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Pada era revolusi 4.0, teknologi mempunyai peranan penting dalam
dunia Pendidikan, namun guru kurang memanfaatkan teknologi dalam
pembelajaran sehingga berdampak pada proses pembelajaran kurang
maksimal. Penelitian ini bertujuan untuk mengembangkan media
pembelajaran lectora inspire berbasis pendidikan karakter pada
pembelajaran PPKn. Jenis penelitian ini yaitu penelitian pengembangan.
Metode penelitian menggunakan research and development (R&D)
model pengembangan Hannafin and Peck. Media divalidasi oleh 3 orang
ahli. Subjek uji coba produk berjumlah 15 siswa. Teknik pengumpulan
data dengan pengisian angket. Teknik analisis data kuantitatif
berdasarkan hasil perhitungan jawaban pada skala likert. Hasil validasi
dari ahli materi diperoleh skor yaitu 87,5%. Hasil validasi dari ahli media
diperoleh skor yaitu 85%, hasil validasi ahli bahasa diperoleh skor 81%.
Guru diperoleh skor yaitu 98%. Hasil uji coba produk kepada siswa
diperoleh skor 98%. Dapat disimpulkan bahwa media pembelajaran
lectora inspire berbasis pendidikan karakter pada pembelajaran PPKn
layak digunakan sebagai media pembelajaran. Implikasi penelitian ini
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yaitu media ini dapat digunakan untuk membangun karakter siswa.

ABSTRACT

In the era of revolution 4.0, technology has an essential role in education, but teachers do not use
technology in learning so that the impact on the learning process is less than optimal. This study aims
to develop Lectora inspire learning media based on character education in Civics learning. This type of
research is development research. The research method uses the research and development (R&D)
development model of Hannafin and Peck. Three experts validate the media. The product trial
subjects were 15 students. Data collection techniques by filling out a questionnaire. Quantitative data
analysis techniques are based on the results of the calculation of answers on a Likert scale. The
validation results from material experts obtained a score of 87.5%. The results of the validation of
media experts obtained a score of 85%. The results of the validation of linguists obtained a score of
81%. The teacher obtained a score of 98%. The results of product trials to students obtained a score
of 98%. It can be concluded that the learning media Lectora inspire based on character education in
Civics learning is feasible to be used as a learning medium. This research implies that this media can
be used to build students' character.

1. INTRODUCTION

Along with the times, science and technology have also developed. The development of science
and technology from day to day is becoming more sophisticated (Buchanan et al, 2019; Ivanov et al.,,
2019; Weng & Chen, 2020). The rapid development of technology has dramatically supported the
existence of a revolution that the world is facing what is called the fourth industrial revolution (industry
4.0) in various fields, one of which is in the field of education (Rotatori et al., 2021; Shahroom & Hussin,
2018). Technology implementation in education includes using ICT (Information Communication and
Technology) to create and develop exciting media, methods, and teaching materials (Arrosagaray et al,,
2019; Baya’a et al,, 2019; Hatlevik et al., 2018). However, technology is not optimal because teachers still
use print media in the learning process (Dinatha & Kua, 2019; Dwi Lestari & Putu Parmiti, 2020). The
findings of previous research also stated that teachers did not use technology in the learning process so
that it had an impact on learning outcomes that were less than optimal (Elvarita et al., 2020; Muzijah et al,,
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2020; Sa’'diyah, 2021; Utami et al., 2018). In the 2013 curriculum, mastery of technology is essential to
support innovative learning activities and stay in tandem with current technological developments
(Fitriyadi, 2013; Rahardja et al., 2019). The 2013 curriculum is the result of an improvement from the
previous curriculum. The 2013 curriculum requires students to be more active in learning activities
(Astuti & Darsinah, 2018; Sanjiwana et al., 2015; Syafi’ah, 2019). Students become the center of learning
while the teacher is only a facilitator in learning activities. The 2013 curriculum is a character and
competency-based curriculum (Nasihin, 2016; Sanjiwana et al.,, 2015). The 2013 curriculum emphasizes
the mastery of student competencies and character-building (Rachmadyanti, 2017; Wastap, 2017). The
purpose of learning in the 2013 curriculum is to produce meaningful learning for students.

Therefore, to implement character education in line with the 2013 curriculum, various supports
are needed. One of them is creating character education-based learning media (Ahmadi et al., 2017;
Trisiana et al., 2019). Several learning media can be used, including audio, visual, and audiovisual media
(Arimbawa et al., 2017; Virgiana & Wasitohadi, 2016). The use of learning media is expected to increase
Self Motivated Learning and Self Regulated Learning. The role of using technology in the educational
aspect can be making interactive and innovative learning media that can be accessed anytime and
anywhere (Buchanan et al,, 2019; Weng & Chen, 2020). It is hoped that elementary school students can
better understand the values of good character for themselves through these learning media. One of the
media offered is Lectora Inspire Learning Media Based on Character Education. Lectora inspire is a tool
that can help educators create audio-visual-based learning multimedia (Musafa, 2018; Prasetyo, 2015;
Rachmawati, 2016; Shalikhah, 2016). Lectora is software that provides interactive content that can be
used as an E-Learning learning media that can be filled with the subject matter and can also directly create
practice questions in Lectora (Prasetyo, 2015; Rachmawati, 2016). By using Lectora, students can actively
learn and develop knowledge through the content provided by the lecture application in Lectora. Besides
being able to help students master learning materials independently through various applications and
content provided in Lectora, through this media, students can simultaneously develop good character
values in themselves in face-to-face and distance learning activities.

Character education contains three main elements: knowing goodness, loving-kindness, and doing
good (Fahmy et al,, 2015; Muhamad Nova, 2017; Timmermans et al., 2019). People who have character as
a person's innate nature in responding to situations morally manifest in concrete actions through good
behavior, honesty, responsibility, respect for others, and other noble characters (Gothberg, 2019;
Rokhman et al, 2014; Silanoi, 2012). The character is closely related to the "habit" or habit that is
continuously carried out. The success of character education begins with understanding good character,
loving it, and implementing good character (Bates, 2019; Koesoemadinata, 2018). Previous research
findings state that Lectora inspire is an effective program in creating learning media (Umarella et al,,
2019; Wahyuningsih & Mustadi, 2016). Lectora inspire is an electronic learning development software (e-
learning) that is relatively easy to apply or implement because it does not require understanding
sophisticated programming languages. Because Lectora inspire has a familiar interface with those who are
familiar with or master Microsoft Office. Other research also states that Lectora media can be used in the
learning process to improve students' abilities (Widiastuti & Wangid, 2015; Windarny & Mustadi, 2019). It
can be concluded that Lectora Inspire Learning Media can be used in learning to improve students'
character. This study aims to design learning media Lectora inspire based on character education in Civics
learning for third-grade elementary school students. It is hoped that this media can help students in
learning and improve student character.

2. METHOD

This research is a type of research and development or Research and Development (R&D).
Research and development (Research and Development) is a research method used to produce products.
In this study, the Hannafin and Peck development model was used. In the Hannafin and Peck development
model, there are three stages, namely as follows. Hannafin and Peck's development model consists of
three stages, all of which involve the evaluation and revision stages with the following explanations: 1)
Needs assessment, which is an analysis of the needs needed in learning media development. The
researcher's needs analysis is an analysis of student needs and an analysis of teacher needs. Analysis of
student needs is carried out because students are users of the Lectora Inspire learning media developed.
2) Design stage, which is a series of stages related to media drafting. This stage consists of several stages,
namely, a) Making a design framework, b) Making a media design based on a predetermined initial design
framework, c) Consulting material experts, linguists, and media experts, d) Evaluation and revision. It is a
draft media that will be developed and implemented in the next stage. 3) The development and
implementation stage, consisting of a series of activities to develop, integrate or create new learning
media based on the media draft produced at the design stage. The learning media developed then go
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through several processes. Namely, a) validation to material experts, linguists, and media experts, b)
evaluation and revision, and c) implementation to 15 third grade elementary school students. This
research was conducted at SDN Klender 10 Pagi, East Jakarta. Methods of data collection are done by using
a questionnaire to students and teachers. The instrument used in collecting data is a questionnaire. The
questionnaire instrument, media, material, and language expert assessment sheets used files sent via
WhatsApp and email. Here is the instrument grid.

Needs
Assessment

Develompent &

Desain Implementation

{k

A 1&
'

Evaluation and Revision

Figure 1. Hannafin and Peck Research Development Stages (Khasana et al., 2018)

Table 1. Media Expert Instrument Grid

Aspects Assessed Assessment Component Number
A. Quality of Materials and Learning Completeness 1,4,5
Interaction 2,3,7
Draw attention 6
B. Serving Quality Character Development 8,9
Test Quality 10,11
Flexibility 12
C. Programming Quality Convenience 13,14
Display Quality 15,16,17,18
Program Management 19,20
Table 2. Linguistics Instrument Grid
Aspects Assessed Assessment Component Assessment
Component
A. Media Physical Size Resolution Compatibility 1,2
B. Media Cover Design Layout 3
Composition 4
C. Typography Cover Font Size 5,6
D. Cover Illustration Composition 7
E. Media Content Layout Title Placement 8,9,10
[llustration 11,12
F. Media Content Typography Font Selection 13,14,15,16
G. Media Content Illustration Character Development 17,18
Facilitate Student Understanding 19,20
Table 3. Material Expert Instrument Grid
Aspects Assessed Assessment Component Assessment
Component
A. Valid Truth 1,3,4
Material freshness 2
B. Level of Interest Language 7,8
Interaction 18
C. Usefulness Character Development 9,11,12
Evaluation 19,20
D. Learnability Experience 13,15,17
E. Interesting Visualization 6,10,14
Example 5,16
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The qualitative data analysis technique was obtained through suggestions received by the
validator, and the quantitative data analysis technique was obtained through the calculation of the
average questionnaire based on the Likert scale. The questionnaire instrument was made using google
form in collecting data regarding needs analysis for the development of Civics learning media products.

3. RESULT AND DISCUSSION

Result
This media development research resulted in learning media in Lectora inspire learning media
based on character education used for Civics learning in third grade..

Table 4. Basic Competencies and Indicators of Third Grade Civics in Elementary School

Basic competencies (KD) Subject Matter Indicator
3.2 Identify obligations and rights as 3.2.1 Explain the meaning and kinds of
family members and school members My obligations obligations and rights as a family

and rights at member at home

4.2 Presenting the results of the home 4.2.1 Carry out obligations and rights as
identification of obligations and rights family members in daily life
as family members and school
members.

In the beginning, this learning media is equipped with an opening page containing a moving
animation (gif) of the teacher waving his hand, indicating greetings to students. There are complete
instructions for use to understand the features contained in the learning media more efficiently. There are
clear essential competencies and indicators as a reference for learning, and it is also opened with a moving
animation/gif as an initial discussion to enter the material. In the content section, this learning media is
divided into 3 contents, namely material for children's obligations at home which is equipped with 5
pictures of children's obligations at home and equipped with story illustrations to clarify the meaning and
value of the character to be conveyed, material for children's rights at home is equipped with 5 images of
rights. Children at home and equipped with story illustrations that clarify the meaning and values of the
characters to be conveyed, and there are practice questions as practice material consisting of 10 multiple
choice questions and 5 fill-in questions. In the closing section, this learning media is closed by giving
students motivation to continue learning even in a pandemic condition that requires learning at home and
is equipped with recommendations to comply with health protocols as a movement to support
government programs to prevent the transmission of covid19.

In this development research, the product was validated by three experts and a one-third grade
elementary school teacher consisting of material experts, media experts, linguists, and one third grade
teacher at Klender 10 Pagi Elementary School. Validation results from material experts with a score of
87.50%, validation results from media experts with a score of 85%, validation results from linguists with a
score of 81%, and third-grade teachers with a score of 98%. After carrying out the validation process by
three experts and one third-grade teacher. Then the product was implemented for 15 third-grade
elementary school students. Students are given a questionnaire containing ten questions, and students fill
out the questionnaire. Based on the results of the questionnaire calculation, the average score was 98%.

Based on the validation results from 3 expert lecturers, they got validation results from material
experts with a score of 87.50% with very valid qualifications, validation results from media experts with a
score of 85% with valid qualifications, validation results from linguists with a score of 81% with valid
qualifications, and third-grade teachers with a score of 98% with very valid qualifications. Moreover, the
implementation results to 15 third grade elementary school students got a score of 98% with very decent
qualifications. By looking at these results, it can be said that the learning media Lectora inspire based on
character education in Civics learning for third-grade elementary school students is "fit" to be used as a
learning medium.

Discussion

Excellent and adequate media can stimulate students' thoughts, feelings, attention, and interest so
that the learning process can run well and create a pleasant learning atmosphere (Friedman & Friedman,
2013; Rahayuningsih, 2020; Suarsana et al., 2019). Learning media in elementary schools must, of course,
be exciting and creative (Dinayusadewi et al., 2020; Fisnani et al,, 2020). It is due to the characteristics of
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elementary school students who like everything with pictures, colors, sounds, and moves. Therefore, the
media used must be targeted and effective so that the material delivered can be received and absorbed
well by elementary school students (Ntobuo et al.,, 2018; Puspitarini & Hanif, 2019).

The learning media developed, namely Lectora inspire, based on character education, can help
students learn, especially building student character. Lectora inspire learning media based on character
education in Civics learning for third-grade elementary school students aims to design an attractive
character education-based learning media design for students and can be used in face-to-face learning and
distance learning. Learning media that can be used online or offline will make it easier for students to
learn (Amin & Sundari, 2020; Gabriele et al, 2016; Teng, 2019). The development of Lectora inspire
learning media based on character education to train students' thinking power through illustrations and
moving images (gifs) (Friedman & Friedman, 2013; Seruni et al., 2020). According to the illustrated
images in the Lectora, students think about understanding short story illustrations inspire learning media
(Marshel & Ratnawulan, 2020; Rizaldi et al., 2020). The use of illustrations and moving pictures (gif) as a
vehicle to assist students in understanding character values. The findings of previous research stated that
Lectora inspire is an effective program in creating learning media for students (Umarella et al., 2019;
Wahyuningsih & Mustadi, 2016). Other research also states that Lectora media can be used in the learning
process to improve students' abilities (Widiastuti & Wangid, 2015; Windarny & Mustadi, 2019). It can be
concluded that Lectora Inspire Learning Media can be used in learning. This research implies that this
media can be used by teachers in the learning process so that it can build students' character.

4. CONCLUSION

The results of the data analysis of Lectora inspire learning media based on character education
got excellent qualifications from experts, teachers, and students. So it can be concluded that the learning
media Lectora inspire based on character education is feasible in the learning process. This learning
media can build students' character in a positive direction.

5. REFERENCES

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.

Amin, F., & Sundari, H. (2020). EFL Students ’ Preferences on Digital Platforms during Emergency Remote
Teaching: Video Conference , LMS , or Messenger Application ? Studies in English Language and
Education, 7(2), 362-378. https://doi.org/10.24815/siele.v7i2.16929.

Arimbawa, Wiyasa, & Manuaba. (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.

Arrosagaray, M., Gonzalez-Peiteado, M., Pino-Juste, M., & Rodriguez-Lépez, B. (2019). A comparative study
of Spanish adult students’ attitudes to ICT in classroom, blended and distance language learning
modes. Computers and Education, 134(October 2018), 31-40.
https://doi.org/10.1016/j.compedu.2019.01.016.

Astuti, S. 1, & Darsinah, D. (2018). Penilaian Autentik Berbasis Kurikulum 2013 di SD Negeri
Mangkubumen Kidul No. 16 Surakarta. Manajemen Pendidikan, 13(2), 165-174.
https://doi.org/10.23917 /jmp.v13i2.7484.

Bates, A. (2019). Character education and the ‘priority of recognition.” Cambridge Journal of Education,
49(6), 695-710. https://doi.org/10.1080/0305764X.2019.1590529.

Baya’a, N., Daher, W, & Anabousy, A. (2019). The development of in-service mathematics teachers’
integration of ICT in a community of practice: Teaching-in-context theory. International Journal of
Emerging Technologies in Learning, 14(1), 125-139. https://doi.org/10.3991/ijet.v14i01.9134.

Buchanan, J., Pressick-Kilborn, K., & Maher, D. (2019). Promoting environmental education for primary
school-aged students using digital technologies. Eurasia Journal of Mathematics, Science and
Technology Education, 15(2). https://doi.org/10.29333/ejmste/100639.

Dinatha, N. M,, & Kua, M. Y. (2019). Pengembangan Modul Praktikum Digital Berbasis Nature of Science
(Nos) Untuk Meningkatkan Higher Order Thinking Skill (Hots). Journal of Education Technology,
3(4), 293. https://doi.org/10.23887 /jet.v3i4.22500.

Dinayusadewi, N. P., Ngurah, G., & Agustika, S. (2020). Development Of Augmented Reality Application As
A Mathematics Learning Media In Elementary School Geometry Materials. Journal of Education
Technology, 4(2), 204-210. https://doi.org/10.23887 /jet.v4i2.25372.

Fyra Aldira Audial, Linda Zakiah?, Nidya Chandra Muji Utami3/ Lectora Inspire Learning Media Based on Character Education in
Civics



Jurnal IImiah Sekolah Dasar Vol. 5, No. 3, Tahun 2021, pp. 549-556 554

Dwi Lestari, H., & Putu Parmiti, D. P. P. (2020). Pengembangan E-Modul Ipa Bermuatan Tes Online Untuk
Meningkatkan  Hasil ~ Belajar.  Journal of  Education  Technology, 4(1), 73.
https://doi.org/10.23887 /jet.v4i1.24095.

Elvarita, A, Iriani, T., & Handoyo, S. S. (2020). Pengembangan Bahan Ajar Mekanika Tanah Berbasis E-
Modul pada Program Studi Pendidikan Teknik Bangunan, Universitas Negeri Jakarta. jurnal
Pendidikan Teknik Sipil (JPenSil), 9(1), 1-7. https://doi.org/10.21009/jpensil.v9i1.11987.

Fahmy, R, Bachtiar, N, Rahim, R, & Malik, M. (2015). Measuring Student Perceptions to Personal
Characters Building in Education: An Indonesian Case in Implementing New Curriculum in High
School. Procedia - Social and Behavioral Sciences, 211.
https://doi.org/10.1016/j.sbspro.2015.11.112.

Fisnani, Y., Utanto, Y., & Ahmadi, F. (2020). The Development of E-Module for Batik Local Content in
Pekalongan Elementary School. Innovative Journal of Curriculum and Educational Technology,
9(1), 40-47. https://doi.org/10.15294 /JCET.V911.35592.

Fitriyadi, H. (2013). Integrasi Teknologi Informasi Komunikasi Dalam Pendidikan: Potensi Manfaat,
Masyarakat Berbasis Pengetahuan, Pendidikan Nilai, Strategi Implementasi Dan Pengembangan
Professional. Jurnal Pendidikan Teknologi Dan Kejuruan, 21(3).
https://doi.org/10.21831/jptk.v21i3.3255.

Friedman, L. W., & Friedman, H. H. (2013). Using social media technologies to enhance online learning.
Journal of Educators Online, 10(1). https://doi.org/10.9743/JE0.2013.1.5.

Gabriele, K. M., Holthaus, R. M., & Boulet, ]. R. (2016). Usefulness of Video-Assisted Peer Mentor Feedback
in Undergraduate Nursing Education. Clinical Simulation in Nursing, 12(8), 337-345.
https://doi.org/10.1016/j.ecns.2016.03.004.

Gothberg, M. (2019). Cultivation of a deceiver - The emergence of a stage character in a student theatre
production. Learning, Culture and Social Interaction, 22.
https://doi.org/10.1016/j.1csi.2019.02.005.

Hatlevik, O. E., Throndsen, I., Loi, M., & Gudmundsdottir, G. B. (2018). Students’ ICT self-efficacy and
computer and information literacy: Determinants and relationships. Computers and Education,
118,107-119. https://doi.org/10.1016/j.compedu.2017.11.011.

Ivanov, D., Dolgui, A., & Sokolov, B. (2019). The impact of digital technology and Industry 4.0 on the ripple
effect and supply chain risk analytics. International Journal of Production Research, 57(3), 829-
846. https://doi.org/10.1080/00207543.2018.1488086.

Khasana, I. N., Parmiti, D. P., & Sudatha, I. G. W. (2018). Pengembangan Media Monopoli Dengan Model
Hannafin Dan Peck Mata Pelajaran Ips Di Sd Mutiara Singaraja. Jurnal Jurusan Teknologi
Pendidikan, 6(2), 205-214. https://doi.org/10.23887 /jeu.v6i2.20292.

Koesoemadinata, M. I. P. (2018). Visual Adaptation Of Wayang Characters In Teguh Santosa’s Comic Art.
MUDRA: Jurnal Seni Budaya, 33(3). https://doi.org/10.31091/mudra.v33i3.544.

Marshel, J., & Ratnawulan. (2020). Analysis of Students Worksheet (LKPD) integrated science with the
theme of the motion in life using integrated connected type 21st century learning. Journal of
Physics: Conference Series, 1481(1). https://doi.org/10.1088/1742-6596/1481/1/012046.

Muhamad Nova. (2017). Character Education In Indonesia EFL Classroom Implementation and Obstacles.
Jurnal Pendidikan Karakter, 7(2). https://doi.org/10.21831/jpk.v7i2.13650.

Musafa, A. (2018). Pengembangan Media Berbasis Komputer Dengan Lectora Inspire Untuk Meningkatkan
Pemahaman Siswa Tentang Pengamalan Nilai-Nilai Pancasila Di Kelas III Sekolah Dasar. jurnal
Review Pendidikan Dasar: Jurnal Kajian Pendidikan Dan Hasil Penelitian, 4(3).
https://doi.org/10.26740/jrpd.v4n3.p836-846) .

Muzijah, R., Wati, M., & Mabhtari, S. (2020). Pengembangan E-modul Menggunakan Aplikasi Exe-Learning
untuk  Melatih  Literasi  Sains. Jurnal Ilmiah  Pendidikan  Fisika, 4(2), 89.
https://doi.org/10.20527 /jipf.v4i2.2056.

Nasihin, S. (2016). Implementasi Kurikulum 2013 di MTs Yaqin 1 Kwang Rundun Kecamatan Jerowaru
(Masalah dan Solusinya). Jurnal Studi Keislaman Dan Ilmu Pendidikan, 4(1), 56-86.
https://doi.org/10.36088/palapa.v4il.8.

Ntobuo, N. E,, Arbie, A,, & Amalj, L. N. (2018). The Development of Gravity Comic Learning Media Based on
Gorontalo Culture. Jurnal Pendidikan IPA Indonesia, 7(2), 246-251.
https://doi.org/10.15294/jpii.v7i2.14344.

Prasetyo, S. (2015). Pengembangan Media Lectora Inspire dalam Pembelajaran Sains di Madrasah
Ibtidaiyah. Jurnal Pendidikan Islam, 4(2). https://doi.org/Prasetyo, S. (2015). Pengembangan
Media Lectora Inspire dalam Pembelajaran Sains di Madrasah Ibtidaiyah. Jurnal Pendidikan Islam,
4(2), 319-337. (http://ejournal.uin-suka.ac.id/tarbiyah/JPI/article /view/1192)
(https://doi.org/10.14421/jpi.2015.42.319-337) .

JISD P-ISSN: 2579-3276 E-ISSN: 2549-6174



Jurnal IImiah Sekolah Dasar Vol. 5, No. 3, Tahun 2021, pp. 549-556 555

Puspitarini, Y. D., & Hanif, M. (2019). Using Learning Media to Increase Learning Motivation in Elementary
School. Anatolian Journal of Education, 4(2), 53-60. https://doi.org/10.29333/aje.2019.426a.

Rachmadyanti, P. (2017). Penguatan Pendidikan Karakter Bagi Siswa Sekolah Dasar Melalui Kearifan
Lokal. Jurnal Pendidikan Sekolah Dasar, 3(2), 201-214. https://doi.org/10.30870/jpsd.v3i2.2140.

Rachmawati, A. (2016). Pengembangan Media Pembelajaran Berbasis Lectora Inspire Pada Mata Pelajaran
Perekayasaan Sistem Radio Dan Televisi Untuk SMK Negeri 5 Surabaya. Jurnal Pendidikan Teknik
Elektro, 5(2). https://jurnalmahasiswa.unesa.ac.id /index.php/jurnal-pendidikan-teknik-
elektro/article/view/14145.

Rahardja, U., Harahap, E. P., & Christianto, D. D. (2019). Pengaruh Teknologi Blockchain Terhadap Tingkat
Keaslian ljazah. Technomedia Journal, 4(2). https://doi.org/10.33050/tmj.v4i2.1107.

Rahayuningsih, S. (2020). Animation media of animal husbandry thematic science learning to stimulate
scientific attitude in early childhood. International Journal of Scientific and Technology Research.
https://doi.org/10.23887 /jet.v3i1.17959 Article Metrics.

Rizaldi, D. R, Nurhayati, E., & Fatimah, Z. (2020). The Correlation of Digital Literation and STEM
Integration to Improve Indonesian Students’ Skills in 21st Century. International Journal of Asian
Education, 1(2), 73-80. https://doi.org/10.46966/ijae.v1i2.36.

Rokhman, F., Hum, Syaifudin, A., & Yuliati. (2014). Character Education for Golden Generation 2045
(National Character Building for Indonesian Golden Years). Procedia - Social and Behavioral
Sciences, 141. https://doi.org/10.1016/j.sbspro.2014.05.197.

Rotatori, D., Lee, E. ], & Sleeva, S. (2021). The evolution of the workforce during the fourth industrial
revolution. Human Resource Development International, 24(1), 92-103.
https://doi.org/10.1080/13678868.2020.1767453.

Sa’diyah, K. (2021). Pengembagan E-Modul Berbasis Digital Flipbook Untuk Mempermudah Pembelajaran
Jarak  Jauh Di = SMA.  Edukatif: Jurnal Ilmu  Pendidikan, 3(4), 1298-1308.
https://doi.org/10.31004 /edukatif.v3i4.561.

Sanjiwana, P. P. C. M., Pudjawan, & Margunayasa, I. G. (2015). Analisis sikap sosial siswa kelas V pada
pembelajaran dengan kurikulum 2013. Mimbar PGSD Universitas Pendidikan Ganesha, 3(1).
https://doi.org/10.23887 /jjpgsd.v3il.5631.

Seruni, R, Munawaroh, S., Kurniadewi, F., & Nurjayadi, M. (2020). Implementation of e-module flip PDF
professional to improve students’ critical thinking skills through problem based learning. Journal
of Physics: Conference Series, 1521(4), 1-6. https://doi.org/10.1088/1742-6596/1521/4/042085.

Shahroom, A. A, & Hussin, N. (2018). Industrial Revolution 4.0 and Education. International Journal of
Academic Research in Business and Social Sciences, 8(9). https://doi.org/10.6007 /IJARBSS/v8-
i9/4593.

Shalikhah, N. D. (2016). Pemanfaatan aplikasi Lectora Inspire sebagai media pembelajaran interaktif.
Cakrawala: Jurnal Studi Islam, 11(1). https://doi.org/10.31603 /cakrawala.v11i1.105.

Silanoi, L. (2012). The Development of Teaching Pattern for Promoting the Building up of Character
Education Based on Sufficiency Economy Philosophy in Thailand. Procedia - Social and Behavioral
Sciences, 69. https://doi.org/doi.org/10.1016/j.sbspro.2012.12.131.

Suarsana, I. M., Mahayukti, G. A,, Sudarma, 1. K., & Pujawan, A. A. G. S. (2019). The Effect of Interactive
Mathematics Learning Media toward Mathematical Conceptual Understanding on Probability of
Hearing-impaired Students. Journal of Physics: Conference Series, 1165, 012021.
https://doi.org/10.1088/1742-6596/1165/1/012021.

Syafi'ah, R. (2019). Analisis Muatan Nilai-Nilai Karakter Pada Buku Pegangan Siswa Ipa Smp Kelas Vii
Semester 2 Kurikulum 2013. LENSA (Lentera Sains): Jurnal Pendidikan IPA, 9(1), 30-36.
https://doi.org/10.24929 /lensa.v1il.61.

Teng, (Mark) Feng. (2019). The effects of video caption types and advance organizers on incidental L2
collocation learning. Computers & Education, 142.
https://doi.org/10.1016/j.compedu.2019.103655.

Timmermans, A. C., Werf, M. P. C. G. van der, & Rubie-Davies, C. M. (2019). The interpersonal character of
teacher expectations: The perceived teacher-student relationship as an antecedent of teachers’
track recommendations. Journal of School Psychology, 73.
https://doi.org/10.1016/j.jsp.2019.02.004.

Trisiana, A. Sugiaryo, & Rispantyo. (2019). Implementasi Pendidikan Karakter Dalam Pendidikan
Kewarganegaraan Sebagai Inovasi Pengembangan Di Era Media Digital Dan Revolusi Industri 4.0.
Jurnal  Global Citizen: Jurnal Ilmiah Kajian Pendidikan Kewarganegaraan, 7(1).
https://doi.org/10.33061/jgz.v7i1.3059.

Umarella, S., Rahmawati, A., & Susilowati, N. E. (2019). Interactive multimedia lectora inspire based on
problem based learning: development in the optical equipment. In Journal of Physics: Conference

Fyra Aldira Audial, Linda Zakiah?, Nidya Chandra Muji Utami3/ Lectora Inspire Learning Media Based on Character Education in
Civics



Jurnal IImiah Sekolah Dasar Vol. 5, No. 3, Tahun 2021, pp. 549-556 556

Series, 1155(1). https://doi.org/10.1088/1742-6596/1155/1/012011.

Utami, R. E.,, Nugroho, A. A, Dwijyanti, I, & Sukarno, A. (2018). Pengembangan E-Modul Berbasis
Etnomatematika Untuk Meningkatkan Kemampuan Pemecahan Masalah. JNPM (Jurnal Nasional
Pendidikan Matematika), 2(2), 268. https://doi.org/10.33603/jnpm.v2i2.1458.

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.

Wahyuningsih, E., & Mustadi, A. (2016). Pengembangan multimedia lectora pembelajaran tematik-
integratif untuk peningkatan nilai karakter siswa kelas iv sekolah dasar. jurnal Pendidikan
Karakter, 1(1). https://doi.org/10.21831/jpk.v0i1.10729.

Wastap, J. Bin. (2017). Nilai-Nilai Pengetahuan Lokal Pembentuk Karakter Bangsa Dalam Sandiwara
Cirebon, Jawa Barat. Mudra: Jurnal Seni Budaya, 32(1).
https://doi.org/10.31091/mudra.v32i1.65.

Weng, S. S., & Chen, H. C. (2020). Exploring the role of deep learning technology in the sustainable
development of the music production industry. Sustainability (Switzerland), 12(2), 1-20.
https://doi.org/10.3390/su12020625.

Widiastuti, A, & Wangid, M. N. (2015). Pengembangan Multimedia Lectora Pada Pembelajaran
Tematikintegratif Berbasis Character Building Bagi Siswa Kelas IV SD (https://doi.org/). Jurnal
Pendidikan Karakter, 2(1). https://doi.org/10.21831/jpk.v0i2.8626.

Windarny, D., & Mustadi, A. (2019). Pengembangan Lectora Dalam Pembelajaran Tematik-Integratif Untuk
Peningkatan Prestasi Belajar Kognitif Dan Karakter Siswa Sekolah Dasar. Jurnal Pendidikan
Karakter, 1(1). https://doi.org/10.21831/jpk.v8i2.21851.

JISD P-ISSN: 2579-3276 E-ISSN: 2549-6174



