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siswa cenderung kurang semangat atau minat membaca ketika gerakan literasi sekolah
dimulai. Tulisan ini bertujuan untuk mengembangkan media literasi audio visual
berbasis cerita fabel untuk siswa kelas Il sekolah dasar. Tulisan ini menggunakan
model pengembangan ADDIE (Analyse, Design, Development, Implementation, and

E:;Z;:an;rzéan, Media Literasi Evaluatign). Subyek dalam penelitian_ini ad_alah ahli isi sebapyak 2 orang, ahli media
Audio Visual, Cerita Fabel pembelajaran sebanyak 2 orang, ahli desain video pembelajaran sebanyak 2 orang,

praktisi sebanyak 2 orang, uji coba individu sebanyak 3 orang, dan uji coba kelompok
Keywords: kecil sebanyak 9 orang. Sedangkan yang menjadi objek tulisan ini adalah media literasi
Development, Audio Visual audio visual. Metode yang digunakan adalah wawancara, observasi, angket, dan tes.
Literacy Media, Fable Stories Berdasarkan hasil uji validitas, praktikalitas, dan efektivitas yang dilakukan, secara

keseluruhan mempunyai kategori sangat baik. Sedangkan hasil perhitungan uji

Dol o efektivitas yang dilakukan diperoleh t hitung sebesar 1,819 sedangkan ttabel sebesar
gtltg;'”do"0rq/10'23887/'et'\'8'2'6 1,745 sehingga dapat disimpulkan hasil belajar bahasa Indonesia sebelum
- menggunakan media literasi audio visual berbasis cerita fabel. Implikasi dari penelitian
ini adalah media literasi audio visual berbasis cerita fabel pada kelas Il SD dengan
kualifikasi sangat membantu dalam menunjang proses pembelajaran di kelas. Dengan
demikian, hasil penelitian menunjukkan bahwa media literasi audio visual berbasis
cerita fabel layak dan efektif untuk digunakan dalam proses kegiatan literasi.
ABSTRACT

This paper was carried out based on the lack of variety in literacy media that the teachers provide, especially in literacy activities
before the learning section started. This causes students tend to have lack of enthusiasm or interest in reading when the school
literacy movement begins. This paper aims to develop audio-visual literacy media based on fable stories for the student in grade
Il class of elementary school. This paper uses the ADDIE (Analyse, Design, Development, Implementation, and Evaluation)
development model. The subjects in this research were 2 content experts, 2 learning media experts, 2 learning video design
experts, 2 practitioners, 3 individual trial students, and 9 small group trial students. Meanwhile, the object of this paper is audio-
visual literacy media. The methods used are interviews, observation, questionnaires, and tests. Based on the results of the
validity, practicality, and effectiveness tests carried out, overall, it has a very good category. Meanwhile, the results of the
effectiveness test calculations carried out obtained a t count of 1.819 while the table was 1.745, so it can be concluded that
Indonesian language learning outcomes before using audio-visual literacy media based on fable stories. The implication of this
research is that audio-visual literacy media based on fable stories in class Il elementary school with qualifications is very
helpful in supporting the learning process in the classroom. Thus, the research results show that audio-visual literacy media
based on fable stories are feasible and effective for use in the literacy activity process.

This is an open access article under the CC BY-SA license. ® @
Copyright © 2024 by Author. Published by Universitas Pendidikan Ganesha.

1. INTRODUCTION

Literacy is an individual's ability to process and dissect information when carrying out the process of
reading and writing. Good literacy skills will pave the way for other language skills such as listening, speaking,
and writing. Apart from that, promising literacy will hone skills such as critical thinking, creativity, and foster
students' character. One of the government concern to overcome this literacy problem is the launching of School
Literacy Movement (GLS) program (Gunansyah et al., 2018; Ichsan, 2018; Suyono et al., 2017). The School
Literacy Movement is a new program promoted by the government. The literacy program was born based on
educational conditions that were not yet entrenched in schools. Elementary School Literacy Movement Guide.
Previous research data from the 2011 Progress International Reading Literacy Study (PIRLS) shows that
Indonesian students' ability to comprehend reading is below the international average (Firat & Laramee, 2018).
According to this data, literacy has not yet become a culture among Indonesian students, especially at the
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elementary school level. Therefore, human resource development continues to be carried out with the hope of
being able to improve literacy conditions in Indonesia, especially among students (I. I. M. Putri et al., 2020;
Ramandanu, 2019).

Entering the current development of the 21st century, teachers are required to be able to adapt to the rapid
growth of communication and information technology to achieve educational goals. Teachers are faced with the
characteristics of students who want everything to be instant by using technology (Hwang et al., 2022; Starkey,
2011). This of course has implications for teachers' demands to adopt and innovate technology in their learning.
Referring to the four fundamental changes in the "Freedom of Learning" curriculum, it will certainly have an
impact on changes in the pattern and style of Indonesian education in the future. In particular, changes in aspects
of teacher learning in preparing students' resources for new assessments, namely the minimum competency
assessment and character survey, which consist of language reasoning abilities (literacy), mathematics (numeracy),
and character education (Krishnapatria, 2021; Pangestu & Rochmat, 2021). Based on three aspects of competence
consisting of language reasoning competence (literacy), mathematics (numeracy), and character education,
sufficient teacher competence is absolutely required to acknowledge "Freedom of Learning” based learning in
order to achieve these three fundamental competencies (Hodges et al., 2022; Simarmata & Mayuni, 2023).

Based on the results of observations by the researcher located at SD Negeri 1 Bebetin, problems were
found in the form of students' literacy skills at SD Negeri 1 Bebetin tending to be low, this was due to the lack of
literacy media that supported students to focus on the content of the reading book. Conventional media such as
stories based only on text and writing without any variations in the form of video or animation are considered
tedious and less interesting, as the result, this case make student tend to less passionate to read. This causes the
essence of the literation that in order to make students figure out the contents of the books they have read to become
meaningless. Monotonous literacy activities like this should be changed through media that are more interesting
and tend to be attractive and then supported by fable stories for lower-class children to make them more interesting
(Hill, 2021; Rahimi & Yadollahi, 2017). Literacy media that is suitable for lower-class children who are still not
so fluent in reading is media with sound assistance also equipped with attractive picture designs so that students
are more enthusiastic when carrying out these literacy activities.

One medium for developing students' literacy quality is through audio-visual media. Audio-visual media
means mixed media between audio and visuals that merges such as slides combined with audio cassettes, audio-
visual media has a fairly large level of effectiveness for studies, on average above 60% to 80%. Teaching via
audio-visual apparently characterized by the use of hardware throughout the learning process, such as film
projectors, tape recorders, and large visual projectors (Masitoh, 2018; L. A. Putri et al., 2022). Therefore, teaching
via audio-visual is the use of modules that are absorbed through thought and hearing and do not entirely depend
on uniform descriptions of words and symbols. This type of audio-visual media has the best capabilities because
it includes both types of media, namely: 1) Audiovisual stills, namely media that displays sound and still photos
such as sound & slides, sound films; voice print; 2) Audiovisual motion, is media that can show moving sound
and photo elements such as sound films and video cassettes (Fitria, 2018; Manuaba, 2017).

The advantages of audio-visual media according to previous study are: Clarify the presentation of the
message so that it is not too verbalistic in nature (in the form of words, written or spoken). 2) Overcoming the
limitations of space, time, and sensory energy, such as large objects being replaced with reality, photos, film
frames, films, or models. 3) Audio-visual media can function in guidance education (Daniyati & Sugiman, 2015).
Later this media will help students in the literacy process, students will look at pictures and listen to sounds then
read the text in one media. It hopefully could enable students enhancing the quality of their literacy. Apart from
listening and reading, students can also listen to stories through media that will be presented later so that the
literacy material presented can actually be read and then understood by students. The application of audio-visual
media to facilitate students in literacy activities cannot run optimally if it is not supported by the text or reading
contained in it (Liaw & Huang, 2013; Sumardi & Muamaroh, 2020). The development of audio-visual media
should be supported by stories or texts that are suitable for reading for elementary school-age children, for instance,
fables.

Fables are fairy tales that depict animals or animals that act like humans. Etymologically, fable comes
from Latin, namely "fabula", which means story. This fabula is in the form of a story set in Greek animal myths.
Over time, the word fabula was adapted into Old French and English to become "fable". The word fable was then
absorbed into Indonesian to become fable (Reistanti, 2018; Wahyuni et al., 2023). The main characters in this fable
are animals or animals who can talk, think, and have different characters like humans in general. Fable stories also
contain many messages that can be instilled from an early age for lower-class children in elementary school.
Therefore, the application of fable stories to support literacy media in the form of audio-visual is expected to
increase students' reading interest in literacy activities at school.

Previous research conducted by previous study found that the influence of audio-visual media on students
with strong learning motivation was able to achieve greater learning outcomes when taught using PBL strategies
assisted by audio-visual media compared to using learning strategies assisted by LKS (Han & Ellis, 2019; Kivunja,
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2015). Therefore, previous study also recommends that teachers always join and follow technological
developments and utilize the use of audio-visual-based learning strategies in learning practices to be able to
encourage students' learning motivation (Anggraini et al., 2020; Ivanovi¢ et al., 2013). Another research was
conducted by previous study who found that audio-visual-based learning media can be used as a medium for
students to make it easier to understand the material, apart from that, the existence of this media makes it easier
for students to watch anywhere and anytime, in other words, the media is in audio form. This research is supported
by research conducted by previous study namely that audio-visual or video media is easy to control by users
(Koriaty & Agustani, 2016). This media can be implemented for individual or group learning so that it will make
it easier for students in learning activities.

Based on the research results presented by several previous researchers, it can be concluded that the
development of literacy media can be carried out through audio-visual media also will produce a product that is
suitable for supporting student literacy activities in school. Therefore, the author raised the research with aims to
develop audio-visual literacy media based on fable stories for the student in grade Il class of elementary school.
The novelty of this study is integration of audio visual on fable story research that will be implemented at SD
Negeri 1 Bebetin. Through this research, it is hoped that students will be more diligent in reading because the
media is interesting.

2. METHOD

This paper uses the ADDIE (Analyse, Design, Development, Implementation, and Evaluation) development model
(Owens & Kadakia, 2020). This paper developing literacy media in the form of audio visuals based on fable stories,
then consulting the product to the supervisor to get correction and advice in order to make a good product. After
the media has been repaired or created from the guidance of the supervisor, an expert test is then carried out to
determine the media that has been developed. The data obtained from the expert test results were analysed to
determine the validity of literacy media in the form of audio-visual based on fable stories that have been completed
and then improved if there are input or suggestions. All of those steps that have been done in order to determine
the aim of the research subject that is to increase student interest in reading. High interest of reading mean a higher
quality of student because reading is the very basic step to gain knowledge.

The data collection methods used in this research are interviews, observation, questionnaires and written
tests. The interview method is a question and answer activity which aims to obtain information from the source
(Sugiyono, 2019). The interview method is used to find problems in the field. The observation method is a data
collection technique carried out through observation, accompanied by notes on the condition or behavior of the
target object. This observation method is used to find out directly the problems that occur in the field. The
questionnaire method is a data collection tool which is carried out by providing a list of questions to media expert.
Written test is a data collection method which is carried out by giving a list of questions to the samples and then
filling them in according to their knowledge. The test used is the multiple choice type and the completion type,
which aims to collect data on student learning outcomes before and after using audio-visual literacy media based
on fable stories. The data collection section was done to determine the level of effectiveness of the use of literacy
media. Audio-visual based on fable stories to increase student literacy outcomes using the t-test.

The instrument used in this development research is the Rating Scale. Rating Scale is a technique that
uses a certain scale as the basis for an assessment starting from the lowest level to the highest level (Harpe, 2015).
The assessment instrument can be used to test the validity of audio-visual literacy media based on fable stories
that will be developed. The grid was created to ensure the validity of the media literacy instrument. To determine
validity, it is ensured through several stages, it is consist of : 1) making a grid table, 2) consulting with the
supervisor, 3) preparing the instrument. The instrument validity grid consists of the content expert instrument grid,
the media expert instrument grid and the design expert instrument grid. The grid of validation sheets and validation
instruments for fable-based audio-visual literacy media are presented in the following table.

3. RESULT AND DISCUSSION

Result

This research was conducted at SD Negeri 1 Bebetin on class I students. In this research, the development
of literacy media in the form of audio-visual based on fable stories was carried out using the ADDIE model, the
stages of which include analysis, planning, development, implementation and evaluation. In presenting the data,
the design of literacy media in the form of audio-visual based on fable stories is explained as follows. The design
of literacy media in the form of audio-visual based on fable stories was carried out using the ADDIE model, the
stages of which include analysis, planning, development, implementation and evaluation as follows.
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Stage 1. Analysis (Analysis)

The results of the analysis of problems faced by students in learning were carried out by observation.
Based on the results of observations in the ongoing learning process, students were less focused on understanding
the content of the reading. This lack of student focus was caused by the lack of literacy media to support teachers
in the learning process. The media used by teachers tends to be watched and does not attract students' attention in
learning and understanding the content of the reading which causes students to become lazy about reading so that
literacy activities should run with the aim of making students understand the content of the reading. From books
that have been read to something that students do not understand or understand. Understanding the content of
reading is very important for students to teach from an early age, because if students do not understand what they
read, the knowledge they learn will not be absorbed properly, which of course will affect the learning objectives
achieved.

Student character analysis was carried out to determine each character of class Il students at SD Negeri 1
Bebetin. Based on the results of the analysis in the learning process, there are still students who chat with their
friends when the teacher explains the material or when the teacher asks students to read the contents of the reading
in the book, where the tendency is for students to participate in learning quickly to get bored and not read the
contents of the reading seriously because the teacher only watches and teaches. The student handbook alone
without any other media used can arouse students' enthusiasm, considering that the character of lower class
students likes to be taught while discovering new things that can stimulate their senses.

Material analysis is carried out to obtain material that is suitable for use in the media. In this stage, material
analysis was carried out with the homeroom teacher for class Il at SD Negeri 1 Bebetin, after material analysis
was carried out, the basic competencies and indicators that would be used in the learning process, especially the
Indonesian language content.

Stage I1. Planning

The most important stage is product preparation. The planning stage produces a result of the design that
has been created. The design for audio-visual literacy media based on fable stories is as follows. b. Arranging
instruments. The instrument used is in the form of a test, where after the preparation of the instrument is complete
it is followed by a judges test which is carried out with 2 expert experts. Next, an assessment of the product used
is carried out to determine the quality of the media being developed, which goes through a revision stage to obtain
maximum product quality. Then the product was also assessed by the teacher and all class 11 students at SD Negeri
1 Bebetin as test subjects.

Stage I11. Development

In developing audio-visual literacy media based on fable stories, it is carried out based on the results of a
design that has been approved by the supervisor, then continues with an assessment by an expert lecturer in
accordance with their field. The assessment is carried out by filling in a validation sheet that has been prepared.
After the assessment is carried out, the average the average range of scores obtained from experts in the field.
Apart from the assessment carried out by experts, there is also criticism and suggestions given which have been
provided on the assessment sheet which is used as improvement material for obtaining maximum audio-visual
literacy media based on fable stories. For the results of developing audio-visual literacy media products based on
fable stories.

Stage IV. Implementation

At the implementation stage, it was carried out to test the audio-visual literacy media product based on
the fable story being developed. The implementation of the product being developed was carried out at SD Negeri
1 Bebetin for class Il students, where the implementation stage was to find out about students' responses to audio-
visual literacy media based on fable stories and the attractiveness of the product provided as a learning medium in
the learning process. At this implementation stage, it was carried out for all second grade elementary school
students.

Stage V. Evaluation

The evaluation stage is carried out to provide value for the development of fable-based audio-visual
literacy media in the ongoing learning process, so that later the advantages and disadvantages of the media
developed will be known. Evaluation is carried out by carrying out objective tests to determine the quality of the
media, and the success of this development can be seen from the enthusiasm and level of focus that students have
in the learning process.

To determine the suitability of the product being developed, a judges test is first carried out with experts
in the field. The instrument was tested for validity with learning media experts, learning material expert
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instruments, teacher response instruments, student response instruments. The validity of the lecturer's assessment
is seen in Table 1.

Table 1. The Validity of The Lecturer's Assessment

No. Instrument Validation Score Qualification
1 Learning media expert instrument 0.90 Very High Content Validity
2 Learning material expert instrument 0.91 Very High Content Validity
3 Learning design expert instrument 0.88 Very High Content Validity
4 Teacher response instrument 0.86 Very High Content Validity
5  Student response instrument 0.97 Very High Content Validity

Based on Table 1, show results of the analysis of the problems faced by students, especially in Indonesian
language subjects, namely that there is still a lack of literacy media used by teachers in the learning process which
causes students to quickly become bored with learning. According to several teachers, in the learning process in
class, students get bored very easily if they are asked to read and there are some students who are still chatting
with their friends if they are asked to read text or text. Reading is an important activity to apply in students, because
by reading students will be able to broaden their insight. Analysis of student character is seen during the learning
process, there are still many students who chat with their friends when the teacher explains the learning material,
this is because the teacher only focuses on the LKS book or student handbook when teaching and there is a lack
of media used that can attract students' attention in the learning process . Based on the analysis of learning needs,
the availability of media that supports the learning process is really needed by teachers who can help them in the
ongoing learning process. The media used by teachers in teaching is a varied media, therefore a development
activity is needed, where this development is intended namely the development or innovation of media that can
attract students' attention and interest in learning, in this case the media developed is story-based audio-visual
literacy media.

The validity results that have been obtained are then analyzed to determine the level of validity of the
fable-based audio-visual literacy media that has been developed. Analysis is carried out by calculating the rater
agreement score. To determine the validity of audio-visual literacy media, it is converted to the Aiken validity
index. The results of calculating the percentage scores obtained from learning media experts are presented in Table
2.

Table 2. The Percentage Scores from Learning Media Experts

__expert
Items | Ex ert“ Sl S2 >'s n(c-1) \% Category
Items 1-10 46 46 36 36 72 8 0.90 Very Valid

On the results of the data in Table 2, the results of the learning media expert assessment were obtained
with the total rater agreement score being 0.90. Based on these results, the Aiken validity criteria are already in
the range of 0.8 with very valid qualifications. Based on the results of expert assessment of learning materials with
a total score of rater agreement, the results were 0.91. Based on these results, the Aiken validity criteria are already
in the range of 0.8 with very valid qualifications. Based on learning material experts, the total ratter agreement
score was 0.88. Based on these results, the Aiken validity criteria are already in the range of 0.8 with very valid
qualifications. The percentage of achievement level obtained by the average percentage of Rl and R2 respondents
is 91%. This means that the teacher's response level is very high and they have very good qualifications.

In the implementation stage, data is obtained from the test results that have been given. The research
design used was One Group Pre Test and Post Test Design. The One Group Pre Test and Post Test Design design
was used to find out the results between before treatment and the results after treatment given to class Il students.
Before conducting a media effectiveness analysis test using the t-test, a prerequisite test is first carried out, namely
normality and homogeneity of the data. The normality test in this study used Shapiro-Wilk. The data normality
test calculations are presented in Table 3.

Table 3. The Result of Normality Test

Group Shapiro-Wilk
Statistic df Sig.
Pre-test 0.941 16 0.363
Post-test 0.953 16 0.533
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Based on the calculation results in Table 3, it can be seen that the results of the normality test with Shapiro-
Wilk for the pretest were 0.363 and posttest 0.533, so the results are greater than 0.05 which indicates that the data
is normally distributed. The data homogeneity test was carried out using the F Test. The homogeneity test
calculations are presented in Table 4.

Table 4. The Result of Homogeneity Test

Parameters Levene Statistic dfl df2 Sig.
Based on Mean 2.201 1 30 0.148
Value Based on Med?an _ _ 1.937 1 30 0.174
Based on Median and with adjusted df 1.937 1 25.551 0.176
Based on trimmed mean 2.136 1 30 0.154

Based on the calculations in Table 4, the significance value is 0.148 and this proves that the significance
value is > 0.05, so the data is declared homogeneous. Then the hypothesis testing is carried out using the correlated
t-test. The hypothesis test calculations are presented in Table 5.

Table 5. Independent Samples Test

Levene's Test

for Equality t-test for Equality of Means
of Variances
Parameters Mean Std. 95% Confidence
. Sig. (2- . Error Interval of the
F Sig. t df tailed) Differe Differenc Difference
nce
e Lower  Upper
Equal 1.733 0.198 1.819 30 0.002 -39.125 32.093 -104.668 26.418
variances
Pre-test - 2SSuMmed
P Equal 1.819 16.163 0.001 -39.125 32.093 -107.104 28.854
ost-test .
variances
not
assumed

Based on the calculation results in Table 5, it is found that the significance value data in the sig column
(2-tailed) is 0.002 (] 0.05, and tcount is 1.819 while t-table is 1.745, so it can be concluded that HO is rejected and
H1 is accepted, that there is a significant difference (5%) on Indonesian language learning outcomes before using
audio-visual literacy media based on fable stories for class Il students in the even semester of the 2022/2023
academic year at SD Negeri 1 Bebetin and after using audio-visual literacy media based on fable stories for class
Il students in even semester 2022/2023 academic year at SD Negeri 1 Bebetin.

Discussion

Based on the research results that have been described, audio-visual literacy media based on fables
produces significant results in helping teachers carry out the learning process in the classroom. The results of data
acquisition by media experts got results of 0.90 with very valid qualifications, learning material experts got 0.91
with very valid qualifications, design experts got results of 0.88 with very valid qualifications, teacher responses
got results of 91% with very good categories and Student responses obtained 98% results in the very good category.
This proves that audio-visual literacy media based on fable stories is effective for use in the learning process. Apart
from the media display which has many variations in animation and the use of bright colors which can attract
students' attention also because of the audio used in the media, the use of audio is very effective to apply to lower
class students which can make students focus on learning and have high enthusiasm for learning.

This finding is in line with previous research which has shown that fable-based audio-visual literacy
media provides significant results in helping teachers carry out the learning process in the classroom (Akbar, 2017;
Istigomah & Siswono, 2020). Data obtained from various experts shows very valid and positive results. Media
experts gave an assessment of 0.90 with very valid qualifications, learning material experts gave an assessment of
0.91 with very valid qualifications, and design experts gave an assessment of 0.88 with very valid qualifications.
Responses from teachers reached 91% in the very good category, while responses from students reached 98% in
the very good category.

These results prove that audio-visual literacy media based on fable stories is effectively used in the
learning process. One factor in the success of this media is its varied display with animation and the use of bright

p-ISSN: 2549-4856, e-ISSN: 2549-8290 358


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

Ni Nyoman Karina Mas Darmayanti, Ni Ketut Suarni?, | Made Citra Wibawa® (2024). Journal of Education Technology. Vol. 8(2) PP. 353-
361

colors which are able to attract students' attention (Falck et al., 2018; Musliha & Revita, 2021). Apart from that,
the use of audio in this media is very effective for lower class students. The audio used can help students to focus
more on learning and increase their enthusiasm for learning. Support from the results of previous research
strengthens that the use of fable-based audio-visual literacy media can be an effective tool in improving the quality
of learning in the classroom (Istiq’faroh & Aliyah, 2022; Wahyuni et al., 2023).

The implication of this research is that audio-visual literacy media based on fable stories in class Il
elementary school with qualifications is very helpful in supporting the learning process in the classroom. This can
be seen from the results of research that has been carried out, where based on these results, audio-visual literacy
media has positive implications which can be used as a solution by teachers in overcoming the limitations and
problems faced by teachers in carrying out learning in the classroom, especially in overcoming students' boredom
when studying (Dasaradhi et al., 2016; Ikhsan & Humaisi, 2021). Audio-visual literacy media, it can raise students'
enthusiasm for learning in the classroom, apart from that, audio-visual literacy media also has a positive impact
on teachers, where through audio-visual literacy media, teachers gain new knowledge regarding the development
of learning media, so that in the future they can overcome problem faced by teachers in carrying out learning in
the classroom. The use of this media has a fundamental impact in increasing students' level of focus in the learning
process.

Suggestions to Teachers, teachers can use audio-visual literacy media based on fable stories in conducting
learning in the classroom and can develop audio-visual literacy media based on fable stories to support the learning
process in the classroom. The Headmaster of the School, can motivate teachers to use learning media that can
support the learning process in the classroom, so that learning will increase enthusiasm and be active. To students,
students can access this media anywhere through pages that have been uploaded to YouTube, so students will be
able to increase their knowledge. Other Researchers, can be used as a reference and reference source in developing
audio-visual literacy media on different learning content.

4. CONCLUSION

Based on the research problem, the results of data analysis and discussion in the research, it can be
concluded that in this research the development model used is ADDIE with five stages, consist of analysis,
planning, development, implementation and evaluation. The development of audio-visual literacy media based on
fable stories went through several stages of revision by experts so as to obtain maximum media results to be applied
in carrying out the learning process in the classroom. The results of the research show that data obtained by media
experts, learning material experts, design experts got result very valid qualifications. Teacher responses got a result
with very valid categories. Also the student response was very good category. Hypothesis testing obtained in the
sig column (2-tailed) can be concluded that HO is rejected and H1 is accepted, that there is a significant difference
(5%) in language learning outcomes Indonesia before using audio-visual literacy media based on fable stories for
the Il grade students in the semester of the 2022/2023 school year at SD Negeri 1 Bebetin and after using audio-
visual literacy media based on fable stories for class 11 students in the even semester of the 2022/2023 school year
at State Elementary School 1 Bebetin.

5. REFERENCES

Akbar, M. F. dan F. D. A. (2017). Teknologi Dalam Pendidikan: Literasi Digital Dan Self Directed Learning Pada
Mahasiswa Skripsi. Jurnal Indigenous, 2(1), 28-38. https://doi.org/10.23917/indigenous.v1il.4458.

Anggraini, D., Khumaedi, M., & Widowati, T. (2020). Validity and reliability contents of independence
assessment instruments of basic beauty students for class X SMK. Journal of Research and Educational
Research Evaluation, 9(1), 40-46. https://doi.org/10.15294/jere.v9i1.42558.

Daniyati, N., & Sugiman, S. (2015). The Relationship Between Verbal Ability, Interpersonal Ability, And
Learning Interest With Mathematics Learning Achievement. PYTHAGORAS: Journal of Mathematics
Education, 10(1), 50-60 10 21831 10 1 9109.

Dasaradhi, K., Mandal, M., Dt, K., Mentor, H., & Wing, G. (2016). 30 Methods to Improve Learning Capability
in Slow Learners Sriharipuram. International Journal of English Laguage, Litreture and Humanities, 4,
556-570. https://www.researchgate.net/profile/Houda-
Kawas/post/How_you_improve_weak_students_in_your_classroom/attachment/59d659fd79197b80779
af405/AS%3A544686570786816%401506874806790/download/60.Dasardhi-paper-final.pdf.

Falck, O., Mang, C., & Woessmann, L. (2018). Virtually no effect? Different uses of classroom computers and
their effect on student achievement. Oxford Bulletin of Economics and Statistics, 80(1), 1-38.
https://doi.org/10.1111/0bes.12192.

Fitria, A. (2018). Penggunaan Media Audio Visual dalam Pembelajaran Anak Usia Dini. Cakrawala Dini: Jurnal
Pendidikan Anak Usia Dini, 5(2). https://doi.org/10.17509/cd.v5i2.10498.

Audio Visual Literacy Media Based on Fable Story to Increase Student Reading Interest for Second Grade of Elementary Student 359



Ni Nyoman Karina Mas Darmayanti, Ni Ketut Suarni?, | Made Citra Wibawa® (2024). Journal of Education Technology. Vol. 8(2) PP. 353-
361

Firat, E. E., & Laramee, R. S. (2018). Towards a survey of interactive visualization for education. Computer
Graphics and Visual Computing, CGVC 2018, 91-101. https://doi.org/10.2312/cgvc.20181211.
Gunansyah, G., Rachmadiyanti, P., & Subagiyo, F. M. (2018). Keterampilan Informasi Melalui Pembuatan Media

Literasi. Publikasi Pendidikan, 8(1), 13. https://doi.org/10.26858/publikan.v8i1.4928.

Han, F., & Ellis. (2019). RA Identifying consistent patterns of quality learning discussions in blended learning.
The Internet and Higher Education, 40, 12-19,. https://doi.org/10.1016/j.iheduc.2018.09.002.

Harpe, S. E. (2015). How to analyze Likert and other rating scale data. Currents in Pharmacy Teaching and
Learning, 7(6), 836-850. https://doi.org/10.1016/j.cptl.2015.08.001.

Hill, J. B. (2021). Pre-Service Teacher Experiences during COVID 19: Exploring the Uncertainties between
Clinical Practice and Distance Learning. Journal of Practical Studies in Education, 2(2), 1-13.
https://doi.org/10.46809/jpse.v2i2.18.

Hodges, C. B., Stone, B. M., Johnson, P. K., Carter, J. H., Sawyers, C. K., Roby, P. R., & Lindsey, H. M. (2022).
Researcher degrees of freedom in statistical software contribute to unreliable results: A comparison of
nonparametric analyses conducted in SPSS, SAS, Stata, and R. Behavior Research Methods, 1-25.
https://www.researchgate.net/profile/Ida-Bagus-Nyoman-
Mantra/publication/335010750_Usability of innovative_learning_models_in_higher_education/links/5
f0c073792851c52d62f944b/Usability-of-innovative-learning-models-in-higher-education.pdf.

Hwang, G. J., Chang, C. C., & Chien, S. Y. (2022). A motivational model-based virtual reality approach to
prompting learners’ sense of presence, learning achievements, and higher-order thinking in professional
safety training. British Journal of Educational Technology, 53(5). https://doi.org/10.1111/bjet.13196.

Ichsan, A. S. (2018). Gerakan Literasi Sekolah Di Sekolah Islam (Sebuah Analisis Implementasi Gls Di Mi
Muhammadiyah Gunungkidul). Al-Bidayah: Jurnal Pendidikan Dasar Islam, 10(1), 69-88.
https://doi.org/10.14421/al-bidayah.v10i1.189.

Ikhsan, M., & Humaisi, M. S. (2021). Pemanfaatan Media Pembelajaran Audio Visual Dalam Mengembangkan
Motivasi Belajar Siswa Pada Mata Pelajaran IPS Terpadu. Jurnal Ilmiah Iimu Pengetahuan Sosial
Indonesia, 1(1), 1-12. https://doi.org/10.21154/jiipsi.v1i1.45.

Istiq’faroh, N., & Aliyah, A. (2022). Pengembangan Media Flipbook Pada Pembelajaran Bahasa Indonesia Materi
Fabel Pada Siswa Kelas Iv Sekolah Dasar. Jurnal Muassis Pendidikan Dasar, 1(1), 1-9.
https://doi.org/10.55732/jmpd.v1il.3.

Istigomah, N., & Siswono, T. Y. E. (2020). Pengaruh Pembelajaran Problem Based Learning Terhadap
Kemampuan Metakognitif dan Pemecahan Masalah Matematika di Kelas XI SMA Negeri 1 Jombang.
MATHedunesa: Jurnal limiah Pendidikan Matematika, 9(2), 422-429.
https://doi.org/10.26740/mathedunesa.von2.p422-429.

Ivanovié¢, M., Putnik, Z., Komlenov, Z., Welzer, T., H5Ibl, M., & Schweighofer, T. (2013). Usability and privacy
aspects of moodle: Students’ and teachers’ perspective. Informatica (Slovenia), 37(3), 221-230.
https://www.informatica.si/index.php/informatica/article/download/451/455.

Kivunja, C. (2015). Unpacking the Information, Media, and Technology Skills Domain of the New Learning
Paradigm. International Journal of Higher Education, 4(1), 3-6. https://doi.org/10.5430/ijhe.v4n1p166.

Koriaty, S., & Agustani, M. D. (2016). Pengembangan Model Pembelajaran Game Edukasi untuk Meningkatkan
Minat Siswa Kelas X TKJ SMK Negeri 7 Pontianak. Edukasi : Jurnal Pendidikan, 14(3), 277-288.
https://doi.org/10.31571/edukasi.v14i2.360.

Krishnapatria, K. (2021). Merdeka Belajar-Kampus Merdeka (MBKM) curriculum in English studies program:
Challenges and opportunities. ELT in Focus, 4(1), 12-19. https://doi.org/10.35706/eltinfc.v4i1.5276.

Liaw, S. S., & Huang, H. M. (2013). Perceived satisfaction, perceived usefulness and interactive learning
environments as predictors to self-regulation in e-learning environments. Computers & Education, 60(1),
14-24. https://doi.org/10.1016/j.compedu.2012.07.015.

Manuaba, I. B. S. (2017). Pengaruh Model Problem Based Learning Berbantuan Media Audio Visual Terhadap
Penguasaan Kompetensi Ips. MIMBAR PGSD Undiksha, 5(2), 1-8.
https://doi.org/10.23887/jjpgsd.v5i2.11000.

Masitoh, S. (2018). Blended Learning berwawasan literasi digital suatu upaya meningkatkan kualitas pembelajaran
dan  membangun  generasi emas 2045. Proceedings of the ICECRS, 1377.
https://doi.org/10.21070/picecrs.v1i3.1377.

Musliha, & Revita, R. (2021). Pengaruh Model Pembelajaran Problem Based Learning Terhadap Kemampuan
Pemecahan Masalah Matematis Ditinjau dari Self Regulated Learning Siswa. JRPM (Jurnal Review
Pembelajaran Matematika), 6(1), 68-82. https://doi.org/10.15642/jrpm.2021.6.1.68-82.

Owens, L., & Kadakia, C. (2020). Designing for modern learning: Beyond ADDIE and SAM. American Society
for Training and Development.

Pangestu, D. A., & Rochmat, S. (2021). Filosofi Merdeka Belajar Berdasarkan Perspektif Pendiri Bangsa. Jurnal
Pendidikan Dan Kebudayaan, 6(1), 78-92. https://doi.org/10.24832/jpnk.v6i1.1823.

p-ISSN: 2549-4856, e-ISSN: 2549-8290 360


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

Ni Nyoman Karina Mas Darmayanti, Ni Ketut Suarni?, | Made Citra Wibawa® (2024). Journal of Education Technology. Vol. 8(2) PP. 353-
361

Putri, 1. I. M., Rmiyanti, R., & Ningsih, E. R. (2020). Realisasi Gerakan Literasi Digital Sebagai Implementasi
Gerakan Literasi Nasional Di Sekolah Muhammadiyah Pangkalan Bun. Buletin Literasi Budaya Sekolah,
2(2), 87-99. https://doi.org/10.23917/blbs.v2i2.12836.

Putri, L. A., Usman, N. Q., & Wahyuningsih, S. E. (2022). Development Oof Audio-Visual Learning Media to
Increase the Ability of Makeup Skill Demonstration. Journal of Vocational and Career Education, 7(2).
https://doi.org/10.15294/jvce.v7i2.42107.

Rahimi, M., & Yadollahi, S. (2017). Effects of offline vs. online digital storytelling on the development of EFL
learners’ literacy skills. Cogent Education, 4(1). https://doi.org/10.1080/2331186X.2017.1285531.

Ramandanu, F. (2019). Gerakan Literasi Sekolah (GLS) Melalui Pemanfaatan Sudut Baca Kelas Sebagai Sarana
Alternatif ~ Penumbuhan  Minat Baca Siswa. Jurnal Mimbar llmu, 24(1), 10-19.
https://doi.org/https://doi.org/10.23887/mi.v24i1.17405.

Reistanti, A. (2018). Analysis of language errors in writing fables by Grade VIII E students at SMP 2
Muhammadiyah Surakarta. Linguistic and Literary Studies, 2(2), 126-140.
http://journals.ums.ac.id/index.php/KLS.

Simarmata, H. A., & Mayuni, I. (2023). Curriculum Reform In Indonesia: From Competency-Based To Freedom
Of Learning. International Journal Of Pedagogical Novelty, 2(2), 1-13.
https://jurnal.pustakagalerimandiri.co.id/index.php/ijopnov/article/view/519.

Starkey, L. (2011). Evaluating learning in the 21st century: a digital age learning matrix. Technology, Pedagogy
and Education, 20(1), 19-39. https://doi.org/10.1080/1475939X.2011.554021.

Sugiyono. (2019). kualitatif, dan R&D. In Bandung: Alfabeta. Alfabeta.

Sumardi, S., & Muamaroh, M. (2020). Edmodo impacts: Mediating digital class and assessment in english
language teaching. Cakrawala Pendidikan, 39(2), 319-331. https://doi.org/10.21831/cp.v39i2.30065.

Suyono, Titik, H., & Wulandari, I. S. (2017). Implementasi Gerakan Literasi Sekolah pada Pembelajaran Tematik
di Sekolah Dasar. Sekolah Dasar: Kajian Teori Dan Praktik Pendidikan, 26(2), 116-123.
https://doi.org/10.17977/um009v26i22017p116.

Wahyuni, H. I., Budiman, A., Abidin, R., & Yuliandari, E. T. (2023). Potential of Fables as Learning Resources
for Environmental Education and Its Relevance to the Merdeka Belajar Curriculum. Jurnal Pendidikan
Indonesia Gemilang, 3(1), 87-96. https://doi.org/10.53889/jpig.v3i1.189.

Audio Visual Literacy Media Based on Fable Story to Increase Student Reading Interest for Second Grade of Elementary Student 361



