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Abstrak 

Dampak covid-19 yang mengharuskan segala jenis kegiatan pembelajaran dilakukan secara daring. Akibatnya guru 

memiliki keterbatasan dalam menemukam media pembelajaran yang cocok dengan kateristik siswa dan yang cocok 

digunakan dalam kondisi pembelajaran daring. Tujuan dari penelitian pengembangan ini untuk mengetahui rancang 

bangun dan kelayakan multimedia pembelajaran interaktif. Jenis penelitian ini adalah penelitian pengembanan. Model 

penelitian yang digunakan yaitu model ADDIE. Subjek dari penelitian ini adalah 3 orang siswa kelas III Sekolah Dasar. 

Metode pengumpulan data yang digunakan yaitu metode observasi, wawancara dan angket. Uji rancangan produk 

dilakukan oleh beberapa ahli dan siswa yang meliput ahli materi pembelajaran, ahli desain pembelajaran, ahli media 

pembelajaran, dan uji coba perorangan yang terdiri dari tiga orang siswa. Bentuk analisis data yag digunakan dalam 

penelitian ini adalah analisis data deskriptif kuantitatif. Berdasarkan data hasil penelitian menunjukan tingkat persentase 

kelayakan multimedia interaktif menurut ahli materi pembelajaran 88,33%, tingkat persentase kelayakan multimedia 

pembelajaran interaktif menurut ahli desain pembelajaran 90%, tingkat persentase kelayakan multimedia pembelajaran 

interaktif menurut ahli media pembelajaran 90% dan menurut uji coba perorangan tingkat persentase kelayakan 

multimedia pembelajaran interaktif sebesar 96,52% dengan kualifikasi sangat baik. Hasil dari penelitian pengembangan ini 

menunjukan bahwa pengembangan multimedia pembelajaran interaktif layak digunakan dalam proses pemelajaran pada 

muatan Bahasa Indonesia dalam apresiasi sastra untuk siswa kelas III Sekolah Dasar. 

Kata kunci:  Multimedia, Interaktif, Bahasa Indonesia 

 

Abstract 

The impact of covid-19, which requires all types of learning activities to be carried out online. As a result, teachers have 

limitations in finding learning media suitable for student characteristics and suitable for use in online learning conditions. 

The purpose of this development research was to determine the feasibility of designing interactive multimedia learning. This 

type of research is development research. The research model used is the ADDIE model. The subjects of this study were 3 

grade III elementary school students. The data collection methods used were observation, interview and questionnaire 

methods. The product design test was carried out by several experts and students, learning material experts, learning design 

experts, instructional media experts, and individual trials consisting of three students. The form of data analysis used in this 

research was descriptive quantitative data analysis. Based on the results of the study, showed the feasibility percentage level 

of interactive multimedia according to learning material experts was 95%, the percentage level of the feasibility of 

interactive learning media according to learning design experts was 90%, and according to individual trials, the percentage 

level of the feasibility of interactive learning multimedia was 96.52% with excellent qualifications. This development 

research indicated that the development of interactive multimedia learning assisted was suitable for use in the learning 

process on Indonesian language content in literary appreciation for grade III elementary school students. 

Keywords: Multimedia, Interactive Indonesian Language 

History:  
Received : March 19, 2021 
Revised : March 21, 2021 
Accepted : June 10, 2021 
Published : July 25, 2021 

Publisher: Undiksha Press 
Licensed: This work is licensed under  
a Creative Commons Attribution 3.0 License  

 
 

 

Introduction 

From 2019 until now, the coronavirus is being discussed in all circles in the (Chang et 

al., 2020; Shodiq & Zainiyati, 2020). The emergence of Covid-19 impacts changes in the 

order of life in all areas of human life, not only in the health sector, which is changing, but 

the economy throughout the world is experiencing weakness (Athena et al., 2020; Wong et 
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al., 2020; Xiong et al., 2020).The impact of covid-19 requires all types of learning activities 

to be carried out online (Kadafi et al., 2021; Yulia, 2020). Teachers must design an exciting 

lesson that can motivate students in learning even though learning is done online (Rusli et al., 

2020; Setiawan & Ari Oka, 2020). It is a challenge for teachers during this pandemic. 

Changes in education and the occurrence of online learning processes are entirely 

through many media such as social media, Google classroom, Meet, zoom. In other words, 

face-to-face learning must be changed to online learning (Dong et al., 2020; Mishra et al., 

2020). Online learning is one of the solutions offered in the current learning process, with 

online learning helping prevent the spread of Covid-19 (Abidah et al., 2020; Karasmanaki & 

Tsantopoulos, 2021). Online learning makes learning more flexible where the learning 

process is adapted to the child's condition, is not regulated by time and can be done anywhere 

(Anitha Kumari et al., 2020; Kiernan, 2020).   

Online learning does not always have a positive impact. Online learning also harms 

children who are not sensitive to technology, and the environment where they live is not 

supported by the internet or signals (Hanifah Salsabila et al., 2020; Hussein et al., 2020). 

Another impact is that online learning will make students bored because the methods or 

models used are the same (Jing et al., 2020; Permata & Bhakti, 2020). Moreover, it will also 

cause other problems, namely addiction to smartphones or laptops. This addiction is caused 

because students use cellphones or other communication tools continuously, and this use is 

not in finding material but playing games or social media (Fajariyah et al., 2018, Rahmawati 

& Latifah, 2020, Samaha & Hawi, 2016).  

Based on the results of observations made at SD No. 2 Bongkasa found similar 

problems. Based on the results of observations, it was found that the learning model used by 

the teacher in student learning was less effective, so that students felt bored in online 

learning. In addition, teachers also lack learning media that can facilitate students learning 

online. This has an impact on decreasing students' understanding of the subject matter 

presented by the teacher. The lack of learning media also makes students find it more 

challenging to understand the learning material. If this problem is left continuously, the 

learning objectives will not be achieved optimally. 

One way that can be applied in today's educational conditions is to use interactive 

multimedia learning in the learning process (Indah Septiani et al., 2020; Khamparia & 

Pandey, 2017). Interactive learning multimedia is a program consisting of text, images, 

animation, audio and video containing certain learning content to support the learning process 

to create exciting and interactive learning (Komalasari & Rahmat, 2019; Majid et al., 2012). 

Interactive learning multimedia is a combination of several other media, including text, 

video, images, audio and graphics, as well as interactive delivery methods that can make a 

student's learning experience linked to the lives of their students (Bus et al., 2020; Dwiqi et 

al., 2020). Multimedia is a combination of text, images, sound, animation, and video 

delivered through a computer, electronic, or other digitally engineered devices (Kalyuga, 

2012; Weng et al., 2018). So based on this opinion, it is concluded that interactive learning 

multimedia is a digital media that combines several aspects of other media into a single unit 

such as text, images, sound, animation, video, and interactivity. Thus, multimedia will attract 

student interest and student motivation in learning so that students can master the material 

well (Primamukti & Farozin, 2018; Yogiyatno & Sofyan, 2013). 

This is evidenced by previous research, which states that multimedia is more 

effectively used in learning to improve student learning outcomes when compared to 

conventional learning. (Kuswanto et al., 2017; Riyadi & Pardjono, 2014). Other research 

findings also state that learning multimedia can be a medium that has enormous potential in 

helping the learning process (Khan & Masood, 2015; Widyatmojo & Muhtadi, 2017). Other 

findings also state that learning multimedia effectively improves student learning outcomes 
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(Putri & Muhtadi, 2018). Multimedia learning is proven to be effective in increasing the 

achievement of students' cognitive learning outcomes. So based on some of these findings, it 

can be concluded that interactive learning multimedia is proven to impact student learning 

outcomes positively. Based on the explanation above, it can be formulated that this 

development research aims to develop interactive multimedia learning for third-grade 

students. The combined use of digital media (interactive multimedia) in the learning process 

will be an alternative that teachers can use in developing and innovating creative and 

innovative learning to improve student learning outcomes.  

 

Methods  

This development research was carried out at SD No. 2 Bongkasa. The subjects in this 

development research are 1 subject content expert, 1 learning design expert, 1 learning media 

expert, and 3 students for individual trials. This development research procedure refers to the 

ADDIE model, which consists of five steps: analyze, design, development, implementation, 

and evaluation. The research development product that will be produced is an application of 

Indonesian language teaching materials, material for the intrinsic elements of fairy tales for 

class III SD to improve students' understanding of the contents of the reading. In this 

development research, only up to testing the quality of subject matter experts, learning design 

experts, learning media experts, and individual trials. 

The data collection used in this development research is the observation method, 

interview method and questionnaire method. The interview method used is an unstructured 

interview to obtain information from sources freely without any complete or written 

interview guidelines. Interviews were conducted to obtain data related to problems that occur 

in the field (Siddiq et al., 2020). The questionnaire method was carried out to measure the 

feasibility of the developed product obtained from subject content experts, learning design 

experts, learning media experts, and individual trials.  

 

Table 1. Material Content Expert Instrument Grid 

 

No Aspect Indicator 

1 

Curriculum 

 

1) The suitability of the material with basic competencies 

2) The suitability of the material with the indicator 

3) The suitability of the material with the learning objectives 

2 

 

Material 

 

4) Material coverage 

5) Material accuracy 

6) Material attraction 

7) The suitability of the material with the student's situation 

8) The material is easy to understand 

9) The suitability of the evaluation with the material 

3 Evaluation 10) Appropriate and consistent use of language 

 

Table 2. Learning Design Expert Instrument Grid 

 

No Aspect Indicator 

1 Goal 

1) Clarity of learning objectives 

2) Consistency between objectives, materials and 

evaluation 

2 
Strategy 

 

3) Learning activities can motivate students 

4) Submission of the material provides logical steps 



Multimedia Interactive Learning on Indonesian Language Content 

 

194 

 

No Aspect Indicator 

5) Give examples in the presentation 

6) Provide opportunities for students to train themselves 

7) Helping the application of material in life 

8) Gives attention 

3 

Evaluation 9) Provided exercises for understanding the concept. 

10) Clarity of instructions for working on practice/test 

questions 

 

Table 3. Learning Media Expert Instrument Grid 

 

No Aspect Indicator 

1 
Text 

 

1) Use the appropriate typeface 

2) Text legibility clarity 

2 
Picture 

 

3) Standard image quality or resolution 

4) The use of images on media that supports learning. 

3 

Sound and Audio 

 

5) Use of appropriate narrative 

6) Clear audio usage 

7) Appropriate music support 

4 Animation 8) Proper use of animation 

5 Colour 9) Colour 

6 
Technical 10) Ease of using media 

11) The number of views according to the time used 

 

Data analysis methods and techniques used in this development research are 

qualitative and quantitative descriptive analysis methods. The data obtained in the form of 

descriptive data that is poured through written words is produced directly by the researcher 

(Wulandari, 2020). This qualitative analysis method is used to process data from reviewers to 

be grouped so that input and suggestions from experts can be used to improve the product 

developed. This quantitative descriptive analysis method is used to change the questionnaire 

data, which is still in the form of scores, into the percentage of responses from the subjects 

studied. The results of quantitative data analysis are then analyzed with media eligibility 

criteria which are then used for a decision. Data processing uses a Likert scale ranging from 

1-4 with criteria 1 (strongly disagree), 2 (disagree), 3 (agree), 4 (strongly agree). The results 

of the expert validation questionnaire obtained from the experts will be summed and 

averaged first to find out the number of respondents' answers (Sugiyono, 2018). 

 

Results and Discussion  

Results 

The design of interactive multimedia development in this research uses the ADDIE 

development model. The development of interactive multimedia passes through five stages. 

First, starting from the analysis stage, three things need to be analyzed, namely (1) needs 

analysis. It was found that: most students have low learning outcomes because the material 

being studied is abstract, so it is difficult to understand, and the lack of use of digital media 

which is interactive in the learning process. (2) environmental analysis found that there are 

facilities that can be used to support the learning process, such as laptops, speakers, and LCD 

projectors. (3) analysis of the subject matter found that the intrinsic elements of fairy tales are 

essential to developing engaging learning media. 



Christina & Ganing 

  195 

The second stage is the design stage. At this stage, the things to do are 1) selecting 

and determining software that will be used to create interactive multimedia, including the 

Articulate application. 2) Develop a flowchart to describe the flow of product development as 

a whole and a reference for the next stage. 3) Develop a storyboard consisting of a series of 

sketches describing a sequence (storyline) and proposed elements for interactive multimedia 

applications that combine text, images, videos, animations, and buttons. 4) Develop 

assessment instruments and questions and develop a learning implementation plan (RPP) that 

refers to the syllabus. 

 

 

 

 

 

Figure 1. Developed Interactive Learning Multimedia 

 

The fourth stage is the implementation stage. At the implementation stage, the 

activities carried out include: (1) product validation tests by experts, including content 

experts for Indonesian Class III Elementary School subjects, learning design experts and 

learning media experts. (2) product trials include individual trials consisting of three students. 

The purpose of conducting expert assessments and product trials is to determine the 

attractiveness and feasibility of interactive learning multimedia products that have been 

developed. 

The last stage is the evaluation stage. The activities are carried out at this stage to 

evaluate the data obtained at the implementation stage (expert validity and individual trials). 

The evaluation carried out is formative evaluation. Formative evaluation is the process of 

providing and using the information to be used as a basis for decision-making to improve the 

quality of learning products or programs. The formative evaluation aims to assess the 

interactive learning multimedia products developed. Based on these stages, the development 

of interactive learning multimedia by applying the ADDIE model is said to be successful. 

The results of the quality test of interactive learning multimedia products obtained the 

results of the subject content expert test of 88.33%, which based on the Conversion Rate of 

Achievement table with a scale of 5 the validity of the subject content expert was in a good 

category. Furthermore, the learning design expert test obtained results of 90%, namely in the 

very good category. Furthermore, interactive multimedia learning for third-grade elementary 

school students based on corrections from learning media experts obtained 90% results in the 

very good category. After testing the subject content experts, the learning design experts, and 

the learning media experts, a product trial was carried out to the third-grade students of SD 

No. 2 Bongkasa. This product trial was carried out with individual trials by testing interactive 

learning multimedia products to three third grade elementary school students: one student 

with high learning achievement, one student with moderate learning achievement, and one 

with high learning achievement. The student's learning outcomes are seen from the semester 

scores and the student's report cards. Individual trials conducted on 3 students got results of 

96.52% in the very good category. With these data, the interactive learning multimedia 
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developed is suitable for use in the learning process, especially in Indonesian language 

content. 

 

Discussion 

The interactive learning multimedia developed is suitable for use in the learning 

process, especially in Indonesian content, because it is interesting. The advantage of the 

developed multimedia is that it combines images that will attract students' attention. So that it 

makes students enthusiastic in participating in the learning process and can train students' 

higher-order thinking skills. This is also supported by previous research, which states that 

interesting learning media will attract students' attention in learning (Chen & Li, 2011; 

Khamparia & Pandey, 2017). In addition, good multimedia will make students more focused 

in learning (Khan & Masood, 2015; Primamukti & Farozin, 2018). This is because the media 

is everything that is used to store, carry, distribute and convey information in both verbal and 

visual forms. The learning process is basically a communication process, so the media used 

in the learning process is called learning media (Maharani, 2015; Mustaqim, 2016). Learning 

media also functions to stimulate thoughts, attention, feelings, and the progress of students' 

learning processes (Nur Jannah, 2020; Prasetyo et al., 2020). 

The benefits of learning media for teachers and students are to improve the learning 

process, make learning more authentic and permanent, save teacher time that might be 

wasted in delivering presentations orally and explaining lesson content, and supporting 

student participation in learning activities (Marnita & Ernawati, 2017; Qistina et al., 2019). 

Instructional media make learning accessible to a broader audience and help teachers and 

students overcome physical difficulties in teaching and learning (Gunawam et al., 2015; Heo 

& Toomey, 2020). Multimedia is a combination of various media in the format of the text, 

graphics, images (vector or bitmap), sound, animation, and video that can be used as a means 

of stimulus to train skills and competencies (Fauyan, 2019). Learning multimedia helps 

students remember and understand information/lesson content achieved by utilizing the 

visual aspects of the media (Abdulrahaman et al., 2020; Lauc et al., 2020).  

The findings of previous research stated that learning multimedia can be used in 

learning because it creates a pleasant learning atmosphere (Laksana et al., 2019; Rubini et al., 

2018). Other research findings also state that learning multimedia can facilitate students 

learning to improve student learning (Lee & Osman, 2012; R. Wulandari et al., 2017). So that 

this multimedia is effectively used in learning, this research implies that teachers can use the 

learning multimedia developed to help students in online learning. 

 

Conclusion  

The Interactive Learning Multimedia product that was developed got excellent 

qualifications based on the assessments of experts and students. So it can be concluded that 

the Multimedia Interactive Learning Material Elements of Intrinsic Fairy tales is very feasible 

to learn Indonesian in Class III Elementary School in the online and offline learning process.  
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