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A B S T R A K 

Guru sebagai fasilitator harus mampu menyajikan materi dan pembelajaran yang 
menarik bagi siswa. Masih banyak guru yang belum menggunakan perangkat 
pembelajaran yang dapat membantu guru dalam menyampaikan pembelajaran 
kepada siswa yang dapat menyebabkan proses pembelajaran menjadi kurang 
maksimal. Media yang akan digunakan akan membuat siswa lebih aktif dalam 
proses pembelajaran. Salah satu contoh media pembelajaran yang dapat 
digunakan oleh guru adalah multimedia dengan menggunakan Powerpoint. 
Penelitian ini bertujuan untuk mengembangkan media PowerPoint interaktif untuk 
pembelajaran tematik di kelas IV sekolah dasar. Penelitian ini menggunakan 
metode penelitian dan pengembangan (R&D) dengan menggunakan model 4D. 
Pengumpulan data dalam penelitian ini menggunakan kuesioner untuk 
mengetahui uji validitas dan uji kepraktisan media. Uji efektivitas dilakukan 
dengan pengujian. Validasi ahli pada aspek materi, media, dan kebahasaan 
masuk dalam kategori Sangat Valid. Hasil uji kepraktisan oleh guru memperoleh 
nilai dalam kategori Sangat Praktis, dan hasil uji kepraktisan oleh siswa 
memperoleh nilai dalam kategori Sangat Praktis. Hasil uji keefektifan aspek 
pengetahuan dengan pretest di SDN memperoleh predikat sangat baik. Penilaian 
aspek keterampilan di SDN berpredikat Sangat Baik. Dari hasil penelitian dapat 
disimpulkan bahwa media PowerPoint interaktif di kelas IV SD praktis dan efektif 
untuk digunakan di kelas IV SD. 
 
 

A B S T R A C T 

The teacher as a facilitator must be able to present interesting material and learning for students. There are still 
many teachers who have not used learning tools that can assist teachers in conveying learning to students which 
can cause the learning process to be less than optimal. The media that will be used will make students more active 
in the learning process. One example of learning media that can be used by teachers is multimedia using 
Powerpoint. This research aims to develop interactive PowerPoint media for thematic learning in grade IV 
elementary school. This study uses research and development (R&D) methods using the 4D models. Data collection 
in this study used a questionnaire to determine the validity test and practicality test of the media. The effectiveness 
test is done by testing. The expert's validation on the material, media, and language aspect scored in Very Valid 
category. The results of the practicality test by the teacher obtained score in Very Practical category, and results of 
practicality test by students obtained score \in Very Practical category. The results of effectiveness test on aspect 
knowledge with the pretest at elementary school obtain very good predicate. Assessment of skills aspects at 
elementary school found Very Good predicate. From the research can be concluded that interactive PowerPoint 
media in class IV of elementary school is practical and effective for use in class IV of elementary school. 
 
 

 
1. INTRODUCTION 

Currently technology is developing rapidly along with increasingly advanced science and habits in 
using technology. With advances in technology, the learning process will also develop, this developing 
technology can be used by teachers in delivering learning material to students, one of which is by using 
learning media, especially abstract material (Sherlyane Hendri et al., 2019; Sitanggang, 2022). With the help 
of the media, the learning process will be more interesting and can help teachers convey learning material. 
The emergence of ideas that can offer wider learning opportunities and develop more innovative learning 
(Nurcahyo, 2020; Suwartono & Aniuranti, 2019). 

Learning at the elementary school level is based on aspects of attitudes, knowledge and skills 
related to 21st century learning where the basis for knowledge and skills is the preparation of students for 
meaningful learning by using technology and media for creativity and innovation, communication, research 
and problem solving (Huertas-Abril, 2021; Sulistyaningsih et al., 2019). In the implementation of learning a 
teacher must arrange learning depending on certain subjects to make it easier for students to complete 
learning exercises. In processing information and the abilities of students equipped in their fields, skilled 
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instructors/ facilitators/ partners/ teachers are needed. For this reason, the awareness and enthusiasm of 
teachers is needed to improve the quality of learning (Erita et al., 2020; Hermanto, 2022). 

In the implementation of learning in elementary schools there are still teachers who present 
learning in the classroom with the lecture method which of course will cause learning to only be in one 
direction and make students feel bored. Teachers are also still not accustomed to using media to help 
present learning to students. With the media students are more interested in learning. This is very 
important for the success of the learning and teaching process in the classroom (Afandi, 2017; Nonthamand 
& Songkhla, 2018). Learning media is a factor that can motivate students in the implementation of learning 
and is able to encourage students to achieve maximum learning outcomes. Learning media is a tool that is 
physically used by teachers and students in teaching and learning activities so that social interaction is 
formed which raises student curiosity to further improve learning achievement (Muhali, 2019; Wibawa, 
2017). 

The media that will be used will make students more active in the learning process because 
students will participate directly in the use of media both seeing, demonstrating, hearing. With the direct 
participation of students in learning media, it will foster students' interest and enthusiasm in learning (Ibad 
& Sarifah, 2021; Tafonao, 2018). One example of learning media that can be used by teachers is multimedia 
using Powerpoint. Learning using powerpoint presentation media is designed and equipped with a 
controller that can be operated by the user so that the user can choose what he wants for instructions for 
use, materials, and practice questions. With the help of PowerPoint, teachers can present essential 
materials, concepts, as well as pictures and illustrations of learning materials that will be delivered to 
students (Raspati & Zulfiati, 2020; Wang et al., 2019). Most students need real examples in learning 
material, with powerpoint the teacher can present these abstract things into concrete in the form of 
pictures, videos, and illustrations. 

The use of powerpoint is also rarely used in the learning process even though with the help of 
powerpoint the teacher can present essential material in learning in a concise and concise manner. The 
teacher will also find it difficult to convey some learning material because the teacher presents learning 
verbally which may not be the same as student perceptions, because the information conveyed is not 
concrete. With the help of PowerPoint, teachers can also make abstract events or material real to students 
(Ahdar, 2018; Annisa, N. & Simbolon, 2018). Teachers also rarely use interactive media, teachers tend to 
use media using linear learning media. Teachers more often use the pictures in the book as a medium. So 
that the linear media used will only function to be seen by students without being able to participate in the 
use of learning media. Therefore, the use of interactive media will make students more active in the learning 
process and will also increase the enthusiasm of students in learning. The teacher as a facilitator must be 
able to present interesting material and learning for students (Al Fajar, 2019; Praheto et al., 2020). There 
are still many teachers who have not used learning tools that can assist teachers in conveying learning to 
students which can cause the learning process to be less than optimal. 

From these problems, of course, will affect student learning outcomes, learning that is not optimal 
will also cause the learning outcomes obtained by students to be less than optimal. An educator must be 
able to encourage and inspire students to be able to understand, apply, and develop a rational and objective 
way of thinking in responding to learning substances or materials (Kumalasari, 2020; Mayar, 2020). From 
the description above, it shows that there is still a lack of learning media that can assist teachers in 
conveying learning to elementary school students, with the existence of learning media can assist teachers 
in conveying learning. Therefore this study aims to develop interactive PowerPoint media for thematic 
learning in grade IV elementary school.  
 

2. METHODS 

This study uses research and development (R&D) methods using the 4D development model 
(Define, Design, Develop, Disseminate) (Thiagarajan, 1974). Each phase of the 4D model represents a 
specific stage in the development process. Define, in this phase the goals, objectives, and requirements of 
the project are clearly defined. This includes identifying the problem to be solved, understanding the target 
audience, and outlining the scope of the project. Design, the researchers and developers create a detailed 
plan for how the solution will be developed. Develop: the phase is where the actual creation of the solution 
takes place. This can involve coding, building hardware components, conducting experiments, or any other 
tasks necessary to bring the project to life. Disseminate: In the final phase, the developed solution is shared 
with the intended audience.  

Data collection in this study used a questionnaire to determine the validity test and practicality test 
of the media. Validity refers to the extent to which a questionnaire measures what it is intended to measure. 
There are several types of validity, and each focuses on a different aspect of the questionnaire's quality. 
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Content validity is content of the questionnaire adequately represents the topic or construct being 
measured. Construct Validity, this type of validity assesses whether the questionnaire measures the 
intended construct (e.g., media preferences, attitudes, behavior) accurately. Criterion Validity is type of 
validity involves comparing the scores obtained from the questionnaire with scores from an established, 
valid measure of the same construct. If the scores from the two measures correlate strongly, it indicates 
good criterion validity. The effectiveness test is done by testing. The trials were carried out at SDN 
Percobaan Kota Padang with 1 teacher and 23 students, and at SDN 05 Padang Pasir with 1 teacher and 21 
students. 

 

3. RESULT AND DISCUSSION 

Results 
Define Stage 

The defining stage is carried out by analyzing several aspects which include: problem analysis and 
student analysis. The results of the analysis are described as follows problem analysis, and student analysis. 

Elementary school learning tends to still use conventional physical media. This indicates that in 
learning in the classroom there is still a reduction in the use of learning media. The teacher explained that 
the use of learning media in class was still limited to the use of pictures and videos on YouTube. These 
problems indicate that there is still a lack of use of multimedia in learning. This shows that the learning 
media used is still in the form of linear learning media, which means only learning media can be used to be 
observed by students classically. These problems will cause a lack of student participation in learning, 
students tend to only see the learning media presented by the teacher so that over time students will feel 
bored, Another problem that arises in the use of linear learning media is that sometimes a material being 
taught requires several different types of media. 

Student analysis looks at the quality of students which includes the level of knowledge of students 
in learning. This analysis is used as a basic reference in the development of interactive PowerPoint media. 
Analysis of student characteristics was carried out on class IV students at SDN 05 Padang Pasir. In the 
learning planning process it is necessary to understand the characteristics and abilities of students. Analysis 
of student abilities is an activity of identifying students in terms of needs and characteristics to determine 
specifications and qualifications for changes in behavior or objectives and materials. The characteristics of 
students are defined as characteristics of the individual qualities of students which generally include 
intelligence abilities, age and understanding of learning, experience, skills, psychomotor, cooperative 
abilities, and social abilities. 

The characteristics of elementary school students are influenced by academic background, one of 
which is learning habits/learning style. Learning style refers to the way of learning that is preferred by 
students in the learning process, many students who take part in learning in certain subjects are taught 
using the same strategy, but have different levels of understanding. This difference is not only caused by the 
different levels of intelligence of students, but is determined by the way of learning that is owned by each 
student. A student who likes to read is less used to learning well if he has to listen to lectures or discussions. 
To solve the problem of the differences above, one of them is anticipated by using learning media in the 
form of interactive PowerPoint media which contains various ways of presenting learning, both in the form 
of text, video and audio. So that all the learning style needs of students can be met. 
 
Design Stage 

To produce interactive powerpoint media in grade IV Elementary School, flowcharts and 
storyboards are first made as a design plan from which the interactive powerpoint is being developed. The 
flowchart contains all the main components that will be presented in interactive powerpoint media. The 
storyboard contains all the data that will appear on the screen and supporting data that will help in making 
interactive powerpoint media in grade IV Elementary School. 
 
Develop Stage 

At this stage, the media is made according to the previous stages, and product validation of 
interactive powerpoint media is also carried out which aims to determine the feasibility and quality of the 
product. Product validation of interactive powerpoint media is carried out with validators who are experts 
and practitioners. The validator's assessment was carried out as a reference in improving the interactive 
PowerPoint media that was developed. The validators who conduct product assessments in this study are 
Material Expert Validators, Media Expert Validators, and Language Expert Validators.  

The evaluation of interactive PowerPoint media products was carried out by five validators, namely 
four expert validators from university lecturers and one practitioner validator from elementary school 
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teachers. The validator will provide an assessment using an assessment instrument and provide advice on 
the product being developed. After that, the researcher made product improvements according to the 
suggestions given by the validator. The results of product assessments conducted by experts on interactive 
PowerPoint media that researchers have developed is show in Table 1. 

 
Table 1. Interactive Powerpoint Media Validation Results 

Expert Validators Score Percentage Category 
Material Expert 91.56 Very Valid 

Media Expert 80 Valid 
Language Expert 82.86 Very Valid 

 
Base on Table 1 validation with material experts obtained a score of 91.56% in the Very Valid 

category, which was indicated by the suitability of the material presented in interactive PowerPoint media 
in accordance with basic competencies and learning achievement indicators. Validation with media experts 
obtained a value of 80%. With the Valid category, this means that the developed interactive PowerPoint 
media contains an attractive and proportional design and is easy for students to use. Validation with 
linguists obtained an average value of 82.86% in the Very Valid category. This means that the interactive 
PowerPoint media developed has used good and correct language rules. 
 
Disseminate Stage 

In the Dissemination stage, product distribution was carried out at SDN Percobaan Kota Padang 
and Padang Pasir 05 Elementary School to determine the practicality and effectiveness of powerpoint 
media. Practicality test results by teachers and students is show in Table 2. 

 
Table 2. Practicality Test Results by Teachers and Students 

Subject Score Percentage Category 
Teachers 97 Very Practical 
Students 89 Very Practical 

 
Based on Table 2 show the results of practicality by the teacher, an average of 97% is obtained in 

the Very Practical category. Practicality results to students obtaining a practicality value of 89% in the Very 
Practical category. The effectiveness of the developed interactive PowerPoint media can be seen from the 
student learning outcomes. The learning outcomes are obtained from test results which are assessed from 
the aspects of knowledge, skills, and attitudes as show in Table 3. 

 
Table 3. Knowledge Aspect Effectiveness Test Results 

Schools Pretest Scores Predicate Posttest Scores Predicate  
SDN Percobaan Padang 60.72 B- (Good) 83.19 A-(Very Good) 

SDN 05 Padang Pasir 65.40 B- (Good) 85.08 A- (Very Good) 
 

Base on Table 3 the pretest results at SDN Experiment Padang obtained an average score of 60.72 
with a B- (Good) predicate, at SDN 05 Padang Pasir obtained an average score of 65.40 with a B- (Good) 
predicate. The posttest scores at SDN Experiment Padang obtained by students with a score of 83.19 with 
A- were in the Very Good predicate, and at SDN 05 Padang Pasir they obtained a score of 85.08 with a A- 
Very Good predicate. Assessment of skills aspects is carried out during the learning process by using an 
assessment rubric is show in Table 4. 

 
Table 4. Skills Aspect Effectiveness Test Results 

Schools Scores Predicate  
SDN Percobaan Padang 3.51 A-(Very Good) 

SDN 05 Padang Pasir 3.63 A- (Very Good) 
 

Based on Table 4 show the learning outcomes that have been achieved, it can be seen that learning 
using interactive powerpoint media in class IV of Experimental Padang Elementary School on the skill 
aspect obtained a conversion value of 3.51 with a Very Good predicate, and at SDN 05 Padang Pasir obtained 
a conversion value of 3.63 with a Very Good predicate. Assessment of attitude aspects is carried out during 
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the learning process, using an assessment rubric. The attitude assessment rubric assesses the attitudes that 
emerge and stand out in ongoing learning is show in Table 5. 

 
Tabel 5. Attitude Aspect Effectiveness Test Results 

Schools Scores Predicate  
SDN Percobaan Padang 3.57 A-(Very Good) 

SDN 05 Padang Pasir 3.52 A- (Very Good) 
 

Based on Table 5 the learning outcomes that have been achieved, it can be seen that the results of 
the assessment of the attitude aspect of students at Padang Experimental Elementary School obtained a 
conversion value of 3.57 with a Very Good predicate, and at SDN 05 Padang Pasir obtained a conversion 
value of 3.52 with a Very Good predicate. 
 
Discussion 

In the Define stage, problem analysis and student analysis are carried out. The analysis of the 
problems found is that the use of multimedia is still lacking because sometimes a material being taught 
requires several different types of media and the use of linear learning media is only one-way based so that 
students will only see and observe the media used by the teacher. Elementary school learning tends to still 
use conventional physical media. This indicates that in learning in the classroom there is still a reduction in 
the use of learning media. 

These problems will cause a lack of student participation in learning, students tend to only see the 
learning media presented by the teacher so that over time students will feel bored, Another problem that 
arises in the use of linear learning media is that sometimes a material being taught requires several different 
types of media. Student analysis shows the learning styles that are owned by each student so that with 
interactive PowerPoint media it can meet the needs of student learning styles. A student who likes to read 
is less used to learning well if he has to listen to lectures or discussions (Jannah & Atmojo, 2022; Taufik, 
2019).  

Analysis of student abilities is an activity of identifying students in terms of needs and 
characteristics to determine specifications and qualifications for changes in behavior or goals and materials. 
The characteristics of students are defined as characteristics of the individual qualities of students which 
generally include intelligence abilities, age and understanding of learning, experience, skills, psychomotor, 
cooperative abilities, and social abilities (Aprilliyah, 2014; Damarjati & Miatun, 2020; Guo et al., 2018). The 
characteristics of elementary school students are influenced by academic background, one of which is 
learning habits/learning style. Learning style refers to the way of learning that is preferred by students in 
the learning process, many students who take part in learning in certain subjects are taught using the same 
strategy, but have different levels of understanding. This difference is not only caused by the different levels 
of intelligence of students, but is determined by the way of learning that is owned by each student. A student 
who likes to read is less used to learning well if he has to listen to lectures or discussions. To solve the 
problem of the differences above, one of them is anticipated by using learning media in the form of 
interactive PowerPoint media which contains various ways of presenting learning, both in the form of text, 
video and audio. So that all the learning style needs of students can be met (Lathiifah & Kurniasi, 2020; 
Mustafida, 2016). 

At the Design stage, the initial design of interactive PowerPoint learning media products was 
developed. At this stage, flowcharts and storyboards are made. The flowchart contains the components 
contained in the interactive PowerPoint media sections, while the storyboard contains all the data that will 
appear on the PowerPoint slide show. The use of media in learning aims to provide meaningful and 
enjoyable experiences for students, with media it can provide real experiences for students because it will 
include all the senses in students (Aprilliyah, 2014; Fitria, 2020). 

At the Develop stage, interactive powerpoint media product validation is also carried out with a 
validator. The validation results with experts show that the material presented in interactive PowerPoint 
media is in accordance with basic competencies and learning achievement indicators. The material contains 
the core sub-sub-material which will be explained in student worksheets which contain conclusions 
obtained from real-life problems regarding the understanding of the material conveyed in each sub-
material. Problems related to learning materials should relate to the context of everyday life (Imam et al., 
2018; Muthaharoh et al., 2019). The developed interactive PowerPoint media contains an attractive and 
proportional design and is easy for students to use. PowerPoint can be used to create interactive media 
from learning materials by incorporating visual and audio components into presentation slides and can be 
shared via platforms for use by students with the help of computers, laptops and gadgets (Mensah & Nabie, 
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2021; Praheto et al., 2020). The results of validation with experts also show that the developed interactive 
PowerPoint media has used good and correct language rules. At the Disseminate stage, a practicality test 
and an effectiveness test were carried out. the results of the practicality test by the teacher and students. 
The practicality of interactive PowerPoint media is seen from the side of ease of use for learning. Learning 
media is said to be practical if the media can be used practically by educators and students without having 
to have specific skills in learning so that each individual can use the media (Alkadri & Fauzi, 2021; Anggraini 
et al., 2020; Nasution & Harahap, 2019).  

In line with previous study that state the use of interactive PowerPoint media can also make 
learning time more efficient, with the help of PowerPoint the teacher does not need to write learning 
material on the blackboard (Zain & Pratiwi, 2021). The media used in the learning process has wide 
distribution power such as Powerpoint in the form of files, this type of media has wide distribution power 
because it can be integrated with the internet which can be accessed by anyone and only requires a device 
to operate it (Pakpahan & Mawati, 2020; Shigli et al., 2016). Other study state by using learning media can 
help teachers provide the same stimulation, equate experiences and generate the same perceptions, 
because if the teacher only conveys material verbally (lectures), students will receive it differently 
depending on the perceptions of the students themselves and their respective experiences, where each 
student has different perceptions and experiences (Wahidin, 2018). 

The effectiveness of the developed interactive PowerPoint media can be seen from the student 
learning outcomes. The learning outcomes are obtained from test results which are assessed from the 
aspects of knowledge, skills, and attitudes. Based on the learning outcomes that have been achieved, it 
appears that learning using interactive PowerPoint media can help students understand the material so as 
to obtain very good results. The developed interactive PowerPoint media presents problems related to the 
subject matter that will be mastered in a concrete and comprehensive manner. The use of learning media 
in the orientation of the learning achievement stage really helps the effectiveness of the learning process 
and the delivery of the content of learning messages (Noviana et al., 2020; Suwartono & Aniuranti, 2019). 
Interactive powerpoint media can make students more active, focus on the learning process, and also foster 
a sense of fun in the learning process. Students can use interactive PowerPoint media according to their 
needs in the learning process so that they can improve student learning outcomes (Anwar et al., 2020; Putri 
& Nurafni, 2021). However, this research also has some limitations. One of the results from the development 
of PowerPoint interactive media may only apply to grade IV in elementary schools which is the focus of the 
research. Generalizability of results to a wider range or different levels of education may be limited. In 
addition, this study may not have sufficient time to observe the long-term impact of using PowerPoint 
interactive media on fourth grade learning. Long-term effects may require a longer period of research. 

 

4. CONCLUSION 

Validation on the material and media aspect obtained a value of good category. The results of the 
practicality test by the teacher obtained very practical category. The practicality test results for students 
obtained a very practical category. The effectiveness test on student learning outcomes in the knowledge 
aspect at Padang experimental elementary school obtained good and very good category. The skill aspect 
at Padang Experimental Elementary School earned a score with very good predicate, while at Padang Pasir 
05 SDN earned a score with very good predicate. The attitude aspect at Padang Experimental Elementary 
School obtained a very good predicate, while at Padang Pasir 05 SDN obtained a score with an very good 
predicate. 
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