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pengetahuan. Jadi, media pembelajaran interaktif berbasis Canva
memiliki kualifikasi yang baik, layak, serta efektiv untuk dipakai dalam
melakukan proses pembelajaran.

ABSTRACT

Problems in the IPAS learning is students easily get bored with media that is monotonous and lacking
in variety, resulting in a lack of student interest in paying attention to the material being presented by
the teacher. So, teachers must create more interesting methods in the learning process so that students
are more motivated in improving learning outcomes. This study aims to develop interactive game
learning media on the five sensory materials for 4th grade of elementary school. This research is
included in development research using the Borg and Gall model which only has up to 8 stages, because
it is adjusted to the needs and time of the research. The subjects of this study consisted of fourth grade
students and fourth grade teachers, a team of expert validators and researchers. Data collection
methods are by observation, tests, questionnaires, and interviews. Data analysis techniques use initial
data analysis, product analysis, and final data analysis. The research results obtained were the media
expert validation test of 85% (feasible), the material expert validation test of 83.5% (feasible), and the
results of the effectiveness test showed that in the before and after values there was an increase in the
average knowledge value. So, Canva-based interactive learning media has good qualifications, is
feasible and effective for use in carrying out the learning process.

1. INTRODUCTION

All citizens have the right to education; this is contained in the 1945 Constitution in Article 31. This
means that all children, regardless of the class or social status of their parents, have the right to education
and the same educational opportunities, depending on everyone's desires and abilities (Maftuh, 2008; Suci
et al,, 2020). Education is not only considered a place of knowledge and the formation of one's skills but is
also developed to include efforts to achieve one's desires, abilities, and needs to achieve the desired social
and personal lifestyle (Anantanyu, 2011; Maksum, 2013). Education is not only a forum for future life but
also for present life, which is currently developing towards a more mature level (Sulaiman et al,, 2018;
Suwartini, 2017; Tanu, 2019).
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The aim of education is contained in Minister of Education and Culture Regulation Number 32 of
2013, which states that the aim of education is that the learning process in education is carried out in an
inspiring, interactive, challenging, enjoyable manner, provides motivation for students to participate
actively, and provides sufficient space for creativity, initiative, as well as independence that is in harmony
with students' interests, talents, or psychological and physical development (Handayani et al., 2020). As a
result, each education unit is expected to be able to achieve national education goals by carrying out
assessment, implementation, and good planning of the learning process (Ayu Sri Wahyuni, 2022; Julaeha,
2019).

One of the subjects in the Minister of Education and Culture is the science subject, the science
subject is a subject that must be given to all students in basic education. Natural Sciences (IPA) is a branch
of science that is closely related to natural phenomena and their influence on human life, and examines all
aspects of the universe (Azizi, 2022; Cheryl Ana Safira et al., 2020). Science covers a variety of knowledge
that includes facts, principles, concepts and discovery processes, and encourages the development of a
scientific attitude (Mardiana, 2018; Megawati, 2018). Basically, science learning can also be used as a tool
to solve problems identified in everyday life (Prihatni et al., 2016; Purwana, 2010).

Problems with science also occur at SD Negeri Lempongsari Semarang. From the results of
observations carried out on Tuesday, January 24, 2023, at SD Negeri Lempongsari, researchers obtained the
results that at SD Negeri Lempongsari, teachers had used learning media such as videos, pictures,
PowerPoint, student worksheets (LKPD), or other tools. The models are provided by the school, but the use
of learning media based on interactive games has never been used in elementary schools due to the limited
time and costs incurred by teachers. Through interviews, it was discovered that students easily get bored
with monotonous and less varied media, which results in students' lack of interest in paying attention to
the material being presented by the teacher. From the results of classroom observations, students only paid
attention to the media provided by the teacher for the first few minutes; the rest of the time, students
preferred to chat or joke with their friends. Students' lack of attention in learning was also shown when the
teacher gave assignments, but some of them did not pay attention as a result of making mistakes in their
work. Apart from that, from the documentation study of student learning outcomes, it is known that the
majority of students obtained scores below average in the science course content. This result is in line with
the results of the needs questionnaire, which found that 65% of students thought that science was the most
difficult subject.

Based on the results of the interview, class IV is currently using the Independent Curriculum, where
in its implementation there have been several changes in learning outcomes. The most recent learning
outcomes are five senses material, but this material is not in the students' textbooks. As a result, this
becomes a concern and a focus for class teachers to teach these learning outcomes. Even though the material
is not in the book, teachers have to make their own summaries of the material for students, but it is very
difficult for students to learn without media because of the large amount of material and memorization
involved in these learning outcomes. To overcome this, teachers provide more material to students by
showing videos taken from YouTube or delivering material conventionally using the lecture method.

From the problems that have been described, the researchers and teachers concluded that the
development of an interesting interactive learning game for students is an alternative solution to problems
in the science and science learning process in class [V at SDN Lempongsari, namely an interactive learning
game based on Canva. With the development of interactive learning games based on Canva, it is hoped that
the teaching and learning process will become more interesting and motivating, as a result of which learning
outcomes will increase and the quality of education will be more advanced along with technological
developments.

This research is in line with research entitled Audio Visual Learning Media Based on the Canva
Application at SMA Negeri 5 Makassar which aims to develop audio visual learning media based on the
Canva application (Rahmatullah et al, 2020). This research uses a development approach with initial
analysis stages, material identification, product development and testing. After product development is
complete, it continues with a feasibility test carried out by experts to find out whether the media design is
feasible or not, whether the material content is appropriate or not, the completeness of the design, and
whether it is attractive or not. From the results of the assessment by experts, a score of 82.88% was
obtained, which is in the very feasible category. Meanwhile, the results of student responses obtained a
score of 86.73%, which is also included in the very appropriate category. In the results of the first cycle of
field trials, a score of 67.13% was obtained and in the second cycle a score of 88% was obtained. In the
percentage of learning outcomes there is an increase in value. The next research that is relevant to this
research also obtained satisfactory validity assessment results, namely the assessment score based on a
questionnaire for 8 respondents produced a figure of 88.5% which can be qualified as very good and of
course successful (Riztiandi et al., 2020). Further research states that by integrating media containing
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games into the learning process, it is hoped that it can create a pleasant learning atmosphere (Satria et al,,
2022; Wulandari et al., 2017).

Based on this explanation, the researcher took the title "Development of Interactive Game Learning
Media on Five Senses Material for Class 4 Science and Science Lessons at Lempongsari State Elementary
School." This research aims to develop interactive game learning media based on five-sensory material for
the fourth grade of elementary school.

2. METHOD

This research uses development research methods or what is commonly known as Research and
Development (R&D). The place for this research is Lempongsari State Elementary School. This research has
subjects, namely grade IV students and teachers in grade IV of Lempongsari State Elementary School, a team
of validator experts, and researchers. Data collection was carried out through observation, tests,
questionnaires and interviews. The instruments used include validation tests from media experts and
material experts. The development of this research uses the development model from Borg and Gall and
only uses 8 stages which have been adjusted to the researchers' needs and time. The eight stages are
potential and problems, data collection, product design, design validation, design revision, small-scale trials,
product revisions, and usage trials (Farida et al,, 2019; Fransisca & Mintohari, 2018). In the first stage,
namely potential and problems, at this stage the researcher carries out initial research through data,
conducting interviews, documentation and questionnaires. In the second stage, namely data collection, at
this stage the researcher collects all the information that can be used for product planning. In the third stage,
namely product design, is the stage of making a design based on the results of the data analysis that has
been carried out. The fourth stage is design validation, at this stage validation of the feasibility of Canva-
based interactive learning media is carried out by material and media experts. In the fifth stage, design
revisions are carried out based on improvements that are in line with directions from material and media
experts. In the sixth stage, namely conducting small-scale trials, namely by conducting media tests and
observing responses and suggestions before carrying out large-scale trials. The seventh stage is to revise
the product, based on the results of responses and suggestions from the results of small-scale trials. Next is
the eighth stage, namely a usage trial, at this stage the product will be tested again in a usage trial.

There is preliminary data analysis, in-depth product analysis, and conclusion data analysis in this
research. The improvement and difference in mean in a study is determined after initial data analysis. The
data was first tested for normality and analysis of the description of the need’s questionnaire. Expert
validation of product designs provides data for product analysis, which is then used to determine product
media suitability in percentages. Finally, the average difference test and the average increase test were used
to analyze the data in this research.

3. RESULT AND DISCUSSION

Result

This development study presents findings that focus on three main areas: Canva-based interactive
learning media design; the efficacy of the media; and the practicality of the media. This research framework
relies on the Borg and Gall development model, but simplifies the process so that it only takes place in eight
phases. Potential and problems, data collection, product design, design validation, design modification,
testing, final product, and testing are the eight steps.

At the potential and problem stage, researchers conducted a preliminary investigation using
interviews, data, documents and questionnaires. The information obtained shows that there are problems
in science learning which have a big impact on science learning for grade 4 students at Lempongsari Public
Elementary School, Semarang. Limited learning resources related to variations in learning outcomes
between curricula and the less than optimal use of science learning material media encourage researchers
to develop products that overcome these problems.

Researchers collect data at this stage for use in the next stage of the product development process.
Student learning outcomes, subject content, and student needs questionnaires are the required data. Data
analysis revealed deficiencies in student textbooks and deficiencies in learning materials in scientific
courses, which informed further iterations of product design. Therefore, academics are interested in
creating Canva-based interactive learning media that is tailored to students' information and educational
media needs.A media expert and material expert checked the feasibility of Canva-based interactive learning
media during the design validation stage. Each expert uses existing tools to make an assessment, after which
the two experts also provide media for improvements that researchers can make. At the design revision
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stage, researchers make design improvements as directed by material and media experts, the product will
be consulted again until it is declared suitable for testing. At the product trial stage, the use of Canva-based
interactive learning media was demonstrated in a small trial in Negeri Lemponsari Class IV Elementary
School. After testing the media, the researchers asked students and teachers to fill out a questionnaire about
the scientific content of the Five Senses material on Canva-based interactive learning media.

Product revisions are based on the results of small-scale product testing. Based on the results of
teacher and student questionnaires, improvements have been made to make use more effective. The
following is the final media result shown in Figure 1.
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Figure 1. The Final Media Results

At the usage trial stage, the product is tested again in a usage trial. All 4th grade students at
Lempongsari State Elementary School were targeted, totaling 46 students, and all residents participated.
The design used is a series of pre-test-post-test designs, namely a pre-experimental design that includes
pre-treatment, pre-test, and post-study, post-test. The ability to compare status before and after treatment
is useful for knowing definite treatment results.

Before carrying out the post-test, students first get a final product that is in harmony with their
learning process, then a validity test and product trial are carried out to determine the suitability of the
media being developed. Product verification. The feasibility test of Canva-based interactive learning media
for Class IV scientific content was carried out by expert reviewers by referring to the feasibility
questionnaire. The results of the following product efficacy studies are presented in Table 1, and the results
of the product efficacy studies are presented in Table 1.

Table 1. The Product Validity Test Results

No Test Subjects Validity Results Information
1. Media Expert Validation 85% Worthy
2. Material Expert Validation 83.75% Worthy

Based on the results above, it is known that the results of the media expert validation test obtained
a result of 85% and the results of the material expert validation obtained a result of 83.75%. As a result, it
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can be said that Canva-based interactive learning media on material regarding the five senses of the Class 4
Science and Science lesson content at Lempongsari State Elementary School is feasible.

Table 2. The Product Effectiveness Test Results (Average)

No Test Subjects Pre-test Post-test

1. Average 47 77.5

Based on the results in Table 1 and Table 2, it can be identified that Canva-based interactive
learning media is suitable for use in learning material regarding the five senses in Class 4 Science and
Technology lessons at Lempongsari State Elementary School. This is proven by the results of an increase in
the average knowledge of students regarding the five senses before and after using Canva-based interactive
learning media in material regarding the five senses in Class 4 Science and Technology lessons at
Lempongsari State Elementary School.

Table 3. The Product Effectiveness Test Results (Average Increase)

No Test Subjects Gain Intervals Information
1. Average increase 0.5779 Currently

Based on the results of the N-gain score test calculation in Table 3, it is known that the gain interval
value is 0.5779, so it is included in the category of moderate effectiveness. As a result, it can be said that the
use of Canva-based interactive learning media has moderate effectiveness in learning material regarding
the five senses in Class 4 Science and Technology lessons at Lempongsari State Elementary School.

Discussion

Based on research results, Canva-based interactive learning media is proven to have the right
prerequisites, can be applied, and is effective in carrying out the learning process. There are several factors
that influence whether or not Canva-based interactive learning media is appropriate to use. To begin with,
researchers used an iterative process based on the Borg and Gall model with eight stages, including
potential and problems, data collection, product design, design validation, design revision, small-scale trials,
product revisions, and usage trials, to create learning media. Canva-based interactive. This will help create
effective interactive learning materials using Canva. To further assist students in their understanding, this
Canva-based interactive learning media includes visually appealing images and text. The use of Canva-based
learning media can have benefits in increasing the attractiveness of students and eliminating boredom
among students in learning activities. As a result, this can make students motivated and student learning
outcomes will also increase (Kaharuddin et al., 2023; Nailiah & Saputra, 2022; Riono & Fauzi, 2022).
Motivated students are more likely to engage in productive behavior, such as studying (Listiani, 2017;
Wabhid et al., 2018). We know that motivation plays an important role in helping students achieve superior
learning outcomes, and choosing effective strategies will motivate them to achieve those learning outcomes.
Integrating learning management systems and other forms of educational media into the classroom is one
strategy for increasing student engagement, especially Canva-based interactive learning media (Oktiani,
2017; Rahmawati et al.,, 2024). Third, the learning material presented is aligned with the existing concept
map. Interactive games provide new experiences for students. Apart from learning materials, it is also
equipped with interactive games to keep students active and make their learning activities more enjoyable
(Candra & Rahayu, 2021; Paseleng & Arfiyani, 2013). Fourth, the results are in line with relevant research
which found that the average percentage of feasibility of learning media using the Canva application was
86.6% or in the "very feasible" category. This puts the Canva application learning media in the category
which is very suitable for the 4th grade elementary school learning process.

The results of this research show that Canva-based interactive game learning media has gone
through a validation process from media experts and material experts with quite high scores, and has been
proven to be effective in increasing student understanding. In the context of comparison with previous
studies, these findings are in line with findings which show that the use of technology-based learning media
can increase student engagement and learning outcomes.This research is in line with research entitled
Audio Visual Learning Media Based on the Canva Application at SMA Negeri 5 Makassar which aims to
develop audio visual learning media based on the Canva application (Rahmatullah et al., 2020). This
research uses a development approach with initial analysis stages, material identification, product
development and testing. After product development is complete, it continues with a feasibility test carried
out by experts to find out whether the media design is feasible or not, whether the material content is
appropriate or not, the completeness of the design, and whether it is attractive or not. From the results of
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the assessment by experts, a score of 82.88% was obtained, which is in the very feasible category.
Meanwhile, the results of student responses obtained a score of 86.73%, which is also included in the very
appropriate category. In the results of the first cycle of field trials, a score of 67.13% was obtained and in
the second cycle a score of 88% was obtained. In the percentage of learning outcomes there is an increase
in value. The next research that is relevant to this research also obtained satisfactory validity assessment
results, namely the assessment score based on a questionnaire for 8 respondents produced a figure of
88.5% which can be qualified as very good and of course successful.(Riztiandi et al., 2020). Further research
states that by integrating media containing games into the learning process, it is hoped that it can create a
pleasant learning atmosphere (Satria et al., 2022; Wulandari et al., 2017).

Thus, this research makes a significant contribution to the development of learning methods that
are more interesting and effective in increasing student interest and learning outcomes in the science
field.The implication of these findings for the development of the scientific field of education is the
importance of continuing to develop innovative and technology-based learning methods to overcome
challenges in the learning process. Canva-based interactive learning media developed in this research can
be an effective alternative in improving the quality of learning in the classroom. However, this research also
has several limitations, such as limited data collection methods and the research focus is only on one
learning material. Recommendations for further research are to expand data collection methods and the
scope of learning materials, as well as involving more research subjects to obtain more representative
results and stronger generalizations. Thus, this scientific article provides a deeper understanding of the
development of interactive learning media and provides direction for further research in this field.

4. CONCLUSION

The development of Canva-based interactive learning media on five-sensory material for science
and science lesson content has good qualifications, is feasible and effective for use in carrying out the
learning process. As a result, the product produced in this research can be used to become a suitable
learning medium for improving learning outcomes in science and science lessons, especially in the five
senses material for grade 4 elementary school
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