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A B S T R A K 

Perubahan pembelajaran tatap muka menjadi pembelajaran online yang membuat 

guru kesulitan dalam menciptakan pembelajaran yang baik. Hal ini menyebabkan 

hasil belajar siswa menjadi rendah karena siswa mengalami kesulitan dalam belajar. 

Penelitian ini bertujuan untuk mengembangkan bahan ajar berbasis Google 

Classroom yang sesuai untuk pembelajaran bahasa Indonesia pada tema 3 subtema 1 

untuk kelas IV di sekolah dasar. Jenis penelitian ini adalah penelitian pengembangan 

yang menggunakan model ADDIE. Subjek penelitian yaitu 3 orang ahli dari validator 

ahli media, validator ahli bahasa, dan desain pembelajaan. Sampel penelitian 

sebanyak 32 siswa. Metode yang digunakan untuk menganalisis data yaitu observasi, 

wawancara, dan kuesioner. Instrument yang digunakan dalam mengumpulkan data 

yaitu kuesioner. Teknik yang digunakan untuk menganalisis data penelitian yaitu 

analisis deskriptif kualitatif dan kuantitatif. Hasil penelitian yaitu validasi ahli desain 

menunjukkan angka rata-rata 4,6 yang dikategorikan sangat valid; validasi ahli video 

pembelajaran menunjukkan rata-rata 4,75 yang juga tergolong sangat valid. Hasil 

validasi video kajian ahli bahasa dan ahli juga menunjukkan hasil yang sangat valid 

dengan rerata masing-masing 4,35 dan 4,65. Selain itu, hasil validasi ahli e-book 

learning dan video pembelajaran diperoleh skor rata-rata 4,6 dan 4,55, dan kedua 

angka tersebut tergolong sangat valid. Terakhir, penilaian kepraktisan guru terhadap 

bahan ajar diperoleh rata-rata 3,45 dan tergolong sangat praktis. Dapat disimpulkan 

bahwa bahan ajar berbasis Google Classroom yang sesuai untuk pembelajaran 

bahasa Indonesia layak diterapkan dalam proses pembelajaran. implikasi penelitian 

ini yaitu bahan ajar yang dikembangkan dapat digunakanoleh guru untuk 

memudahkan siswa dalam belajar Bahasa Indonesia. 

A B S T R A C T 

The change from face-to-face learning to online learning makes it difficult for teachers to create good learning. This causes 

student learning outcomes to be low because students have difficulty in learning. This study aims to develop Google 

Classroom-based teaching materials suitable for learning Indonesian on theme 3 sub-theme 1 for grade IV in elementary 

schools. This type of research is development research that uses the ADDIE model. The research subjects are 3 experts from 

media expert validator, linguist validator, and learning design. The research sample was 32 students. The methods used to 

analyze the data are observation, interviews, and questionnaires. The instrument used in collecting data is a questionnaire. 

The technique used to analyze the research data is descriptive qualitative and quantitative analysis. The study results, namely 

the validation of design experts, showed an average number of 4.6, which was categorized as very valid; the expert validation 

of the learning video shows an average of 4.75, which is also classified as very valid. The results of video validation studies 

of linguists and experts also show very valid results with an average of 4.35 and 4.65, respectively. In addition, the results of 

expert validation of e-book learning and learning videos obtained an average score of 4.6 and 4.55, and both numbers are 

classified as very valid. Finally, the teacher's assessment of the practicality of teaching materials obtained an average of 3.45 

and is classified as very practical. It can be concluded that Google Classroom-based teaching materials suitable for learning 

Indonesian are feasible to be applied in the learning process. This research implies that teachers' teaching materials can be 

used by teachers to facilitate students in learning Indonesian. 
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1. INTRODUCTION 

Thematic learning is integrated learning that emphasizes student involvement in learning activities 

(Anshory, 2020; Candra, Sulistya, & Prasetyo, 2018; Kumalasani, 2018; F. Pratama, Firman, & Neviyarni, 

2019). The implementation of integrated thematic learning in grades I, II, III of Elementary School unites 

various subjects under one theme, such as Citizenship Education, Indonesian Language, Mathematics, and 
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Cultural Arts and Crafts, while religion, physical education, and sports are separated from the theme (Putri & 

Desyandari, 2019; Sari, Akbar, & Yuniastuti, 2018; Winaya, 2018). In grades IV, V, VI SD, thematic lessons are 

a combination of various subjects in one theme such as Citizenship Education, Indonesian Language, Social 

Sciences, Science, and Cultural Arts and Crafts (Candra et al., 2018; Hidayati, 2016; Izati, Wahyudi, & 

Sugiyarti, 2018). The implementation of learning activities is expected to help students to develop their abilities. 

One of the most essential lessons for elementary school students is Indonesian. 

Indonesian language learning emphasizes language competence as a communication tool to convey 

ideas, thoughts, and opinions (Asna & Mimi, 2016; Joyo, 2018; Susanti, Sumantri, & Sudana, 2018). Mastery of 

language is essential to be understood by students to facilitate mastery of other sciences (Puspitasari, 2018; 

Rosdiana, Kusmariyatni, & Widiana, 2013). Accurate and precise use of language is essential for everyone 

because language is a medium of communication between people around the world (Alias, Manan, Yusof, & 

Pandian, 2012; Mohammadi, Moenikia, & Zahed-Babelan, 2020; Rap & Blonder, 2017).  Learning Indonesian at 

the State Elementary School and Madrasah Ibitidaiyah levels are directed at developing students' ability to 

communicate. Accurately and correctly, both in written and oral form (Agathi Dian, Kristiantari, & Ganing, 

2015; Dewi, Kristiantari, & Ganing, 2019; Irwandi, 2020). There is a fundamental change in the 2013 

Curriculum, especially in learning Indonesian, which occurs in determining language units as the basis for 

learning materials. 

The current problem is the change from face-to-face learning to online learning, making it difficult for 

teachers to create good learning (Ayuni, Marini, Fauziddin, & Pahrul, 2021; Batubara & Batubara, 2020; 

Mamluah & Maulidi, 2021). This is due to the Covid-19 pandemic. This transition is intended to support 

government policies in preventing the spread of the virus so that students are required to study from home only 

(Atmojo & Nugroho, 2020; Simamora, 2020; Susmiati, 2020). As a result, students' social interactions have only 

been done with family members at home. This condition encourages students to communicate in a less formal 

language so that students' excellent and accurate Indonesian language skills are considered very low (Kurniawan, 

Wijayanti, & Hawanti, 2020). 

Based on observations made at SD Negeri 03 Pontianak Selatan with fourth-grade elementary school 

teachers, information was obtained that the learning process during the COVID-19 pandemic was still carried out 

online. The time used for learning activities is short, about 25-30 minutes for 1 hour of lessons, so not all lesson 

content can be taught directly. This causes students' Indonesian language skills to be low, as evidenced by the 

daily assessment on Theme 3 material that does not reach the school KKM. In addition, online learning materials 

prepared by teachers also proved to be less attractive and unclear to students. This information was obtained 

from a questionnaire given to students via Google Form. The teacher gave many assignments to students after 

the learning material, which resulted in many students feeling less motivated in doing these assignments. These 

tasks are ultimately done by other people, such as parents or siblings of students, and not by themselves. The 

questionnaire findings revealed that students wanted a change in the teaching materials used by the teacher. As 

many as 74% of students are interested in learning to use e-books, and 29.6% of students are interested in 

learning to use learning videos. 

Mastery of language will make it easier for people to communicate effectively to convey ideas, express 

feelings, and solve various problems (Mohammadi et al., 2020; Paul & Singh, 2020). As the official language of 

Indonesia, Indonesian is considered one of the most important languages to master (Hasanah, Nurjaya, & Astika, 

2017; Widayanti, Sutama, & Wisudariani, 2019). This causes teachers to be prepared for learning carefully to 

achieve goals according to competency standards, required competencies, and indicators (Boesdorfer, 2015; 

Riyanti, Suciati, & Karyanto, 2018; Tsai, Lin, Hong, & Tai, 2018). The components included in teaching and 

learning activities are learning objectives, learning methods, media, teaching materials, evaluations, students, 

and educators (Li, Hwang, Chen, & Lin, 2021; Partovi & Razavi, 2019; Sadeghi & Sadeghi, 2012). Good 

learning will make it easier for students to understand the learning material. 

The solution offered to overcome these problems is developing innovative teaching material that makes 

it easier for students to learn languages. Digital teaching materials will make it easier for students to learn 

independently (Irwansyah, Lubab, Farida, & Ramdhani, 2017b; Liu, Kong, Jiang, & Li, 2021; Neppala et al., 

2018). Interactive modules can also increase students' enthusiasm for learning (Hamdunah, Yunita, Zulkardi, & 

Muhafzan, 2016). One popularly used application is Google Classroom (Kurniawati, Santanapurba, & 

Kusumawati, 2019; Mahitsa & Mahardini, 2020). Electronic applications used in learning should have features 

that can organize and collect student assignments automatically. The various subject matter contained in the 

teaching materials supports the learning process. Teaching materials also consist of learning materials consisting 

of knowledge, skills, and attitudes that students must learn to achieve predetermined competency standards 

(Perdana, Sarwanto, Sukarmin, & Sujadi, 2017; Rasmawan, 2018). The development of teaching materials is 

needed according to student needs, curriculum demands, regional characteristics, and learning problem-solving 

demands (Diantari, Damayanthi, Sugihartini, & Wirawan, 2018; Herawati & Muhtadi, 2018). 



Siti Halidjah1, Rio Pranata2 (2021).  Journal of Education Technology. Vol. 5(2) PP. 298-306 

 

 
p-ISSN : 2549-4856, e-ISSN : 2549-8290                      300 

Previous research findings stated that interactive modules could help students with learning difficulties 

(Kimianti & Prasetyo, 2019; Laili, Ganefri, & Usmeldi, 2019; Udayana, Wirawan, & Divayana, 2017). Other 

research findings also state that interactive modules can improve student learning outcomes (Canboy, Montalvo, 

Buganza, & Emmerling, 2016; Hamid, Lee, Taha, Rahim, & Sharif, 2021). There is no study on developing 

Indonesian language teaching materials based on Google Classroom in elementary schools. This research aims to 

develop Indonesian language teaching materials based on Google Classroom in elementary schools. Through the 

development of these teaching materials, it is hoped that teaching materials will be produced that are suitable for 

use by students to communicate, convey ideas, provide thoughts and opinions correctly and adequately.   

 

2. METHOD 

This type of research is development research. The method used in this study is the Research and 

Development Method which is supported by the ADDIE model, namely analysis, design, development, 

implementation, and evaluation (Wulandari, Sudatha, & Simamora, 2020).  The development design is 

presented in Figure 1. 

 

ANALYSIS  1. Conducting a preliminary study related to the teaching materials used 

by the teacher. 

2. Answering questions, such as: 

a. What forms of teaching materials can facilitate learning activities 

and attract learning interest and reading interest in students? 

b. Are the new form of teaching materials supported by facilities to be 

applied? 

3. Analyzing and determining basic competencies. 

 

 

a. Determining indicators and learning objectives. 

b. Designing electronic books. 

c. Creating learning videos. 
DESIGN  

 

 

1. Creating teaching materials for electronic books and instructional videos. 

2. Inquiring validation from design, learning and language experts. 

3. Revising according to comments and suggestions. 

4. Confirming the revision results to the validators 

DEVELOPMENT  

 

 

 

IMPLEMENTATION  1. Teaching materials are used by small groups. 

2. Teaching materials are used by large groups. 
 

 

1. Distributing and calculating the results of the practicality assessment 

sheet for teachers' teaching materials. 

2. Distributing and calculating the practicality questionnaire results of 

teaching materials for students. 

3. Conducting interviews with teachers and students. 

EVALUATION  

 

 

Figure 1. ADDIE Development Model in E-books and Instructional Videos 

 

This research was conducted at SDN 03 Pontianak. The subjects in this study were all fourth-grade 

students who had studied the learning material for Theme 3. The researcher took a sample of 32 students. The 

research subjects are three experts from media expert validator, linguist validator, and learning design. The 

methods used to analyze the data are observation, interviews, and questionnaires. Observations and interviews 

were conducted to analyze the problems that were happening in the field. Questionnaires were used to collect 

assessment data given by experts and students. The instrument used in collecting data is a questionnaire. The 

techniques used to analyze the research data are qualitative descriptive analysis, quantitative, and inferential 

statistics. This technique is a qualitative descriptive analysis used to process data from the results of trials from 

experts based on the input provided. The quantitative descriptive analysis technique is used to process data from 

trials from experts based on the assessment given. Then, the calculation results are transcribed into a table of 

levels of validity criteria, which can be seen in the table with a range of 0.8 below. 

http://u.lipi.go.id/1486478977
http://u.lipi.go.id/1488121543
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3. RESULT AND DISCUSSION 

This study's development of Indonesian language teaching materials uses the ADDIE model for Theme 

3 Sub-theme 1 in Class IV SDN 03 South Pontianak. The ADDIE model consists of five stages: Analysis, 

Design, Development, Implementation, and Evaluation. A brief explanation of these stages is as follows. The 

first stage is analysis. The analysis is the initial stage for researchers to start product development. In this case, 

the material is in the form of an electronic book equipped with learning videos. In the analysis stage, interviews 

with classroom teachers were conducted to achieve these results, then distributed a questionnaire on teachers 

and students' need for teaching materials via Google Form. From the results of interviews, it was obtained data 

that indirect learning caused several obstacles, such as the short delivery time of learning materials. Some 

subject matter is not taught by the teacher directly. Teachers must be able to overcome the problem of short time 

so that students can learn optimally. In addition, the media for delivering learning materials must also make it 

easier for teachers to control students. Teachers should make teaching materials that make it easier for students 

to learn independently because of the limited time to deliver all learning materials. Furthermore, researchers 

found problems in the teaching materials used by students, especially teaching incomplete materials, making it 

difficult for students to study independently. Finally, students also need interesting teaching materials both 

visually and audiovisually. Based on the teacher's information regarding the incompleteness of teaching 

materials in Indonesian language learning, the researchers then distributed a questionnaire on the needs of 

teaching materials for students to obtain other information. The researchers found that 70.4% of students were 

interested in learning to use e-books, and 29.6% of students were enthusiastic about learning videos from the 

questionnaire that students filled out via Google Form. 

The second stage designs. At this stage, the activities carried out make attractive designs and 

complement existing teaching materials so that students are more interested in reading to obtain more 

information. Researchers' electronic books are considered very interactive, making it easier for students to learn 

these subjects. At this stage, the researcher made an attractive learning video design to make students more 

enthusiastic about learning. The subject matter delivered via video is adapted to the subject matter in the 

electronic book. Learning videos describe the subject matter as a whole and are presented using words that 

students easily understand. The media design created is presented in Figure 2.  

 

Figure 2. Desifn E-book and Learning video 

 

 The third stage is development. At this stage, the development of electronic book drafts and learning 

videos was carried out. development of electronic books and learning videos adapted to the designs that have 

been made previously. The results of the development are presented in Figure 3. 

 

Figure 3. Electronic Teaching Materials developed 

 

After the Electronic Book has been successfully developed, the next step is to test the validity of the 

media that has been developed. At this stage, the electronic book and learning video draft was assessed by three 

design, language, and learning experts to carry out the validation process. The validation process was carried out 
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Result 1 Result 2 Result 3 Result 4 Result 5 Result 6 

twice by design experts, linguists, and learning experts, with the following results. 

 

Graph 1. The Experts’ Validation Result in First and Second Stage 

 

As can be seen from the graph above, the Validation Results 1-6 are the Validation of e-book design 

experts, learning video design experts, e-book language experts, learning video experts, e-book learning experts, 

and expert Validation on learning videos. Design expert validation shows an average score of 4.6, which is 

categorized as very valid; the expert validation of the learning video shows an average of 4.75, which is also 

very valid. The results of video validation studies of linguists and experts also show very valid results with an 

average of 4.35 and 4.65, respectively. In addition, the results of expert validation of e-book learning and 

learning videos obtained an average score of 4.6 and 4.55, and both numbers are classified as very valid. Finally, 

the teacher's assessment of the practicality of teaching materials obtained an average of 3.45 and is classified as 

very practical. From these results, it can be concluded that the developed media in the form of Electronic Books 

get very good qualifications so that they are feasible to be applied in the learning process. Some inputs given by 

experts are that the author must pay attention to the title of the chosen theme and sub-theme so that the cover 

design can display these two elements, adjust the selection of images with the theme and sub-theme. The 

author's name should also be written on the cover of the book. Researchers conduct product revisions to produce 

quality products. The results of the product revision are presented in Figure 4. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Figure 4. Results of the revised Electronic Teaching Materials developed 

 

Based on the results of data analysis, it can be concluded that the teaching materials in the Indonesian 

Language class Theme 3 Subtheme 1 Class IV based on Google Classroom are suitable for student learning to 

get very good qualifications so that they are feasible to apply this is due to several factors. First, the developed 

electronic teaching materials make it easier for students to learn languages. These electronic teaching materials 

were developed according to the characteristics of students, making it easier for students to understand the 

information presented in these teaching materials. Teaching materials adapted to students will make it easier for 

students to learn (Resita & Ertikanto, 2018; Seruni, Munawaroh, Kurniadewi, & Nurjayadi, 2020). The addition 

http://u.lipi.go.id/1486478977
http://u.lipi.go.id/1488121543
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of examples in the form of pictures or illustrations will make it easier for students to understand the learning 

material (Boyd, 2019; Irwansyah, Lubab, Farida, & Ramdhani, 2017a; Komikesari et al., 2020). Good use of 

language will also make it easier for students to understand learning materials (Mohammadi et al., 2020; Paul & 

Singh, 2020).  

Second, the electronic teaching materials developed are exciting to increase the enthusiasm of students 

in learning. Learning materials that are packaged very attractively will increase students' enthusiasm in learning 

(Linda et al., 2018; Yulando, Sutopo, & Franklin Chi, 2019). This is because students have a visual learning 

style so that something interesting for students will be able to increase enthusiasm and motivate students to learn 

(Nena, Wiyasa, & Ganing, 2013; D. Pratama, Wardani, & Akbar, 2018; Zhao & Wu, 2021). Teachers who 

prepare learning media or fun learning models will increase students' enthusiasm for learning (Li et al., 2021; 

Partovi & Razavi, 2019; Sadeghi & Sadeghi, 2012). Good learning will make it easier for students to understand 

the learning material. Digital teaching materials will make it easier for students to learn independently 

(Irwansyah et al., 2017b; Liu et al., 2021; Neppala et al., 2018). The electronic application used also has 

practical features to make it easier for students to learn. 

The findings of previous studies also stated that E-modules could attract students in learning (Imansari 

& Sunaryantiningsih, 2017; Khasana, Parmiti, & Sudatha, 2018; Kimianti & Prasetyo, 2019). Other research also 

states that interactive modules can improve student learning outcomes (Aryawan, Sudatha, & Sukmana, 2018; 

Herawati & Muhtadi, 2018; Irwandani, Latifah, Asyhari, Muzannur, & Widayanti, 2017). It can be concluded 

that interactive and engaging modules can facilitate students ' learning. The development of these teaching 

materials can be further developed to test their effectiveness. This research implies that the developed electronic 

teaching materials can be used by teachers in learning to facilitate learning, especially in Indonesian subjects. 

 

4. CONCLUSION 

Teaching materials in the Indonesian Language class Theme 3 Subtheme 1 Class IV based on Google 

Classroom received very good qualifications from experts. It can be concluded that the teaching materials in the 

Indonesian class are feasible to be applied in the learning process. It is recommended for teachers to use 

interactive and exciting teaching materials to help students learn Indonesian so that it will have an impact on 

increasing student learning outcomes. 
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