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A B S T R A K 

Penggunaan media pembelajaran di sekolah yang kurang optimal mengakibatkan 

aktivitas siswa menjadi kurang aktif mengikuti pembelajaran, sehingga diperlukan 

media yang dapat memotivasi siswa. Tujuan penelitian ini adalah untuk menganalisis 

produk berupa media pembelajaran interaktif berbasis model pembelajaran PBL yang 

valid dan layak digunakan pada tema 9 subtema 3 untuk kelas V SD. Jenis penelitian ini 

adalah penelitian pengembangan dengan menggunakan model ADDIE. Subjek 

penelitian ini adalah validitas media pembelajaran interaktif berbasis model 

pembelajaran PBL. Metode pengumpulan data yang digunakan adalah dengan 

memberikan instrumen non-tes kepada ahli media dan materi, serta guru dan siswa di 

tiga SD. Instrumen yang digunakan pada penelitian ini berupa angket. Metode analisis 

data penelitian pengembangan ini dilakukan dengan teknik analisis deskriptif kualitatif 

dan kuantitatif. Hasil penelitian ini menunjukkan bahwa diperoleh prensentase sebesar 

84,89 % oleh ahli media dan 82,67 % oleh ahli materi, sedangkan tanggapan guru dari 

ketiga SD menunjukkan presentase sebesar 96 %, 82 %, 96 % dan tanggapan siswa dari 

ketiga SD menunjukkan presentase sebesar 97,39 %, 96,09 %, 97,5 %. Sehingga dapat 

disimpulkan bahwa media pembelajaran interaktif sangat valid dan sangat layak untuk 

digunakan. 

 

 

A B S T R A C T 

The background that drives this research is that teachers are less than optimal in using instructional media in the learning 

process. Lack of use of learning media results in less active and passive student activities, so that students' understanding of 

the material is still lacking. This research aims to produce a product in the form of interactive learning media based on the 

PBL learning model that is valid and suitable for use in theme 9 sub-themes 3 for grade V SD. This type of research and 

development uses the ADDIE model. The data collection instrument in this study used a questionnaire. The method of data 

analysis in this research and development was carried out by using qualitative descriptive analysis techniques and 

quantitative descriptive analysis. Media experts and material experts validated that interactive learning media products 

developed were validated, showing the percentage of 84.89% and 82.67% were categorized as "very valid and very suitable 

for use". Meanwhile, the teacher responses from the three primary schools showed a percentage of 96%, 82%, 96% were 

categorized as "very valid and very suitable for use", and the responses of students from the three primary schools showed a 

percentage of 97.39%, 96.09%, 97.5 % in the category "very valid and very worthy of use". So it can be concluded that 

interactive learning media is very valid and very feasible to use. 

 
 

Introduction 

Education has a very important role and cannot be separated from today's life, the government through 

the minister of education is developing the 2013 curriculum by emphasizing thematic learning that is applied in 

schools starting in the 2013/2014 school year (Amelia & Saputra, 2017; Kurniasari, 2017; Purwanti, 2017). 

Thematic learning is given to bring together curriculum content into intact units or units and make learning more 

meaningful and easy for students to understand. Thematic learning can be effective and efficient by using 

various learning media in the classroom as a learning resource. 
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Based on the results of observations made on three elementary schools, namely SD Negeri Sudo on 

September 27, 2019, SD Negeri 01 Kaliombo on September 28, 2019, and SD Negeri 02 Kaliombo on October 

4, 2019 in Rembang Regency, it was found that the results of the interview showed that the teacher had a 

problem. The same regarding the learning resources used, both thematic books and companion books. In 

learning activities, teachers do not apply material with learning media in the classroom environment. Less 

optimal use of learning media results in student activities becoming less active and passive so that students' 

understanding of the material is still lacking (Citrasmi et al., 2016; Maufur & Lisnawati, 2017; Ulfah & 

Soenarto, 2017). 

Seeing that there are supporting facilities from each school such as LCD, speakers, and the internet, 

efforts can be made to overcome the above problems, using interactive learning media. In addition, teachers are 

also skilled in operating computers. It is possible if interactive learning media are used as an alternative to 

optimizing the learning process, especially in thematic learning (Maharani & Kartini, 2019; Sari & Suswanto, 

2017; Sofyan et al., 2018). 

According to Prayogo (Riani et al., 2015; Setyaningsih et al., 2020; Yuniarni et al., 2020) Interactive 

learning media is a medium that is combined from various elements such as text, photos, sound, animation, and 

video, which is equipped with a controller that the user can operate to convey the contents of teaching material 

which includes books, tape recorders, cassettes, video cameras. , video recorders, films, slides, photos, pictures, 

graphics, television, and computers. This interactive media can be a learning medium that involves children's 

cognitive, affective, and psychomotor sides. Interactive learning media can make the learning process more 

interesting, more interactive, the amount of time can be reduced, the quality of student learning can be improved, 

the teaching and learning process can be done anywhere and anytime, and student learning attitudes can be 

improved. Interactive learning media can help students solve problems with critical thinking skills so that factors 

that can stimulate these abilities are needed, such as selecting learning models. 

In this research and development, the researcher chose the PBL learning model as a complement in 

using interactive learning media. According to (Istiandaru et al., 2015; Juliawan et al., 2017; Wajdi, 2017), the 

PBL learning model is a learning approach that has the advantage of using real-world problems as a context for 

students to learn about critical thinking and problem-solving skills and to gain knowledge and concepts that are 

the essence of subject matter, so that the learning obtained by students is more meaningful. The steps for the 

PBL learning model are as follows: (1) student orientation to problems, (2) organizing students to learn, (3) 

guiding individual and group investigations, (4) developing and presenting work, (5) analyzing and evaluating 

the problem-solving process (Han & Rosli, 2016; Ratnawati et al., 2020; Sumarni et al., 2016).  

Several relevant studies support this research. The first research conducted by (Akbar, 2019), who get 

the results based on material expert validation, media expert validation, and interactive multimedia trial results 

on human respiratory system material, is declared very feasible and can be implemented in learning. Both studies 

were carried out by (Sutarno & Mukhidin, 2013), who get the results that the interactive multimedia-based 

learning model with the principles of learning technology can make students' interest in learning increase process 

feels interesting and fun. The three studies conducted by (Rohati et al., 2018), who get the result that the 

developed mathematics comic learning media based on problem-based learning (PBL) is included in the good 

media quality category. 

The research carried out has a research objective, namely to analyze the development of a study 

program in interactive learning media based on PBL learning models on theme 9 sub-themes 3 for fifth-grade 

elementary schools.   

 

Method 

This research is a research and development (research and development). Research and development is 

a research method used to produce certain products and test the effectiveness of these products. This type of 

research and development uses the ADDIE model. The ADDIE model consists of five stages of activity: 

analysis, design, development, implementation, and evaluation. 

This research is interactive learning media based on the PBL learning model on theme 9 sub-theme 3 

for fifth-grade elementary schools. This research was conducted in the fifth grade of elementary schools, namely 

SD Negeri Sudo, SD Negeri 01 Kaliombo, and SD Negeri 02 Kaliombo. This research was conducted in June 

2020. 

The data collection method used was by giving questionnaires to media experts, material experts, 

teachers, and students in three schools. The data collection instruments used by researchers in research and 

development were in the form of a questionnaire consisting of a media expert validation questionnaire, a 

material expert validation questionnaire, a teacher response questionnaire, and a student response questionnaire. 
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The data obtained based on a questionnaire given to media experts, material experts, teachers, and 

students in three schools were analyzed by calculating the average score obtained. The data analysis used was 

quantitative descriptive analysis to calculate the percentage of validation results and qualitative descriptive 

analysis to analyze the responses of teachers and students. 

 

Result and Discussion 

The product developed in this study is interactive learning media with the theme of 9 sub-themes 3 for 

the fifth-grade elementary school. This research and development use the stages of the ADDIE development 

model. This model consists of five stages: analysis, design, development, implementation, and evaluation. 

The first step in the analysis is to identify the problem. This analysis was carried out directly with fifth-

grade students and teachers as a basis for determining the problems faced. Based on the results of this analysis, 

the same problems were found regarding the learning resources used by the teacher. Therefore, it is necessary to 

develop interactive learning media as a solution. 

In the second stage, the researcher designed the developed media. Interactive learning media is designed 

using computer software. It is in line with (Kirna, 2012; Sutarno & Mukhidin, 2013; Yuniarni et al., 2020). 

Interactive learning media is computer-based learning media consisting of text, graphics, audio, and video 

created, packaged, presented, and used interactively through computers. The design of interactive learning media 

includes the stages of determining the material, making media designs, and compiling quizzes and answers. 

The third stage is development. At this stage, it begins with making interactive learning media products. 

Interactive learning media products on theme 9 sub-theme 3 for fifth-grade elementary school are packaged on a 

CD. It is following Kustandi's opinion (Bahtiar, 2019; Fais et al., 2019; Laily et al., 2019) that learning media are 

used to convey material in the form of books, tape recorders, cassettes, video cameras, video recorders, films, 

slides, photos, pictures, graphics, television, and computers. 

Furthermore, the researcher corrected the interactive learning media design results that had been 

compiled before being validated. If it was appropriate, then it was ready to be validated. This validation was 

carried out by media experts and material experts consisting of three experts. The graph of the questionnaire 

assessment of media experts and material experts can be seen in Figure 1. 

 
Figure 1. Graph of Media Expert and Material Expert Assessment 

 

Based on Figure 1 that the average assessment of the media expert questionnaire on interactive learning 

media from the three experts reached a percentage of 84.89%, and the average assessment of the material expert 

questionnaire on interactive learning media from the three experts reached a percentage of 82.67%, it can be 

concluded that the media interactive learning is very valid and very feasible to use in learning. 

The fourth stage is implementation. At this stage, the product will be thoroughly tested in fifth grade SD 

Negeri Sudo, SD Negeri 01 Kaliombo, and SD Negeri 02 Kaliombo. At this stage, a questionnaire is distributed 

to find out the feasibility of the product. 

The fifth stage is evaluation. At the trial stage, a product assessment was obtained, manifested in teacher 

response questionnaires and student response questionnaires. The data from the questionnaire were then 

described into quantitative data to be transformed into qualitative data. The teacher response questionnaire graph 

can be seen in Figure 2. 
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Figure 2. Teacher Response Graph 

 

Based on Figure 2, the average teacher response questionnaire assessment reaches a percentage of 

82.67%. It can be concluded that interactive learning media is very valid and very suitable for learning. 

Following these average results, the teacher said that interactive learning media was very interesting, practical, 

and easy to use in explaining the material to increase students' activeness and understanding of the learning 

material. It is in line with research conducted by (Kirna, 2012; Sutarno & Mukhidin, 2013; Yuniarni et al., 2020) 

that the application of interactive media in the learning process is very good because it is following the world of 

today's children who are more interested in learning materials in moving and colorful images, so this media is 

good for use in explaining and understanding the material. 

Meanwhile, the student response questionnaire was given after students observed and used interactive 

learning media. It is following the opinion expressed by (Firdaus et al., 2020; Heru & Yuliani, 2020; Yuniarni et 

al., 2020) that learning is a process of changing behavior to achieve various knowledge, skills, and attitudes 

through a series of learning activities, for example by reading, observing, and listening. The graph of the student 

response questionnaire can be seen in Figure 3. 

 

 
Figure 3. Student Response Graph 

 

Based on Figure 3, the average student response questionnaire assessment reaches a percentage of 

96.99%. It can be concluded that interactive learning media is very valid and feasible to use. Students consider 

that interactive learning media is very attractive and practical so that students like it and find it easy to 

understand the material. It is following the research conducted by (Ashfahany et al., 2017; Kirna, 2012; Putra & 

Sujarwanto, 2017) that interactive learning media can help process learning activities and facilitate the 

absorption of material besides that this media is said to be interesting, funny, and fun. 

The results of the development of interactive learning media are, first, the start page that appears when 

the program is started, this page contains the kids background, the words "Interactive Learning Media with the 

theme 9 Human and Objects in their Environment" and several menu options that are equipped with buttons to 

run such as instructions, start, profile and exit. Second, the instruction page contains instructions for the use of 

each button on interactive learning media. Third, the menu page has music and three menu options such as basic 
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competencies, materials, quizzes, and exit. Fourth, the basic competency page displays basic competencies on 

theme 9, sub-theme 3, home button, and exit button. Fifth, the material page displays 6 material choices on the 

theme of 9 sub-themes 3, the home button, and the exit button. The material is displayed in the form of a short 

video. Sixth, the quiz page displays instructions for use, questions, and quiz results. 

The use of interactive learning media can encourage student activity and motivation. It is in line with 

the research results (Kirna, 2012; Sutarno & Mukhidin, 2013; Yuniarni et al., 2020) that interactive learning 

media gets a positive response it is said that students like this media. In addition, this interactive learning media 

was developed as an alternative source of student learning used independently and in groups. It is in line with the 

opinion expressed by (Ashfahany et al., 2017; Kirna, 2012; Putra & Sujarwanto, 2017) that interactive 

multimedia has the advantage that it can be used for independent and classical learning so that students with 

various levels of ability can use it without feeling difficult because it is equipped with instructions for use. 

In this research and development, the researcher chose the PBL learning model as a complement in 

using interactive learning media. According to (Istiandaru et al., 2015; Juliawan et al., 2017; Wajdi, 2017), the 

PBL learning model is a learning approach that has the advantage of using real-world problems as a context for 

students to learn about critical thinking and problem-solving skills and to gain knowledge and concepts that are 

the essence of subject matter, so that the learning obtained by students is more meaningful. The steps for the 

PBL learning model are as follows: (1) student orientation to problems, (2) organizing students to learn, (3) 

guiding individual and group investigations, (4) developing and presenting work, (5) analyzing and evaluating 

the problem-solving process (Han & Rosli, 2016; Ratnawati et al., 2020; Sumarni et al., 2016).  

Several relevant studies support this research. The first research conducted by (Akbar, 2019), who get 

the results based on material expert validation, media expert validation, and interactive multimedia trial results 

on human respiratory system material, is declared very feasible and can be implemented in learning. Both studies 

were carried out by (Sutarno & Mukhidin, 2013), who get the results that the interactive multimedia-based 

learning model with the principles of learning technology can make students' interest in learning increase process 

feels interesting and fun. The three studies conducted by (Rohati et al., 2018) get the result that the developed 

mathematics comic learning media based on problem-based learning (PBL) is included in the good media quality 

category. 

 

Conclusion 

Based on the results of research and discussion, it can be concluded that interactive learning media is 

very valid and very suitable for use in learning. Interactive learning media products on theme 9 sub-theme 3 for 

fifth-grade elementary school are packaged on a CD. Interactive learning media is also equipped with animation, 

video, sound effects, and instructions to make it easier to use. The learning created is not boring and can attract 

students' attention. The research results that have been carried out in three elementary schools, namely SD 

Negeri Sudo, SD Negeri 01 Kaliombo, and SD Negeri 02 Kaliombo, the researcher suggests that schools, 

especially teachers, can use interactive learning media as a learning resource. 
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