire. The data analysis technique used is quantitative and qualitative. The results of this study 

were obtained based on the validity test results from the assessment of the media expert validator with a score of 99% 

(excellent), learning material expert 98% (excellent). The results of the practicality test were obtained based on the teacher's 

response assessment of 94% (excellent) and 99% of students (excellent). It can be concluded that the beef digestive billboard 

media is valid and practical to use on the theme of healthy food, the sub-theme of how the body processes food for fifth-

grade elementary school students. 
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Introduction  

Indonesian education uses the 2013 curriculum (Suwana et al., 2013; Thoyyibah et 

al., 2019). The 2013 curriculum emphasizes the modern dimension in learning using a 

scientific approach, whose learning focuses more on observing, asking questions, reasoning, 

trying, and forming networks jejaring (Anif et al., 2020; Wulandari, 2020). In addition, the 

2013 curriculum concept considers students as learning centers (Student-centered) (Anif et 

al., 2020; Suyanto, 2018).  This curriculum emphasizes the meaningful learning experience 

of students to explore their own desired knowledge with various learning resources in the 

surrounding environment (Fahmy et al., 2015; Wiranto & Slameto, 2021). Conceptually, the 

2013 curriculum will bring significant changes. Thus, formal educational institutions such as 
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schools continue to improve their systems and structures (Maharani, 2015; Suyanto, 2018). 

These changes are made, of course, for better education. 

The learning process must be held interactively and fun to motivate students to 

participate actively (Backfisch et al., 2020; Lasagabaster, 2017). It causes the learning 

process to be supported by utilizing interesting learning resources and materials (Huang et al., 

2020; Kocaj et al., 2018; Mesters et al., 2017). One of them is by engaging media (Ardhaoui 

et al., 2021; Partovi & Razavi, 2019). The availability of learning resources by the 2013 

curriculum is crucial. The existence of learning resources such as learning media can help 

students achieve learning goals (Asrial et al., 2020; Guswara, 2020; Tse et al., 2019). 

Therefore, the creativity of teachers in the use of media must be improved. In preparing to 

learn, teachers are also required to prepare easy delivery of information or learning materials 

and learning media that can convey that information or material (Bal-Taştan et al., 2018; 

Brandmiller et al., 2020; Teng, 2019). 

According to the results of the analysis conducted by interviewing elementary schools 

with fifth-grade teachers at SD Negeri 02 Karanggondang, SD Negeri 01 Bondo, and SD 

Bopkri 03 Bondo, there are problems faced, namely the lack of learning media so that 

teachers in explaining the material still use conventional methods, namely lectures. The 

teacher finds it difficult to relate some material so that students more often record the 

material and then work on the questions, and the teacher does not yet have relevant media to 

support student understanding. Lack of varied media makes students' concentration on 

learning less (Layona et al., 2017; Priantini, 2020). As a result, students find it challenging to 

understand the material that has been delivered by the teacher (Satyawan, 2018; Zhang et al., 

2016). Students focus on the material on average for only 10-15 minutes. Students sometimes 

do things that are not by learning activities. For example, students are fantastic at talking to 

themselves with their classmates, drawing things that do not match the material, and even 

ignoring the teacher during learning. Therefore, the learning objectives are not optimal. One 

way that can be used to overcome these problems is to apply learning by using media as a 

tool to solve problems that are of interest to students (Kamelia, 2019; Megawati & Utami, 

2020; Shao & He, 2020). 

The results of the analysis of student needs through a questionnaire stated that the 

teacher had not used learning media on the theme of healthy food. According to students, 

using the media will help them understand the cow's digestive system material. Students tend 

to like concrete media because it is more interesting to look at, easy to recognize the original 

form, and helps clarify the material. So it can be concluded that learning media plays a role in 

helping students to get direct experience and encouraging student enthusiasm in the teaching 

and learning process ((Marino & Crocco, 2020; Mukuka et al., 2021; Sriani et al., 2015). It 

makes students quickly grasp the material and can find the correct answer according to the 

material that has been studied (Febliza & Okatariani, 2020; Jogezai et al., 2021; Sunismi, 

2015). The use of media is necessary to facilitate the absorption of material for students 

(Chen & Li, 2011; Kartika et al., 2019; Ristanti & Arianto, 2019). Learning media is an 

important part that must be considered for teachers. Media is a place for messages (Agung et 

al., 2017; Hamid et al., 2017). Media is also a tool that conveys or delivers learning messages 

(Rahayuningsih, 2020; Suryanda et al., 2019). So it can be concluded that good media is also 

needed to get good learning with the messages in the learning being conveyed to the 

maximum. 

The previous research findings stated that learning media could make it easier for 

students to understand learning materials (Abror et al., 2020; Lai & Tai, 2021; Ntobuo et al., 

2018). Other research findings also state that learning media can increase student enthusiasm 

in learning to improve student learning outcomes (Budiarto et al., 2020; Darmaji et al., 2019; 

Samsudin et al., 2019). It can be concluded that learning media can increase students' 
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learning motivation. There is no study on the development of learning media PINSA (Cow 

Digestion Advertising Board) on theme 3 Healthy Food. The advantage of this media is that 

the media to be developed contains examples of images that make it easier for students to 

understand the subject matter. The purpose of this study is to develop learning media PINSA 

(Cow Digestion Advertising Board) on the theme 3 Healthy Food. It is hoped that the PINSA 

learning media (Cow Digestion Advertising Board) can improve students' abilities. 

 

Methods  

This type of research uses research and development (R&D) methods. The research 

and development procedure uses the ADDIE development model (Analysis, Design, 

Development, Implementation, and Evaluation). The ADDIE procedure has several stages, 

which are presented in Figure 1. 

 

  

 

 

 

 

 

 

Figure 1. ADDIE Model Procedure (Agustien et al., 2018) 

 

Test requirements analysis of research and development can be seen from the expert 

validator assessment results that have been met. In this study, media expert validators and 

material expert validators are needed as assessors in media development. This study uses 

quantitative data analysis techniques and qualitative data analysis. Quantitative data in this 

study were in the form of assessment scores of media experts, material experts, teacher, and 

student responses. At the same time, the qualitative data in this study are suggestions for 

improvement and comments from material experts and media experts. The data was obtained 

by filling out a questionnaire, then the data collected was analyzed using a score calculation 

based on the data obtained. Decision-making is needed as an indicator of success through the 

validation of media experts and material experts. For the media expert test and the material 

expert test. Each result per item is said to be valid if the results lie in the range of 81%-100% 

with the criteria of "very good." The range of 61%-80% with the criteria of "good" or in the 

range of 41%-60% with "enough" criteria.  

 

Results and Discussion  

Results 

Based on its development, the beef digestive fish board media was developed using 

the ADDIE procedure, namely analysis, design, development, implementation, and 

evaluation. In knowing the validity of the media, the media will be validated by media expert 

validators and material experts, while finding out the practicality of the media can be 

obtained through the results of the teacher and student questionnaire responses. The validity 

Analysis 

Evaluation Design 

Development 

Implementation 
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of the media can be seen from the results of the percentage validation of media experts and 

material experts. The results of the validation can be seen below. 

From the results of the first stage of the media expert validation assessment carried 

out by the media expert validator, the average percentage of product assessment can be seen. 

Based on the results of data analysis, the average percentage of the first stage of media expert 

assessment is 82%, so that the beef digestive billboard media is included in the "Very Good" 

criteria. Product rating percentage. Based on the results of data analysis, the average 

percentage of the first stage material expert assessment is 81%, so the media material for the 

digestive beef billboard is included in the "Very Good" criteria. 

From the results of the second stage of the media expert validation assessment carried 

out by the media expert validator, the average percentage of product evaluation can be seen. 

The results of data analysis showed that the average percentage of the second stage of media 

expert assessment was 99%, so the beef digestive billboard media was included in the "Very 

Good" criteria. From the results of the second stage material expert carried out by the 

material expert validator, the average percentage of product assessment can be seen. The 

results of data analysis showed that the average percentage of the second stage material 

expert assessment was 98%, so the media material for the cow digestive billboard was 

included in the "Very Good" criteria. Based on the results of the second stage of the media 

expert validation assessment, the average percentage result was 99% with the criteria of 

"Very Good." From the second stage of the material expert validation, the average percentage 

result was 98% with the "Very Good" criteria. So the cow digestive billboard media 

development is valid for use on the theme of healthy food, the sub-theme of how the body 

processes food for first grade V elementary school. 

Based on the results of the responses of the fifth-grade teachers, there were three fifth-

grade teachers. The ideal percentage average was 94%, so that the beef digestive billboard 

media was included in the "Very Good" criteria. Based on the results of student responses 

through student response questionnaires aimed at all fifth-grade students at SD N 02 

Karanggondang totaling 25 students, SD N 1 Bondo totaling 17 students, and SD Bopkri 03 

Bondo totaling 16 students. The calculation results obtained an average ideal percentage of 

99% so that the media for digestive beef billboards is included in the "Very Good" criteria. 

So it can be concluded that the development of the cow digestive billboard media is 

practically used on the theme of healthy food, the sub-theme of how the body processes food 

for first grade learning for grade V Elementary School. 

 

Discussion  

The cow digestive billboard media is suitable for use in the learning process because 

it is practical. Learning media is one component of communication, which functions as a 

channel for messages from teachers to students so that they are practical (Koesoemadinata, 

2018; Reis et al., 2021). Learning media is a tool for teaching and learning (Febliza & 

Okatariani, 2020; Sunismi, 2015). It makes it easier for students to understand learning 

materials when teachers use learning media (Jogezai et al., 2021; Kivunja, 2015). One factor 

determining the success of learning is the suitability of the media with the subjects being 

taught (Kartika et al., 2019; Yuliani et al., 2020). It causes students to absorb the information 

presented in learning media (Hamid et al., 2017; Ristanti & Arianto, 2019).In addition, other 

media functions are to provide a more concrete picture or explanation (Rahayuningsih, 2020; 

Shohel & Kirkwood, 2012). Engaging media will increase students' motivation in learning. 

The PINSA media (cow digestion billboard) was developed according to the 

characteristics of students and subject matter to make it easier for students to learn. The 

message conveyed is poured into visual communication symbols (Liu et al., 2021; Rosidah, 

2016). The images used are clear, attractive, easy to understand to stimulate students in 
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learning (Fransisca & Isak, 2016; Koesoemadinata, 2018). The advantage of image media is 

that it can provide details in the form of pictures so that students can remember them better 

than the verbal method (Michelsanti et al., 2019; Wusqo et al., 2021). In addition, image 

media can also solve problems that exist in oral/verbal media, namely in terms of limited 

memory in telling stories or explaining things (Larue & Watling, 2021; Nafis, 2016). 

The findings of previous research also stated that image media would make it easier 

for students to understand the subject matter (Dwiasih & Agung, 2021; Taufiq et al., 2020). 

Other research findings also state that media presented with the characteristics of teaching 

materials and students will make it easier for students to learn so that it has an impact on 

increasing student learning outcomes (Aggleton, 2019; Enteria & Casumpang, 2019; Ntobuo 

et al., 2018). It can be concluded that image media will facilitate students in learning. This 

research implies that the learning media developed in the form of PINSA Media (cow 

digestive billboard) can be used by teachers in teaching to increase students' enthusiasm and 

motivation to learn. It will have an impact on improving student learning outcomes. 

 

Conclusion  

The beef digestive billboard media get excellent qualifications from experts, teachers, 

and students. It can be concluded that the beef digestive billboard media can be applied in the 

learning process because it can help students learn. 
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