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ABSTRACT

The use of digital learning media is currently very necessary. It is related to literacy, literacy skills, and the ability to use
technology effectively. This research aims to develop Digital Literacy-Based Audio Visual Learning Media on the Topic of
the Water Cycle. This type of research is developed using the ADDIE model. The research subjects were one learning material
expert, one learning media expert and one practitioner. The test subjects were 25 fifth-grade elementary school students.
Methods of data collection using interviews, questionnaires and tests. The data collection instrument uses a rating scale. The
techniques used to analyze the data are descriptive qualitative analysis, quantitative and inferential statistics. The research
results are the assessment of the learning design expert, getting a score of 97.5% (very good). The assessment of the learning
material expert is 93.3% (very good). The assessment of learning media experts is 97.6% (very good). The results of the
teacher's assessment were 95.2% (very good). The assessment results of student responses were 89.5% (very good). The t-test
results showed a significant influence between Digital Literacy-Based Audio Visual Learning Media on the learning outcomes
of fifth-grade elementary school students. It was concluded that Digital Literacy-Based Audio Visual Learning Media could
improve student learning outcomes.

This is an open access article under the CC BY-SA license. ® @
Copyright © 2023 by Author. Published by Universitas Pendidikan Ganesha.

1. INTRODUCTION

One way to improve abilities is by providing education. A good education will greatly influence learning
(Roshonah & Dwitami, 2021; Saregar et al., 2021). The learning process must be able to produce good changes in
education. Learning must be the basis of education to help make the nation's life more intelligent (Chang et al.,
2021; Krathetal., 2021; Nur et al., 2021). As long as there is life, learning will continue. Education is now centered
on students rather than teachers. However, students are experiencing literacy difficulties (Gogahu & Prasetyo,
2020; Nurcholis & Istiningsih, 2021). The literacy culture of Indonesian society is far behind other countries in
the world. This problem may be proof that the quality of learning must be considered. Thus, Minister of Education
and Culture Regulation number 23 of 2018 determines student literacy levels, which include understanding texts
to solve contextual problems other than reading (Nopilda & Kristiawan, 2018). Students trained in critical
reasoning can acquire these skills. By equipping students with unique personalities, knowledge and skills,
education aims to change students' attitudes or behavior through learning activities (Hanik, 2020; Puspita & Purwo,
2019). Students can obtain important information in learning activities through interaction.

Learning activities are a two-way communication process between teachers and students. The role of the
teacher is very important to carry out the learning process (Sudirman et al., 2022; Xu et al., 2019). The teacher's
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role is to provide services to students so that they become students who align with their school's goals. Teachers
also have the task of guiding students, providing guidance and assistance to individuals to achieve the
understanding and self-direction needed to make maximum adjustments to the environment they face (Gaudin &
Chaliés, 2015; Nurlaily et al., 2019). One of the goals to be achieved in learning activities is learning objectives.
Learning elements such as media, learning resources, materials, methods, evaluation, students and teachers help
achieve learning goals (Aliriad et al., 2023; Hussin et al., 2018). These components are important because the
learning process can only run well if all elements are interconnected (Nurlaily et al., 2019; Suharsiwi et al., 2022).
Teachers can use tools to convey information to their students to achieve this.

However, the current problem is still poor learning. Previous research findings also reveal that many
teachers are still confused about determining the right learning model (Adiansha & Sani, 2021; Aliyah & Wahjudi,
2021). Other research also reveals that teachers have difficulty designing appropriate learning media for students
(Chasanah et al., 2019; Yamin & Karmila, 2020). Utilization of learning media is currently very low. It is related
to literacy, literacy skills, the ability to use scientific knowledge, identify questions, and draw conclusions based
on evidence to understand nature and the changes humans make to it (Gogahu & Prasetyo, 2020; Pertiwi et al.,
2018). In addition, students' digital literacy skills can be considered low because teachers do not use digital literacy
to teach their students (Anggraeni et al., 2019). The results of observations at SD Negeri 3 Panji Anom also found
the same problem. There are problems with the use of innovative learning media. In interviews conducted in fifth
grade, the school had not yet used media based on digital literacy. One of the learning media used is learning
videos taken from YouTube. However, the learning video only contains a brief presentation of the material, so
using learning media is not optimal. The results of the data analysis show that of the 25 fifth-grade students, four
have a low literacy level, and 18 have a low technology level. Therefore, innovation is needed to create learning
media relevant to the material's characteristics.

The solution offered is by using innovative media. One of the innovative technology-based media that
can be used is audio-visual media. Media is a learning component that helps learning (Handayani, 2021;
Purwandari & Wahyuningtyas, 2017). Media can be used as an intermediary between other people and also
function as a source of receiving information. One way to support a good learning process is to use interesting
learning media (Hidayah & Ulva, 2017; Widiyasanti et al., 2018). Learning media emphasizes the role of media
as a sender of learning messages or information to encourage someone to learn. The learning materials students
receive are accessed through the media during learning activities (Alfianti et al., 2020; Yudha et al., 2017). Some
general characteristics of learning media are as follows: First, learning media is identical to the concept of
demonstration, which comes from the word "raga”, which means objects that can be touched, seen and heard and
can be observed through the five senses. Second, the main focus of learning media is objects or things that can be
seen and heard. Lastly, learning media is used for relationships (communication) between teachers and students
(Kang & van Es, 2019; Susanti et al., 2018).

Previous research findings also reveal that learning media helps learning activities (Arsyad et al., 2020;
Pradilasari et al., 2019). Other findings also reveal that audio-visual media can increase enthusiasm and improve
student learning outcomes (Indrawan et al., 2019; Setiawan & Ari Oka, 2020). Technology can be used with
learning media to help the current learning process. Technology can help students and teachers choose the most
suitable learning media. Learning that uses technology will be more effective. Audio-visual learning media based
on scientific literacy can help students understand and receive material about the water cycle. Audiovisual video
learning media based on digital literacy is very important to develop. There has been no study regarding audio-
visual learning media based on digital literacy on the water cycle topic. This research aims to develop audio-visual
learning media based on digital literacy on the water cycle topic.

2. METHOD

This type of research is developed using the ADDIE model, which consists of analysis, design,
development, implementation and evaluation (Hidayat & Nizar, 2021). At the analysis stage, an analysis of student
characteristics, needs and curriculum is carried out. At the design stage, digital literacy-based audio-visual learning
media were designed, and instruments were developed. Digital literacy-based audio-visual learning media was
developed at the development stage, and product validity was tested. At the implementation stage, field tests were
carried out. The evaluation stage was conducted to test the effectiveness of audio-visual learning media based on
digital literacy. The research subjects were one learning materials expert, one learning media expert and one
practitioner. The test subjects were 25 fifth-grade elementary school students. Data collection methods use
interviews, questionnaires and tests. Interviews are used to find out problems that occur. The questionnaire method
is used to collect data in the form of expert scores. The test method is used to collect student learning results. The
data collection instrument uses a rating scale. The instrument grid is presented in Table 1 and Table 2.
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Table 1. Material Expert Instrument Grid

No. Aspect Indicator Item Number Total Item
1 Learning Learning objectives 1,23 3
Delivery of material 4,5,6,7 4
Motivating qualities 8,9,10,11 4
2 Material Relevance of the material 12, 13, 14, 3
material assessment 15, 16, 17,18 4
Number of Items 18

(Modifikasi dari Indrawan et al., 2019)

Table 2. Learning Design Expert Instruments

No. Aspect Indicator Item Number  Total Item
1 Learning a. Clarity of indicator formulation 1 1
Design b. Conformity to indicators 2 1
¢. Accuracy in choosing learning methods 3 1
d. suitability of learning steps 4 1
e. Conformity of assessment techniques with 5 1

established indicators
f. suitability of assessment instruments with

- 1
assessment techniques
g. Media selection decisions 1
h. The use of media makes learning easier 8 1
Total 8
(Modifikasi dari Indrawan et al., 2019)

The techniques used to analyze the data are qualitative descriptive analysis quantitative and inferential
statistics. Qualitative descriptive analysis was used to analyze comments provided by experts and students.
Quantitative descriptive analysis is used to analyze the scores given by experts and students. Inferential statistical
analysis is used to analyze the effectiveness of digital literacy-based audio-visual learning media on student
learning outcomes. Analysis of media effectiveness using SPSS.

3. RESULT AND DISCUSSION

Result

This research uses the ADDIE model to develop audio-visual learning media based on digital literacy.
First, analyze. The analysis results show that there are problems with the use of innovative learning media. In
interviews conducted in fifth grade, the school had not yet used media based on digital literacy. One of the learning
media used is learning videos taken from YouTube. However, the learning video only contains a brief presentation
of the material, so using learning media is not optimal. The results of data analysis show that of the 25 fifth-grade
students, 4 have a low literacy level, and 18 have a low technology level. Therefore, innovation is needed to create
learning media relevant to the material's characteristics. The results of the curriculum analysis are presented in
Table 3.

Table 3. Description of Basic Competencies and Indicators

Basic competencies Competency achievement indicators
3.8 3.8 Analyze the relationship 3.8.7 Identify the stages in the cycle.
between ecosystem components 3.8.8  Describe the stages in the water cycle, such as evaporation,
and food webs in the surrounding condensation and precipitation.
environment. 3.8.9  Summarize the impact of the water cycle on events on earth.

Second, design. In the initial design or planning stage, the first step was to select learning materials for
using Digital Literacy-Based Audio Visual Learning Media. The analysis results show that the Water Cycle topic
is the most suitable learning material. One of the next activities is to create a storyboard for the development of
Digital Literacy Based Audio Visual Learning Media. The design or storyboard created is then discussed with the
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supervisor to provide suggestions and opinions on improving Digital Literacy Audio Visual Learning Media
products. The Storyboard for Audio Visual Learning Media Based on Digital Literacy is depicted in Figure 1.

Background Pendukung Background Pendukung ') (\'7:. s :.
./ /N
AWAL MATERI e N
/ Adik-adik tau apa itu
GA:;:’?;JAKE%AS‘ | siklus air ?? |
i ” /
\\ Siapa yang tau ? S/
TEMA 8 SIKULS AIR GURU VA
ILMU PENGETAHUAN ALAM L
Kelas V SD

N

GURU YANG BERTANYA??

Figure 1. Storyboard for Audio-Visual Learning Media Based on Digital Literacy

Third, development. At this stage, Digital Literacy Based Audio Visual Learning Media was developed.
Audio Visual Learning Media Based on Digital Literacy consists of three scenes: opening, main and closing. The
development is different from a previously designed storyboard. The application used to edit Audio Visual
Learning Media Based on Digital Literacy, Adobe Premier Pro, is developing. Audio Visual Learning Media Based
on Digital Literacy is in MP4 form and is equipped with effects, transitions, text, animation and music during the
editing stage. It is done to clarify Digital Literacy Based Audio Visual Learning Media and attract students' interest
in learning. The results of the development are depicted in Figure 2.

Figure 2. Audio-Visual Learning Media Based on Digital Literacy

The Digital Literacy Audio Visual Learning Media that has been developed is then tested for validity.
The assessment results from learning design experts received a score of 97.5%, so it was very good. The assessment
results from learning material experts were 93.3%, which was very good. The assessment results from learning
media experts were 97.6%, which was very good. The teacher assessment results were 95.2%, so it was very good.
Fourth implementation. The assessment results from student responses were 89.5%, which was very good.

Fifth is evaluation. At this stage, the effectiveness of Audio Visual Learning Media Based on Digital
Literacy was tested. The results of the data normality test are 0.933 in the pre-test, so 0.933 > 0.05, so it can be
concluded that the pre-test data is normally distributed. The post-test data is 0.168, so that 0.168 > 0.05, it can be
concluded that the post-test data is normally distributed. The results of the homogeneity test, namely the
significance value of the data, were found to be 0.090, so that 0.090 > 0.05, it can be concluded that the variance
of the pre-test and post-test data for fifth-grade students is homogeneous. The t-test result is 0.000, so 0.000 <
0.05, so it can be concluded that there is a significant influence between Audio Visual Learning Media Based on
Digital Literacy on the learning outcomes of fifth-grade students at SD Negeri 3 Panji Anom. The results of the
data analysis are presented in Table 4.
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Table 4. Differences of Data Analysis Pre-Test and Post-Test

Paired Differences
95% Confidence

Std. Std. Sig. (2-
L Interval of the t df ;
Mean  Deviatio Error Difference tailed)
n Mean
Lower Upper
. Pre-Test -
Pair 1 -44.680 12.061 2412  -49.659 -39.701 -18.522 24 0.000
Post-Test
Discussion

The data analysis results show a significant influence between Audio Visual Learning Media Based on
Digital Literacy on the learning outcomes of class V students at SD Negeri 3 Panji Anom. Several factors cause
this. First, Audio Visual Learning Media Based on Digital Literacy on the Water Cycle Topic is considered very
good because its development uses the ADDIE model, which is a simple and systematic development model that
makes it easier to implement each stage (Gusmida & Islami, 2017; Indrawan et al., 2019). This systematic ADDIE
model organizes activities for creating audio-visual learning media based on digital literacy on the water cycle
(Karisma et al., 2019; Nomleni & Manu, 2018). It reduces errors in the media creation process. According to other
research, learning media products can achieve excellent qualifications using a systematic model (Fridayanti et al.,
2022; Yuetal., 2021). According to other research, the ADDIE model effectively creates media products (Almelhi,
2021; Sari et al., 2022).

Second, Audio Visual Learning Media Based on Digital Literacy for the Water Cycle Topic has fulfilled
several aspects of media development. Regarding learning content, the media is by basic competencies and
learning objectives so students can understand the material easily (Damayanti & Qohar, 2019; Sanjaya et al., 2021).
This is reinforced by research results, which found that audio-visual learning media can be well-received if adapted
to the learning content elements (Indrawan et al., 2019; Nomleni & Manu, 2018). Learning media theory also says
that media must be created by considering students' goals to be accepted (Fujiyanto et al., 2016; Yuanta, 2017).
According to research, the suitability of media to learning objectives makes learning easier for students (Adittia,
2017; Fauzi et al., 2017). Other research also finds that when basic competencies deliver learning objectives,
students will more easily understand what they will learn when using the media (Lestari et al., 2018; Widiatmika
et al., 2017). It is to students' positive responses after using Audio Visual Learning Media. Students are more
motivated to learn when using it.

Third, Digital Literacy-Based Audio Visual Learning Media material is delivered coherently and clearly
so students can more easily understand the water cycle topic. Additionally, the material is relevant and helps
students understand the topic more quickly. Previous research shows that clear media will make it easier for
students to understand what is being taught (Dewi, 2020; Setiawan & Ari Oka, 2020). Apart from that, other
research has found that the material presented in learning media is appropriate to the level of student development
so that students do not have difficulty understanding it (Pradilasari et al., 2019; Virgiana & Wasitohadi, 2016).
The suitability of images is very important for the success of learning media in conveying information. According
to learning media theory, the clarity of voice and learning content presented in the media greatly influences the
quality of the media (Arisantiani et al., 2017; Muhibbin et al., 2021). Learning videos also have text that can be
read well to reduce misunderstandings. Apart from that, the clarity of the sound and the music used make the video
interesting.

Previous research findings also reveal that audio-visual is a popular media with students in learning
(Darihastining et al., 2020; Nurfadhillah et al., 2021). Other findings also reveal that audio-visual media can
improve student learning outcomes (Fridayanti et al., 2022; Pratama et al., 2018). One of the relationships between
audio-visual learning media and digital literacy is that students can use digital technology wisely. Previous studies
found that students can improve their abilities in digital literacy by using effective learning media (Ahmadi et al.,
2017; Salsabila et al., 2020). Students can use this audio-visual media to learn water cycle topics according to their
needs, and they can study anywhere and anytime. Students must have digital literacy skills, which are modern life
skills.

This ability allows students to learn better and be more productive. Digital literacy consists of three
abilities: using technology, interpreting and understanding digital content, and assessing its credibility (Akbar &
Anggraeni, 2017; Kurniawati & Baroroh, 2016). Audio-visual media can improve students' ability to use
technology wisely and effectively. Audio Visual Learning Media Based on Digital Literacy on the Topic of the
Water Cycle is different from other media because it directly presents information about the water cycle into
students' lives, helping them learn. This research implies that Audio Visual Learning Media Based on Digital
Literacy on the Water Cycle Topic was developed to help teachers overcome the learning problems faced by their
students.
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4. CONCLUSION

Audio Visual Learning Media Based on Digital Literacy has received very good validity from experts,
practitioners and students. The t-test results show a significant influence between Audio Visual Learning Media
Based on Digital Literacy on the learning outcomes of fifth-grade students at SD Negeri 3 Panji Anom. It was
concluded that Audio Visual Learning Media Based on Digital Literacy can improve the learning outcomes of
fifth-grade students at SD Negeri 3 Panji Anom.

5. REFERENCES

Adiansha, A. A., & Sani, K. (2021). Pengaruh Model Brain Based Learning dan Problem Based Learning terhadap
Keterampilan Berpikir Kompleks Matematis ditinjau dari Kreativitas Siswa Sekolah Dasar di Kabupaten
Bima. Jurnal Pendidikan MIPA, 11(1). https://doi.org/10.37630/jpm.v11i1.454.

Adittia, A. (2017). Penggunaan Media Pembelajaran Audio Visual Untuk Meningkatkan Hasil Belajar Ips Pada
Siswa Kelas Iv Sd. Mimbar Sekolah Dasar, 4(1), 9-20. https://doi.org/10.23819/mimbar-sd.v4i1.5227.

Ahmadi, F., Sutaryono, Witanto, Y., & Ratnaningrum, I. (2017). Pengembangan Media Edukasi “Multimedia
Indonesian Culture” (Mic) Sebagai Penguatan Pendidikan Karakter Siswa Sekolah Dasar. Jurnal
Penelitian Pendidikan, 34(2), 127-136. https://doi.org/10.15294/jpp.v34i2.12368.

Akbar, M. F., & Anggraeni, F. D. (2017). Teknologi dalam Pendidikan : Literasi Digital dan Self-Directed
Learning pada Mahasiswa Skripsi. Indigenous: Jurnal Ilmiah Psikologi, 2(1), 28-38.
https://doi.org/10.23917/indigenous.v1il.4458.

Alfianti, A., Taufik, M., Hakim, Z. R., Sultan, U., & Tirtayasa, A. (2020). Pengembangan Media Pembelajaran
IPS Berbasis Video Animasi Pada Tema Indahnya Keragaman Di Negeriku. Indonesian Jurnal of
Elementary Education, 2(1), 1-12. https://doi.org/10.31000/ijoee.v1i2.2927.9g1791.

Aliriad, H., Soegiyanto, S., Setijono, H., & Sulaiman, S. (2023). The Effect of Project-Based Learning, Age and
Motor Educability Learning Models on Fundamental Motor Skills to Enhance Early Children Basic
Motor Skills. Health Education and Health Promotion, 11(1), 1001-1008.

Aliyah, M., & Wahjudi, E. (2021). Studi Hasil Belajar Mata Pelajaran Spreadsheet Menggunakan Problem Based
Learning Berbasis Online dengan Dukungan Media Video. Edukatif: Jurnal llmu Pendidikan, 3(3), 1075—
1083. https://doi.org/10.31004/edukatif.v3i3.497.

Almelhi, A. M. (2021). Effectiveness of the ADDIE Model within an E-Learning Environment in Developing
Creative  Writing in EFL  Students. English  Language Teaching, 14(2), 20.
https://doi.org/10.5539/elt.v14n2p20.

Anggraeni, H., Fauziyah, Y., & Fahyuni, E. F. (2019). Penguatan Blended Learning Berbasis Literasi Digital
Dalam Menghadapi Era Revolusi Industri 4.0. Al-Idarah : Jurnal Kependidikan Islam, 9(2), 190-203.
https://doi.org/10.24042/alidarah.v9i2.5168.

Arisantiani, N. K., Putra, M., & Ganing, N. N. (2017). Pengaruh Model Pembelajaran Children’s Learning in
Science berbantuan Media Audio Visual terhadap Kompetensi Pengetahuan IPA. Journal of Education
Technology, 1(2), 124-132. https://doi.org/10.23887/jisd.v2i3.16150.

Arsyad, A., Sulfemi, W. B., & Fajartriani, T. (2020). Penguatan Motivasi Shalat Dan Karakter Peserta Didik
Melalui Pendekatan Pembelajaran Kontekstual Pada Mata Pelajaran Pendidikan Agama Islam.
POTENSIA: Jurnal Kependidikan Islam, 6(2), 185. https://doi.org/10.24014/potensia.v6i2.9662.

Chang, T., Hsu, M., Kwon, J., Kusdhadny, M. L. S., & Hong, G. (2021). Effect Of Online Learning For Dental
Education In Asia During The Pandemic Of COVID-19. Journal of Dental Sciences.
https://doi.org/10.1016/j.jds.2021.06.006.

Chasanah, R. N., Mujasam, M., Widyaningsih, S. W., & Yusuf, I. (2019). Influence Of The Use Of Interactive
Learning Media On Students’ Higher Order Thinking Skills. Kasuari: Physics Education Journal
(KPEJ), 2(1), 26-35. https://doi.org/10.37891/kpej.v2i1.91.

Damayanti, P. A., & Qohar, A. (2019). Pengembangan Media Pembelajaran Matematika Interaktif Berbasis
Powerpoint pada Materi Kerucut. Kreano, Jurnal Matematika Kreatif-Inovatif, 10(2), 119-124.
https://doi.org/10.15294/kreano.v10i2.16814.

Darihastining, S., Aini, S. N., Maisaroh, S., & Mayasari, D. (2020). Penggunaan Media Audio Visual Berbasis
Kearifan Budaya Lokal pada Anak Usia Dini. Jurnal Obsesi : Jurnal Pendidikan Anak Usia Dini, 5(2),
1594-1602. https://doi.org/10.31004/0bsesi.v5i2.923.

Dewi, A. A. I. K. (2020). Meningkatkan keterampilan berbicara siswa melalui model pembelajaran role playing
berbantuan media audio visual. Mimbar llmu, 25(3). https://doi.org/10.23887/mi.v25i3.26388.

Fauzi, H. A., Komalasari, K., & Malik, Y. (2017). Utilization of Audio Visual Media to Improve Student Learning
Result in IPS Learning. International Journal Pedagogy of Social Studies, 2(1), 88-103.

Audio-Visual Learning Media Based on Digital Literacy on the Topic of the Water Cycle 509



Kadek Siska Wulandari*, Desak Putu Parmiti?, | Made Citra Wibawa® (2023). Journal of Education Technology. Vol. 7(3) PP. 504-512

https://doi.org/10.17509/ijposs.v2i1.8666.

Fridayanti, Y., Irhasyuarna, Y., & Putri, R. F. (2022). Pengembangan Media Pembelajaran Audio-Visual Pada
Materi Hidrosfer Untuk Mengukur Hasil Belajar Peserta Didik SMP/MTS. JUPEIS : Jurnal Pendidikan
dan llmu Sosial, 1(3), 49-63. https://doi.org/10.55784/jupeis.vol1.iss3.75.

Fujiyanto, A., Jayadinata, A. K., & Kurnia, D. (2016). Penggunaan Media Audio Visual Untuk Meningkatkan
Hasil Belajar Siswa Pada Materi Hubungan Antarmakhluk Hidup. Jurnal Pena lImiah, 1(1), 841-850.
https://doi.org/10.23819/pi.v1i1.3576.

Gaudin, C., & Chaliés, S. (2015). Video viewing in teacher education and professional development: A literature
review. Educational Research Review, 16(7), 41-67. https://doi.org/10.1016/j.edurev.2015.06.001.

Gogahu, D. G. S., & Prasetyo, T. (2020). Pengembangan Media Pembelajaran Berbasis E-Bookstory untuk
Meningkatkan Literasi Membaca Siswa Sekolah Dasar. Jurnal Basicedu, 4(4), 1004-1015.
https://doi.org/10.31004/basicedu.v4i4.493.

Gusmida, R., & Islami, N. (2017). The Development of Learning Media for the Kinetic Theory of Gases Using
the ADDIE Model with Augmented Reality. Journal of Educational Sciences, 1(1), 1.
https://doi.org/10.31258/jes.1.1.p.1-10.

Handayani, T. (2021). Pengembangan Media Komik Digital Berbasis STEM untuk Meningkatkan Literasi Sains
Siswa  Sekolah Dasar.  Jurnal Didaktika ~ Pendidikan Dasar, 5@), 737-756.
https://doi.org/10.26811/didaktika.v5i3.343.

Hanik, E. U. (2020). Self directed learning berbasis literasi digital pada masa pandemi covid-19 di Madrasah
Ibtidaiyah. ELEMENTARY: Islamic Teacher Journal, 8(1), 183.
https://doi.org/10.21043/elementary.v8il.7417.

Hidayah, N., & Ulva, R. K. (2017). Pengembangan Media Pembelajaran Berbasis Komik Pada Mata Pelajaran
Ilmu Pengetahuan Sosial Kelas 1V MI Nurul Hidayah Roworejo Negerikaton Pesawaran. Jurnal
Pendidikan Dan Pembelajaran Dasar, 4(1), 34-46. https://doi.org/10.24042/terampil.v4i1.1804.

Hidayat, F., & Nizar, M. (2021). Model Addie (Analysis, Design, Development, Implementation and Evaluation)
dalam Pembelajaran Pendidikan Agama Islam. JIPAI: Jurnal Inovasi Pendidikan Agama Islam, 1(1), 28—
38. https://doi.org/10.22236/JP1.\VV1111.5033.

Hussin, W. N. T. W., Harun, J., & Shukor, N. A. (2018). Problem Based Learning to Enhance Students Critical
Thinking Skill via Online Tools. Asian Social Science, 15(1), 14. https://doi.org/10.5539/ass.v15n1p14.

Indrawan, B., Afif, U. M., & Herliana, M. N. (2019). Penerapan Media Audio Visual Terhadap Peningkatan Hasil
Belajar Push Backhand Tenis Meja. Juara: Jurnal Olahraga, 4(1).
https://doi.org/10.33222/juara.v4i1.389.

Kang, H., & van Es, E. A. (2019). Articulating Design Principles for Productive Use of Video in Preservice
Education. Journal of Teacher Education, 70(3), 237-250. https://doi.org/10.1177/0022487118778549.

Karisma, R., Mudzanatun, M., & Arisyanto, P. (2019). Pengembangan Media Audio Visual untuk Mendukung
Pembelajaran Tematik Tema 7 Subtema 2. Jurnal Penelitian dan Pengembangan Pendidikan, 3(3), 216.
https://doi.org/10.23887/jppp.v3i3.19255.

Krath, J., Schiirmann, L., & Korflesch, H. F. O. von. (2021). Revealing the theoretical basis of gamification: A
systematic review and analysis of theory in research on gamification, serious games and game-based
learning. Computers in Human Behavior, 125. https://doi.org/10.1016/j.chb.2021.106963.

Kurniawati, J., & Baroroh, S. (2016). Literasi Media Digital Mahasiswa Universitas Muhammadiyah Bengkulu.
Jurnal Komunikator, 8(2), 51-66.

Lestari, K. P., Putra, D. K. N. S., & Negara, I. G. A. O. (2018). Pengaruh Model Discovery Learning Berbantuan
Media Audio Visual dalam Setting Lesson Study Terhadap Hasil Belajar IPA Mahasiswa PGSD
Undiksha UPP Denpasar Tahun 2017. Jurnal Illmiah Sekolah Dasar, 2(1), 40-45.
https://doi.org/10.23887/jisd.v2i1.13898.

Muhibbin, A., Monica, G. T., Patmisari, P., & Muthali’in, A. (2021). Implementasi Media Audio Visual untuk
Meningkatkan Critical Thinking Siswa Menggunakan Strategi Point Counterpoint. ASANKA: Journal of
Social Science And Education, 2(2), 233-252. https://doi.org/10.21154/asanka.v2i2.3181.

Nomleni, F. T., & Manu, T. S. N. (2018). Pengembangan Media Audio Visual dan Alat Peraga dalam
Meningkatkan Pemahaman Konsep dan Pemecahan Masalah. Scholaria: Jurnal Pendidikan dan
Kebudayaan, 8(3), 219-230. https://doi.org/10.24246/].js.2018.v8.i3.p219-230.

Nopilda, L., & Kristiawan, M. (2018). Gerakan Literasi Sekolah Berbasis Pembelajaran Multiliterasi Sebuah
Paradigma Pendidikan Abad Ke- 21. JMKSP Jurnal Manajemen, Kepemimpinan, dan Supervisi
Pendidikan, 3(2). https://doi.org/10.31851/jmksp.v3i2.1862.

Nur, A. S., Waluya, S. B., Kartono, & Rochmad. (2021). Ethnomathematics Perspective and Challenge as a Tool
of Mathematical Contextual Learning for Indigenous People. International Journal on Emerging
Mathematics Education (IJEME), 5(1), 1-12. https://doi.org/10.12928/ijeme.v5i1.17072.

Nurcholis, R. A., & Istiningsih, G. (2021). Problematika dan Solusi Program Literasi Baca-Tulis Siswa Kelas

p-ISSN: 2549-4856, e-ISSN: 2549-8290 510


http://u.lipi.go.id/1486478977
http://u.lipi.go.id/1488121543

Kadek Siska Wulandari*, Desak Putu Parmiti?, | Made Citra Wibawa® (2023). Journal of Education Technology. Vol. 7(3) PP. 504-512

Rendah di SD Negeri Butuh. Jurnal Illmiah Profesi Pendidikan, 6(2), 189-195.
https://doi.org/10.29303/jipp.v6i2.206.

Nurfadhillah, S., Cahyani, A. P., Haya, A. F., Ananda, P. S., Widyastuti, T., & Tangerang, U. M. (2021). Penerapan
Media Audio Visual Berbasis Video Pembelajaran Pada Siswa Kelas IV Di SDN Cengklong 3. Jurnal
Pendidikan dan Dakwah, 3(2), 396—418. https://doi.org/10.36088/pandawa.v3i2.1272.

Nurlaily, V. A., Soegiyanto, H., & Usodo, B. (2019). Elementary school teacher’s obstacles in the implementation
of problem-based learning model in mathematics learning. Journal on Mathematics Education, 10(2),
229-238. https://doi.org/10.22342/jme.10.2.5386.229-238.

Pertiwi, U. D., Atanti, R. D., & Ismawati, R. (2018). Pentingnya Literasi Sains Pada Pembelajaran Ipa Smp Abad
21.  Indonesian  Journal of Natural Science Education (IJNSE), 1(1), 24-29.
https://doi.org/10.31002/nse.v1i1.173.

Pradilasari, L., Gani, A., & Khaldun, I. (2019). Pengembangan Media Pembelajaran Berbasis Audio Visual pada
Materi Koloid Untuk Meningkatkan Motivasi dan Hasil Belajar Siswa SMA. Jurnal Pendidikan Sains
Indonesia, 7(1), 9-15. https://doi.org/10.24815/jpsi.v7i1.13293.

Pratama, G. H. A, Renda, N. T., & Pudjawan, K. (2018). Pengaruh Model Pembelajaran Crh Berbantuan Media
Audio  Visual  Terhadap  Hasil  Belajar Ips.  Mimbar  llmu, 23(1), 128-136.
https://doi.org/10.23887/mi.v23i1.16402.

Purwandari, A., & Wahyuningtyas, D. T. (2017). Eksperimen Model Pembelajaran Teams Games Tournament
(Tgt) Berbantuan Media Keranjang Biji-Bijian Terhadap Hasil Belajar Materi Perkalian Dan Pembagian
Siswa Kelas li Sdn Saptorenggo 02. Jurnal Ilmiah Sekolah Dasar, 1(3), 163.
https://doi.org/10.23887/jisd.v1i3.11717.

Puspita, A. M. I., & Purwo, S. (2019). Pengaruh Bahan Ajar Berbasis Literasi Dengan Pendekatan Kontekstual
Terhadap Hasil Belajar Siswa Sekolah Dasar. al-Aulad: Journal of Islamic Primary Education, 2(1), 1-
7. https://doi.org/10.15575/al-aulad.v2i1.4426.

Roshonah, A. F., & Dwitami, T. (2021). Pengaruh Media Pembelajaran dalam Proses Pembelajaran Daring
terhadap Hasil Belajar Siswa di Era Pandemi Covid-19. Al-Manar, 10(1), 91-102.
https://doi.org/10.36668/jal.v10i1.255.

Salsabila, U. H., Sofia, M. N., Seviarica, H. P., & Hikmah, M. N. (2020). Urgensi Penggunaan Media Audiovisual
Dalam Meningkatkan Motivasi Pembelajaran Daring Di Sekolah Dasar. INSANIA : Jurnal Pemikiran
Alternatif Kependidikan, 25(2), 284-304. https://doi.org/10.24090/insania.v25i2.4221.

Sanjaya, G. E. W., Yudiana, K., & Japa, I. G. N. (2021). Learning video media based on the powtoon application
on solar system learning topics. International Journal of Elementary Education, 5(2), 208.
https://doi.org/10.23887/ijee.v5i2.34547.

Saregar, A., Cahyanti, U. N., Misbah, Susilowati, N. E., Anugrah, A., & Muhammad, N. (2021). Core learning
model: Its effectiveness towards students’ creative thinking. International Journal of Evaluation and
Research in Education, 10(1), 35-41. https://doi.org/10.11591/ijere.v10i1.20813.

Sari, R. C., Aisyah, M. N, llyana, S., & Hermawan, H. D. (2022). Developing a Financial Literacy Storybook for
Early Childhood in an Augmented Reality Context. Contemporary Educational Technology, 14(2).
https://doi.org/10.30935/cedtech/11734.

Setiawan, I. M. D., & Ari Oka, I. D. G. (2020). The Use of Audio-Visual Assisted Google Classroom for
Mathematics Course. Journal of Education Technology, 4(3), 244,
https://doi.org/10.23887/jet.v4i3.28529.

Sudirman, A., Sherly, S., Candra, V., & Dharma, E. (2022). Determinants of Teacher Performance: Exploring the
Role of Satisfaction and Motivation as Mediation. Jurnal Pendidikan dan Pengajaran, 54(1).
https://doi.org/10.23887/jpp.v54i1.32417.

Suharsiwi, S., Fadilah, N., & Farokhah, L. (2022). The Use of Audio-Visual Media in Improving Students’
Reading Comprehension and Sholat Movements in Online Learning. Journal of Education Technology,
6(1), 19-28. https://doi.org/10.23887/jet.v6i1.40797.

Susanti, E., Harta, R., Karyana, A., & Halimah, M. (2018). Desain Video Pembelajaran Yang Efektif Pada
Pendidikan Jarak Jauh: Studi Di Universitas Terbuka. Jurnal Pendidikan dan Kebudayaan, 3(2), 167.
https://doi.org/10.24832/jpnk.v3i2.929.

Virgiana, A., & Wasitohadi. (2016). Efektivitas Model Problem Based Learning Berbantuan Media Audio Visual
Ditinjau Dari Hasil Belajar IPA Siswa Kelas 5 SDN 1 Gadu Sambong - Blora Semester 2 Tahun
2014/2015. Scholaria : Jurnal  Pendidikan dan Kebudayaan, 6(2), 100-118.
https://doi.org/10.24246/j.scholaria.2016.v6.i2.p100-118.

Widiatmika, D. G., Sujana, I. W., & Ganing, N. N. (2017). Pengaruh Model Discovery Learning Berbantuan Media
Audio  Visual  Terhadap = Kompetensi. MIMBAR  PGSD  Undiksha, 5(2), 1-8.
https://doi.org/10.23887/jjpgsd.v5i2.11786.

Widiyasanti, M., Proketen, S. D., & Yogyakarta, N. (2018). Pengembangan Media Video Animasi Untuk

Audio-Visual Learning Media Based on Digital Literacy on the Topic of the Water Cycle 511



Kadek Siska Wulandari*, Desak Putu Parmiti?, | Made Citra Wibawa® (2023). Journal of Education Technology. Vol. 7(3) PP. 504-512

Meningkatkan Motivasi Belajar Dan Karakter Tanggung Jawab Siswa Kelas V. Jurnal Pendidikan
Karakter, 8(1), 1-16. https://doi.org/10.21831/jpk.v8i1.21489.

Xu, L., Widjaja, W., & Ferguson, J. (2019). Seeing through the eyes of the teacher? Investigating primary school
teachers’ professional noticing through a video-based research methodology. International Journal of
Research and Method in Education, 42(5), 470—-484. https://doi.org/10.1080/1743727X.2018.1499016.

Yamin, M. R., & Karmila, K. (2020). Analisis Kebutuhan Pengembangan Media Pembelajaran Berbasis Cartoon
dalam Pembelajaran IPA pada Materi Lingkungan Kelas I1l SD. Biology Teaching and Learning, 2(2),
159-170. https://doi.org/10.35580/btl.v2i2.12307.

Yu, S. J., Hsueh, Y. L., Sun, J. C. Y., & Liu, H. Z. (2021). Developing an intelligent virtual reality interactive
system based on the ADDIE model for learning pour-over coffee brewing. Computers and Education:
Artificial Intelligence, 2, 100030. https://doi.org/10.1016/j.caeai.2021.100030.

Yuanta, F. (2017). Pengembangan Media Audio Visual Mata Pelajaran Bahasa Indonesia Untuk Sekolah Dasar.
Ibriez : Jurnal Kependidikan Dasar Islam Berbasis Sains, 2(2), 59-70.
https://doi.org/10.21154/ibriez.v2i2.36.

Yudha, Pudjawan, & Tegeh. (2017). Pengembangan Video Matembang Sekar Alit Berbasis Model Direct
Instruction DI SMP Negeri 5 Singaraja. Jurnal Edutech Undiksha, 5(1), 19-27.
https://doi.org/10.23887/jeu.v5i1.20198.

p-ISSN: 2549-4856, e-ISSN: 2549-8290 512


http://u.lipi.go.id/1486478977
http://u.lipi.go.id/1488121543

