Journal of Education Technology

Volume 7, Number 2, 2023 pp. 289-298

P-ISSN: 2549-4856 E-ISSN : 2549-8290

Open Access: https://ejournal.undiksha.ac.id/index.php /JET

Panpuzfape Media to Improve Thematic Learning Outcomes of
Grade V Elementary School Students

I Nengah Arya Dana Putra®®, | Gusti Ayu Tri Agustiana?, Kadek Ari Dwiarwati® @

1.2 Department of Primary Teacher Education, Ganesha University of Education, Singaraja, Indonesia

ARTICLE INFO ABSTRAK

Kurangnya media yang digunakan dalam pembelajaran dapat berpengaruh terhadap
Article history: rendahnya hasil belajar siswa. Penelitian ini memiliki empat tujuan, yaitu
Received January 10, 2023 menghasilkan rancang bangun media panpuzfape pada tema peristiwva dalam

Revised January 11, 2023
Accepted May 12, 2023
Available online May 25, 2023

kehidupan, menganalisis validitas isi media panpuzfape pada peristiva dalam
kehidupan, menganalisis kepraktisan siswa pada media panpuzfape pada tema
peristiva dalam kehidupan, dan menganalisis efektivitas pengembangan media
panpuzfape pada tema peristiwa dalam kehidupan untuk meningkatkan hasil belajar

I\K/I?etjai;;;'gguzfape, Hasil siswa kelas V di Sekolah Dasa_r. Studi pengemb_angan ini_menggungkan mo_del
Belajar, Pembelajaran Tematik ADDIE, yang tersusun atas lima tahapan, yaitu analysis (analysis), design

(perancangan), development (pengembangan), implementation (implementasi), dan
Keywords: evaluation (evaluasi). Studi ini mengambil subjek media panpuzfape, sedangkan objek
Panpuzfape Media, Learning penelitian pengembangan adalah validitas isi media, respon pengguna, dan efektifitas
Outcomes, Thematic Learning media. Metode pengumpulan data yang digunakan yaitu observasi, wawancara,

angket/kuesioner, dan tes. Instrumen yang digunakan untuk pengumpulan data yaitu

DOI: ; ; :
s . . pedoman observasi, lembar rating scale, wawancara, lembar angket/kuesioner.
gtztg;é/do"Om/lo'23887/'et'\'7'2' Metode analisis kuantitatif terdiri dari dua cara yaitu statistik deskriptif dan statistik
. inferensial. Hasil penelitian menunjukan bahwa media panpuzfape bersifat valid
ditinjau dari hasil penilaian ahli, praktis ditinjau dari hasil penilaian praktisi, dan
efektif ditinjau dari hasil uji terhadap siswa.
ABSTRACT

The lack of media used in learning can affect the low student learning outcomes. This study has four objectives, namely to
produce a design of panpuzfape media on the theme of events in life, to analyze the validity of the content of panpuzfape media
on life events, to analyze the practicality of students in panpuzfape media on the theme of life events, and to analyze the
effectiveness of panpuzfape media development on the theme of deep events in order to improve the learning outcomes of fifth
grade students in elementary schools. This development study uses the ADDIE model, which is composed of five stages,
namely analysis, design, development, implementation, and evaluation. This study takes the subject of panpuzfape media, while
the objects of development research are media content validity, user response, and media effectiveness. Data collection methods
used are observation, interviews, questionnaires, and tests. The instruments used for data collection were observation
guidelines, rating scale sheets, interviews, and questionnaires. Quantitative analysis method consists of two ways, namely
descriptive statistics and inferential statistics. The results showed that Panpuzfape media was valid in terms of the results of
the expert's assessment, practical in terms of the results of the practitioner's assessment, and effective in terms of the results of

tests on students.
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1. INTRODUCTION

The rapid development of technology in Indonesia is one of the most important factors in curriculum
change. It is important to understand the history of curriculum development in Indonesia so that we can take useful
lessons to continue to improve the education curriculum in Indonesia (Dzo’ul Milal et al., 2020; Fatimah &
Santiana, 2017). The curriculum in Indonesia has indeed changed many times. But basically the curriculum
changes made by the government are to improve the education system in Indonesia. Even though in every
curriculum must have deficiencies and need to be evaluated and corrected so that educational goals can be achieved
properly. Curriculum development is a dynamic process in prder to respond the demands of government structures
regarding the education process in Indonesia (Abdullah & Maryati, 2019; Julaeha, 2019).

The curriculum is a set of plans and arrangements regarding goals, content, and lessons as well as the
methods used as guidelines for the implementation of learning activities to achieve certain educational goals
(Fadilah & Suparwoto, 2016; Zaini, 2015). The curriculum in this case is expected to provide a balance of cognitive
aspects, effective aspects and psychomotor aspects in a balanced way, so that learning that occurs can balance
these three aspects (Kurniaman & Noviana, 2017; Sinambela, 2017). Learning is a process of regulating and
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organizing the environment around students that can grow and encourage these students to carry out the learning
process (Casnan et al., 2022; Pane & Dasopang, 2017). In the learning process, in order to make it easier for
teachers to convey material to students, a tool or media is needed to support the learning process. This is in line
with the opinion which states that the existence of learning media can assist teachers in delivering learning
material. In addition, the advantages that can be felt by teachers with learning media in the teaching and learning
process are that teachers can present material efficiently and students are more interested in participating in the
learning process (Hasiru et al., 2021; Rejeki et al., 2020).

Learning media is anything that can be used to distribute learning materials, so that they can stimulate
students' attention, interest, thoughts, and feelings in learning activities to achieve educational goals. The
development of learning media greatly influences the development of science and technology (Abdullah &
Maryati, 2019; Tafonao, 2018). Learning media can also be interpreted as tools or means to convey learning
messages to reconstruct visual or verbal information (Hasanah, 2020; Maghfiroh & Shofia Suryana, 2021).
Learning media is very necessary for students, especially elementary schools. Elementary school students have
characteristics that are easier to understand something that is real or concrete. This is in line with the opinion which
states that concrete objects will really help students to approach the real situation. The use of concrete objects
themselves in the learning and teaching process is mainly aimed at introducing a particular unit of study and the
work process of a particular object of study or parts and other aspects needed by the student (Saputro et al., 2021;
Sri et al., 2022). In addition the selected media must also be creative and innovative so as to increase students'
enthusiasm for learning and make learning more enjoyable.

But in reality, most teachers only use media that is often used in general, and the media they use is not
creative and innovative (Afnibar, 2021; Eva et al., 2020). Based on the results of observations and interviews
conducted with teachers at SD Negeri 4 Penarukan from Tuesday, 11 October 2022 to Saturday, 15 October 2022
it was found that there were still students who did not participate in learning and students paid little attention to
the teacher in the learning process. In addition, students also feel bored when participating in the teaching and
learning process with monotonous or unchanging media. This problem affects the low student learning outcomes.
The low student learning outcomes can be seen from the minimum student completeness criteria according to those
set by the school (Pradja & Tresnawati, 2018; Surya, 2017).

Learning outcomes are very influential in improving the quality of learning for students who want to
develop insight or develop the skills that students have. If student learning outcomes are low, it will affect the
increase in student level to the next stage. Therefore, in each learning process students are expected to obtain good
and maximum learning outcomes. As a student, he must be able to demonstrate the ability and quality of his
learning so that his learning outcomes increase (ldzhar, 2016; Nurhasanah & Sobandi, 2016).

Previous study presents the results of research on the use of puzzle media to improve learning outcomes in
science learning. The media is declared suitable for use based on research results and expert validation with an
average percentage of material expert validation of 100%, media experts provide an assessment with an average
percentage of 99.5% with a very high predicate, therefore puzzle media is still feasible used in the learning process
(Londa, 2018; Mahardika & Siswoyo, 2021). This is also in line with research which states that research on the
development of water cycle material puzzle media to increase student learning motivation. The media is declared
suitable for use based on the results of research and validation of experts with an average percentage of material
expert validation of 95% with very feasible criteria (Febyanita & Wardhani, 2017; Saski & Sudarwanto, 2021).

The results of this research strengthen the knowledge facility to develop puzzle board media. In general,
this research is almost the same as previous research, namely developing a media on certain materials. However,
there are differences in the development of knowledge facility puzzle board media with previous research that has
been done by (Londa, 2018; Febyanita & Wardhani, 2017). The difference between current research and previous
research is that it is found in the learning material that will be included in the Panpuzfape media. Panpuzfape
Media or Knowledge Facility Puzzle Board is a puzzle model in the form of arranging image pieces into a unified
whole image. In addition, the puzzle is a game that is very popular, especially among children. In general, the
images used are children's favorite images such as cartoons, numbers, fruit, cars, animals, and so on. Puzzles are
also very interesting for students which can attract student interest in learning and foster a sense of cooperation for
each student (Pangastuti, 2019; Putra et al., 2022).

Based on the description that has been described above, a development research was carried out with the aims
to 1.) Produce a design of panpuzfape media on the theme of events in life, 2.) Analyze the validity of the content
of panpuzfape media on life events, 3.) Analyze the practicality of students in panpuzfape media on the theme of
life events, and 4.) Analyze the effectiveness of panpuzfape media development on the theme of deep events in
order to improve the learning outcomes of fifth grade students in elementary schools.
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2. METHOD

The research model used in this development research is the ADDIE development model. The ADDIE
development model consists of five stages, namely analysis, design, development, implementation, and evaluation
(Rustandi & Rismayanti, 2021; Setiawan et al., 2021). The stages of development implementation in this study
were carried out according to the ADDIE development model, starting from the analysis stage which consisted of
four activities, namely needs analysis, student characteristics analysis, curriculum analysis, and media analysis.
Then the design stage which aims to design learning materials in the form of thematic material according to
competence and design the media that is made. The third stage is the development stage, development stage is the
process of realizing the product design that has been made in the form of panpuzfape media on the themes of
events in life. The fourth stage is the implementation stage, at this stage testing activities are carried out on the
product being developed. The final stage is evaluation in which a formative evaluation is carried out at this stage
if there are revisions at certain stages in the development process. Visually the stages of the ADDIE model are
presented in Figure 1.

| ANALYSIS

IMPLEMENTATION H' EVALUATION “l DESIGN

DEVELPOMENT I J

Figure 1. Stages of the ADDIE Model

The subjects in this study were panpuzfape media, while the objects in the development research were
media content validity, user response, and media effectiveness. Data collection methods used in this study are
observation, interviews, questionnaires, and tests. The questionnaire method was used to collect data regarding the
validity and practicality of the product being developed. Test methods are used to collect data regarding the
effectiveness of the products used. The instruments used for data collection were observation guidelines, rating
scale sheets, interviews, and questionnaires. The instrument grids used in data collection can be presented in Table
1, Table 2, Table 3, Table 4 and Table 5.

Table 1. Media Expert Instrument Grid

No Aspect Indicators Item Number Number
of Items
1 General principles of visual Media concept 1,2,34, 4
media
2 Graphical eligibility Design 5,6,7 3
3 Ease of use of media Clarity of use of media 8,9,10 3
Number of Items 10
Table 2. Grid of Material Expert Instruments
No Aspect Indicators Items Number Number
of Items
1 Content eligibility Material 1,2,3,4, 4
2 Learning design Learning 5,6,7 3
3 Language Language features 8,9,10 3
Numbers of Items 10
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Table 3. Practitioner (Teacher) Response Instrument Grid

No Aspect Indicators Items Number Number of
Items
1 Content eligibility Material 1,2,3,4, 4
2 Learning design Learning 5,6,7 3
3 Language Language features 8,9,10 3
4 General  Principles of Media concept 11,12,13,14,
. . 4
Visual Media
5 Graphical eligibility Design 15,16,17 3
6 Ease of use of media Clarity of use of media 18,19,20 3
Number of Items 20
Table 4. Student Response Instrument Grid
No Aspect Indicators Item Number Number
of Items
1 Content eligibility Material 1,2,3/4, 4
2 Learning design Learning 5,6,7 3
3 Language Language features 8,9,10 3
4 General Principles of Visual Media concept 11,12,13,14, 4
Media
5 Graphical eligibility Design 15,16,17 3
6 Ease of use of media Clarity of use of media 18,19,20 3
Number of Items 20
Table 5. Grid for Testing the Effectiveness of Vanpus Vape Learning Media
Fifth Class Theme 7 “Events in Life”
Lesson Basic competencies Indicators Cognitive  Question  Number
Content Stage Number of
Questions
Civics 3.3 Examine the 3.3.1 Analyzing socio-
education socio-cultural cultural diversity in
. . C4 1,2 2
diversity of the surrounding
society environment
3.3.2 Solve problems
related to socio-
cultural diversity in C4 3,4 2
the surrounding
environment
Indonesian 3.5 Digging 3.5.1 Determine the
Language important elements of C3 5,6 2
information narrative text
from historical 3.5.2 Analyze the
narrative  texts elements contained
presented orally in a narrative text
an_d in writing ca 78 5
using  aspects:
what, where,
when, who, why,
and how
Nature 3.7 Analyze the 3.7.1 Analyze the factors ca 9.10 ’
Science effect of heat on that cause changes '
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Fifth Class Theme 7 “Events in Life”

Lesson Basic competencies Indicators Cognitive  Question  Number
Content Stage Number of
Questions
changes in in the shape of
temperature and objects
the shape of 3.7.2 Criticize daily
objects . in activities that can cs 1 1
everyday life affect the shape of
things

3.7.3 Make ideas to
prevent changes in

the temperature of c6 12 !
objects due to heat
Social 3.4 Identify the 3.4.1 Explaining the
Science Important causes  of  the
factors that colonization of the
cause(_j . the Indonesian  people
colonization of C2 13,14,15 3
the Indonesian and the efforts of the
people and the Indonesian  people
efforts of the in defending their
Indonesian sovereignty
people to 342 Assess  solutions
maintain  their that have been
sovereignty implemented to C5 16 1
overcome  forced
cropping systems
Cultural 3.2 Understanding 321 Guess the things
Arts  and scales that are needed in c2 17,18 2
Crafts making folk songs
3.2.2  Determine the songs
contained in C4 19,20 2
everyday life
Number of Items 20

This study is using two data analysis techniques, namely qualitative analysis and quantitative analysis. A
qualitative descriptive analysis method is used with the aim of proving the validity of learning media in the form
of panpuzfape media from the data reviewed by validators and practitioners. Making decisions and giving meaning
to the data obtained from the assessment of experts and practitioners uses a conversion reference level of attainment
with a scale of four which can be presented in Table 6.

Table 6. Conversion of Achievement Levels with a Scale of Four

Achievement Level Predicate/Qualification
76% - 100% Very good
56% - 75% Good
40% - 55% Poor
0-39% Very poor

Quantitative analysis method consists of two ways, namely descriptive statistics and inferential statistics.
Descriptive statistics are used to process data obtained through questionnaires and rating scales with data in the
form of scores. Meanwhile inferential statistics are used to analyze data and then used to generalize to the
population where the sample was taken. Inferential statistical analysis is used to test the research hypothesis which
includes prerequisite tests and t-test Correlated sample tests to test the research hypothesis.
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3. RESULT AND DISCUSSION

Result
Document Study

Based on the explanation above, a document study was carried out on the learning outcomes of fifth grade
students to support the results of direct observations and interviews that were conducted at SD Negeri 4 Penarukan.
The document study on the learning outcomes of fifth grade students at SD Negeri 4 Penarukan can be seen in
Table 7.

Table 7. Recapitulation of Thematic Learning Outcomes

No School Name Class Minimum The Students who Students Who
completeness number  achieve Minimum Have Not
criteria of completeness Reached
students criteria Minimum
completeness
criteria
Students % Students %
1 SD Negeri 4 Vv 72 35 15 46% 20 54%
Penarukan
Amount 35 15 46% 20 54%
Average 35 63.4 46 % 73.7 54%

Based on this Table 7, most of the learning outcomes of fifth grade students in thematic learning are still
relatively low with a percentage of 54%. Efforts that can be offered to overcome these problems are to develop
appropriate and creative media in learning. One of the media that will be developed is panpuzfape media. The
development of panpuzfape media is carried out to improve learning outcomes for thematic learning. This research
is relevant to be carried out because there are already several experts who have conducted similar research.

Panpuzfape Media Design

The panpuzfape media has the following components (1) The long box/main base of the panpuzfape media
is made of thick cardboard with adhesive glue measuring 1m x 2m. On the long box/main base, the media name
and ornaments that support the panpuzfape media are listed. Apart from that, in making the long box/main base it
was designed using the Canva software application. (2) Instructions for using the media were made from A4 paper
that had been cut to A3 size (29.7 cm x 42.0 cm). Designing instructions is using the Canva and Microsoft Word
software applications. (3) The puzzle pieces for each material are made of cardboard with a size of 5x 5 cm. The
material discussed in the puzzle media is Civic Education, Social Science, Natural Sciences, Art and Culture,
Indonesian Language. The board to arrange the puzzle pieces is 25 x 30.48 cm in size.

Panpuzfape Media Validity

Testing the validity of this development research is reviewed from two main aspects, namely (1) testing
the validity of Panpuzfape media according to learning material experts; (2) testing the validity of panpuzfape
media according to learning media experts. The recapitulation of the results of the panpuzfape media validity
assessment can be presented in Table 8.

Table 8. Results of the Panpuzfape Media Validity Assessment

No Subject Validity Percentage Qualification
1 Learning Materials Expert 86% Very good
2 Learning Media Expert 86% Very good

Panpuzfape Media Practicality and Effectiveness

The practicality test in this development research is viewed from the assessment of the teacher as a
learning practitioner as a user of Panpuzfape media. The practicality of the developed Panpuzfape media is
assessed by practitioners with a score percentage of 94.5% and is in very good qualification.

Hypothesis testing in this study was carried out using a correlated sample t-test. Based on the results of
the correlation sample t-test analysis using the help of the IBM SPSS Statictics 22 for Windows program, a
significance value (2-tailed) of 0.000 was obtained. This result shows that the significance level is less than 0.05
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(p <0.05), so HO is rejected and H1 is accepted. Thus it can be seen that there is a significant influence of
panpuzfape media on the theme of events in life on the learning outcomes of fifth grade students at SD Negeri 4
Penarukan.

Discussion

This development research produced panpuzfape media products to improve the learning outcomes of
fifth grade elementary school students. The process of developing panpuzfape media products in this study follows
the ADDIE development model so that it has implications for the feasibility of the resulting product. The ADDIE
model consists of five stages, namely the analysis stage, the design stage, the development stage, the
implementation stage, and the evaluation stage (Rustandi & Rismayanti, 2021; Setiawan et al., 2021). This model
is arranged systematically according to the sequence of activities so that it can help solve learning problems
according to the needs and characteristics of students. According to product development steps, this research and
development model is more rational and more complete than other models, so that the use of the ADDIE
development model can produce valid and quality products (Andriani et al., 2022; Reny et al., 2021).

This panpuzfape media has through a validation process. Media validation was carried out twice, namely
material expert validation and media expert validation. This validation is carried out to assess the product being
developed as well as providing criticism and suggestions so that the product being developed is valid/fit for use
(Suttrisno & Puspitasari, 2021; Wibowo & Mufidah, 2022). The use of panpuzfape media is appropriate. This is
in line with the results of the study which stated that the puzzle media developed was categorized as very feasible
with an average of all aspects of media assessment of 83.35% and the research developed was categorized as very
feasible with an average of 93.75% (Asari et al., 2019; Husna et al., 2017). Research which states that the results
of material validation get a percentage of 95% and the validation of media experts get a percentage of 96%, so it
is said that the puzzle media is very feasible to use. In addition, the validation results from material experts obtained
a percentage of 92.02% and the validation results from media experts obtained a percentage of 89.35% so that it
was said that puzzle media was very feasible to use (Febyanita & Wardhani, 2017; Rahayu, 2018).

Panpuzfape media received very good qualifications because this Panpuzfape media is made of simple
and easy-to-find materials. This is in line with the opinion which states that cardboard materials are easily obtained
or obtained to make media that will be developed by teachers so that they are able to arouse and motivate students
in thematic learning (Fath & Muslim, 2022; Maryana et al., 2021). Learning media is very good and easy to use.
In addition, puzzle learning media can also help students be more active and not bored in participating in learning
process (Firdaus, 2018; Maryana et al., 2021). The use of panpuzfape learning media will be able to attract students'
attention and make students active in learning so that the material will be conveyed properly and learning
objectives are easier to achieve (Aziz et al., 2016; Nurfadhillah et al., 2021).

The development of panpuzfape learning media in thematic learning content is effectively used for
learning outcomes because it is in accordance with student learning styles and can improve student learning in
following the learning process. This is in line with the statement which states that puzzle media is designed for
interactive learning and can improve student learning outcomes in fifth grade students (Darmawan et al., 2019;
Pramudiani et al., 2014). Puzzle media is effectively used in science learning and influences the improvement of
student learning outcomes (Devi & Intan, 2020; Wibowo & Mufidah, 2022). The benefits of Panpuzfape learning
media in the learning process include: (1) teaching will attract more students' attention, so that it can foster learning
motivation, (2) teaching materials will be clearer in meaning so that they can be better understood by students and
enable students to understand them, (3) teaching methods will be more varied, not solely verbal communication
through the narration of words by the teacher, so that students are not bored and the teacher does not run out of
steam, (4) students do more learning activities, because they not only listen to the teacher's description but also
other activities such as observing, doing, demonstrating, and others to support the learning process (Ahdar, 2018;
Neteria et al., 2020).

4. CONCLUSION

The development of panpuzfape media on the theme of events in life on the learning outcomes of fifth
grade elementary school students using the ADDIE development model has produced products that are valid,
practical, and effectively applied in the learning process so that they can make it easier for students to understand
subject matter and can improve learning outcomes for fifth grade students in elementary school. The utilization of
panpuzfape learning media in thematic learning content proves to be beneficial for learning outcomes as it aligns
with students' individual learning preferences and enhances their learning throughout the educational process.
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