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ABSTRACT

One of the teacher's tasks is to find ways for students to understand the concept of the lesson without
experiencing difficulties. This study aims to produce interactive hyperlink PowerPoint media based on
contextual learning models that are feasible to use and to determine their effectiveness. This type of
research is Research and Development (R&D) with a 3D+l model (Define, Design, Develop, and
Implementation). They collect data in this study using walkthroughs, interviews, and questionnaires.
This study involves the assessment of material, media, and design experts. Data analysis techniques
using qualitative and quantitative descriptive analysis. The media expert validation assessment results
were categorized as "very feasible". The results of the validation assessment from design experts
were categorized as "very feasible". The results of the validation assessment from material experts
were categorized as "very feasible". In the field trial, the student assessment results were categorized
as "very feasible". Based on the results of this study, interactive hyperlink PowerPoint media based on
contextual learning models is feasible and effective to use. The results of this study contribute that
interactive hyperlink PowerPoint media is feasible and effective to use. The products developed also
provide various innovative learning media in the classroom so that students are interested in
participating in learning activities.

1. INTRODUCTION

Technology is something that cannot be avoided in the progress of this life because technological
progress will run by the progress of science (Nurfadilah et al., 2022; Handayani et al., 2023). Technology is
used to facilitate work, including in the field of education (Lestari, 2018). In the world of education, the
development of information technology began to be felt to have a positive impact because the
development of the information technology world of education began to show significant changes (Aspi &
Syahrani, 2022; Adisel & Gawdy Prananosa, 2020; Latip, 2020). Educational technology is a discipline of
study, theory, means, and practice to facilitate and complete the educational process and also as an
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integral process in analyzing problems, finding solutions, finding, and obtaining problem-solving related
to all aspects of human learning. by using various learning resources and tools that support learning and
education aspects (Anggraeny et al.,, 2020). The technological development of the times has an impact on
education participants, this is what encourages education in Indonesia to be more innovative and creative
so as not to be left behind in the global world. Advances in information and communication technology
should be able to provide a positive flow to the world of education if used properly (Farida et al., 2019;
Utami & Muqowim, 2020). Learning media is part of technology that has an important role in the learning
process. Interesting and interactive learning media is needed so that the learning process takes place
optimally because it can foster student interest and motivation to learn (Syahroni et al., 2020; Anitasari &
Dyah Utami, 2022; Anggraeni et al,, 2021). Interactivity is perhaps the most distinguishable feature of
modern media technology that allows users to take several actions that control information flow instead
of passively receiving it, providing various interaction techniques—e.g., users can swipe, zoom, and mouse
over the content on a website and click through several layers of hyperlinks to open hidden content (Oh &
Sundar, 2016). PowerPoint is one of the technology tools that used teachers as the media of learning (Aziz
etal, 2020; Mudasih & Subroto, 2019; Rahiem, 2021). PowerPoint is a learning media that is quite easy to
make and apply to students regarding the learning materials that will be delivered. When used effectively,
PowerPoint can be combined with tables, illustrations, radiologic and other images, sound, and video to
enhance the learning process (Collins, 2004; Awan, 2022; Sari et al, 2023). One of its features is
hyperlinks which are used to create shortcuts to other slides in the same document. The hyperlink can
turn a passive learning experience into an active one, students will better remember learning points and
might even find the experience more enjoyable (Stacy & Thiel, 2017; Mutanaffisah et al., 2021; Ika et al.,
2021). Based on the research of Elpira & Ghufron (2015), known that it is proven that learning using
PowerPoint media can significantly affect student interest and learning outcomes. The research of
Nugraha et al. (2021), also revealed that the use of PowerPoint media was proven to be effective in
learning triangular area material to increase the learning interest of Class IV Primary School students.

The use of models in learning has a very significant role in determining the success of learning
because learning will be more directed and interesting and can organize the class into an active and fun
class (Bali, 2020). Many learning models can be used in the learning process, one of which is the
contextual teaching and learning model. Contextual Teaching and Learning is a learning model that directs
academic material to students' daily lives (Soleha et al.,, 2021; Budiman et al., 2021). The use of contextual
teaching and learning makes students more interested and motivated in learning because students see the
real-world relevance of what they are learning (Smith, 2010; Hakim et al., 2020). Research from Yulia et al.
(2019), shows that there are significant differences in understanding concepts between students
facilitated by contextual learning modules and learning with contextual settings because by applying the
CTL learning model students will be able to relate the lessons presented to real-life to further strengthen
students' involvement in the material taught. Research results from Hasani (2016), also show that
students with high critical thinking skills in the contextual model get better scores than students in non-
contextual learning.

Based on interviews with classroom teachers, it is known that some or some students think that
learning theme 9 is rich in my country, and sub-theme 1 is considered less interesting. Therefore, teachers
need to find ways how students can understand the concept as a whole, without experiencing difficulties.
This shows that the learning of theme 9 of the wealth of my country sub-theme 1 needs to be improved to
improve understanding of concepts in learning. Misconceptions of knowledge when conveyed at one level
of education can result in basic misunderstandings at a higher level of education (Novitasari, 2016;
Wahdaniah et al, 2021). Students expect interactivity as an important component of instruction, and
technology makes it possible to provide them with anytime, anywhere content and interaction (Maggio et
al, 2012; Jaelani et al, 2020). Utilization of interactive hyperlink PowerPoint media through this
contextual teaching and learning model as a center for student activities that allow teachers to examine
and correct problems experienced by students, and communicate both individually and in groups. The
results of tests and questionnaire show that incorporating PowerPoint multimedia on demand into the
teaching and learning process is recommended in this study because it increases motivation and
effectiveness of learning and retention for participant (Chen, 2012; Virgiawan & Harimurti, 2021). Based
on previous interviews and research, the aim of this research is to develop interactive PowerPoint
hyperlinks based on contextual learning models.

2. METHOD

The type of development research is Research & Development (R&D). The resulting product will
be assessed by material, media, and design experts. In data collection, the research subjects were students
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of class IV B. Later on, students as subjects of data collection will be tested on a limited basis for 9 students
using the product developed, namely interactive hyperlink PowerPoint media based on contextual
teaching and learning models on the theme of 9 the richness of my country. sub-theme 1 of the wealth of
energy resources in Indonesia. In this development research, the researcher takes the 3D + I (Define,
Design, Develop, and Implementation) model. In the define stage, the researcher conducts a needs analysis
and identifies student abilities, resources, and facilities at the school. Next, in the design stage, the
researcher collects the materials to be used in the form of pictures and videos and makes an initial design.
Furthermore, at the development stage, researchers carry out product development and product
validation. Finally, at the implementation stage, researchers conducted field trials and concluded.
Collecting data in this study using walkthroughs, interviews, and questionnaires. To carry out product
trials, the product must be declared eligible. Learning media is said to be valid if it meets the requirements
(Izhar et al., 2022; Mutia & Mulyawati, 2021).The eligibility criteria and product effectiveness will be
presented in Table 1.

Table 1. Product Eligibility and Effectiveness Criteria

No Result (%) Category

1 76 -100 Very Feasible/Effective
2 56-75 Very Feasible/Effective
3 40 -55 Very Feasible/Effective
4 0-39 Very Feasible/Effective

(Raibowo et al., 2020)

Based on the assessments of material, media, and design experts, researchers will find out
whether interactive hyperlink PowerPoint media based on the contextual teaching and learning model is
feasible or not and the value of the trial phase researchers will determine the level of effectiveness of
interactive hyperlink PowerPoint media based on contextual teaching models and learning.

3. RESULT AND DISCUSSION

Result

In the define stage, the researcher conducts need analysis and data collection. Based on the
results of needs analysis and data collection, it is concluded that the development of interactive hyperlink
PowerPoint media based on the contextual teaching and learning model is very much needed in the
learning process. Based on interviews with classroom teachers, it is known that some or some students
think that learning theme 9 is rich in my country, and sub-theme 1 is considered less interesting.
Therefore, teachers need to find ways how students can understand the concept as a whole, without
experiencing difficulties. This shows that the learning of theme 9 of the wealth of my country sub-theme 1
needs to be improved to improve understanding of concepts in learning. The classroom teacher revealed
that the development of this model-based media will increase the attractiveness of students in the
learning process while adding new information from the material being studied and learning will be more
effective and efficient in its implementation.

At the design stage, the researcher collects any media materials that will be used. The media
materials that the researcher uses are videos and pictures. Adding images to interactive media is a great
way to connect visual learners and visual interest to your interactive media (Osmani & Sanchez, 2017;
Limin & Kundiman, 2023). Video in media development is useful for clarifying and deepening the material
being studied. The image is used as an ingredient in making the display background on the product to be
made. The pictures and videos taken have been adapted to the learning materials and the characteristics
of the pictures and videos for children. The images and videos collected are part of the initial design in this
study which aims to create various supporting elements as a necessity in the product being developed.
The audio used is the researcher’s voice, which the researcher records using a smartphone. The recording
is done in stages starting from the initial slide to the end of the product. The flowchart is a method to
describe the stages of problem-solving by presenting certain symbols that are easy to understand (Andika,
2012). There are 7 main menus in interactive hyperlink PowerPoint media based on a contextual learning
model that was developed including profiles, evaluations, materials, indicators, objectives, basic
competencies, and main competencies. Learning materials consist of 2 subjects, namely SBdP and Social
Studies. Each main menu refers to 1 Material. Interactive hyperlink PowerPoint media based on the
contextual teaching and learning model that was developed has 42 slides that can be used for 6 meetings.
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At the development stage, the researcher made a product in the form of interactive hyperlink PowerPoint
media based on a contextual teaching and learning model. The development results are presented in
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In the product developed, there are 2 subjects, namely IPS and SBDP. Product development in
each subject has been by the basic competencies, indicators, and purpose of each subject. Evaluation is
also given to measure the level of understanding of each subject. After the development of the media, the
researchers then validated the products that had been produced. Validation is carried out by media,
material, and design experts. Expert validation was carried out to determine whether the interactive
hyperlink PowerPoint media product based on the contextual teaching and learning model developed was
feasible or not so that it could be used in class IV by students. Assessments made by media and design
experts are about the opening display, sound quality, image quality, video quality, color, text and
technological advances. The assessment carried out by material experts is about the suitability of basic
competencies, indicators, objectives, and learning materials. Based on the number of calculations of the
three aspects assessed by the validator, namely media, design and material, the results of the validation
table for both experts and practitioners showed in Table 2.
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Figure 1. Development Results Snippets

Table 2. Expert Assessment Results

Expert Percentage Category

Media 88,57% Very Feasible
Design 90,00% Very Feasible
Material 92,50% Very Feasible

The acquisition of percentage of media validation assessments by experts is 88.57% in the very
feasible category, while the percentage of learning design validation assessments is 90.00% in the very
feasible category and finally, the percentage of material validation assessments is 92.50% in the very
feasible category. Based on the validator's assessment of the developed media products, the media made
are valid and suitable for use in the learning process in the classroom. The product is categorized as valid
if the average percentage of the questionnaire given to the material, media, and design expert is at least
80% (Rulyansah & Sholihati, 2018; Mahardika & Siswoyo, 2021). However, there are several revisions
provided by experts. The revisions and improvements made by the researcher showed in Figure 2.
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Figure 2. Revised Results

The revision given is in the form of discrepancies or errors in writing and animation that are not
appropriate. After the researcher revises the product that has been suggested by the validator, the
product that the researcher develops is feasible or valid to be used in the learning process, especially on
the specified theme, namely theme 9 of the richness of my country, sub-theme 1 of the wealth of energy
resources in Indonesia. In this field trial, the researchers took a sample of 9 students of class IV B. In
knowing the effectiveness of the students, the researchers experimented by teaching the interactive
PowerPoint hyperlink media that the researchers made to the students. The following are the results of
field trials at the implementation stage. It is emphasized that a product is categorized as effective if the
average percentage of the questionnaire given reaches a minimum value of 80% (Rulyansah & Sholihati,
2018; Mahardika & Siswoyo, 2021). Based on this, it was found that the results of the student respondents
after the trial was carried out, obtained an average of 4.29 or 86%. Assesment Result showed in Figure 3.
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Figure 3. Assessment Result

Based on the results of the researcher's observations, it is known that students are interested and
enthusiastic in learning. So with the acquisition of these data, it can be concluded that the use of
interactive hyperlink PowerPoint media based on the contextual teaching and learning model is included
in the very effective criteria. This is evidenced by the enthusiasm of students in using PowerPoint as a
means of learning for students.

Discussion

The development of interactive hyperlink PowerPoint media based on the contextual teaching
and learning model applied in this study is an effort to improve the learning process of students to make it
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more interesting and effective. Effective learning is characterized by its emphasis on active student
empowerment (Fakhrurrazi, 2018; Asnawi et al., 2023). Effective learning is a process of change in a
person's cognitive, behavioral and psychomotor from the learning outcomes he gets from his own
experience and from his environment that brings certain effects, meanings and benefits (Yusuf, 2018;
Luamba & Tandapai, 2022; Kartini et al, 2022). The use of hyperlinks in PowerPoint provides
opportunities for students to do activities that influence student behavior and psychomotor to be more
enthusiastic about learning. The validation stage that has been carried out on the expert review, shows
that the PowerPoint media is valid or feasible to use. The acquisition the percentage of media validation
assessments by experts, namely 88.57%, while the percentage of learning design validation assessments is
90.00% and finally the percentage of material validation assessments is 92.50%. By using PowerPoint to
its full potential, it is possible to guide student interactions while still allowing student choice and multiple
examples (Dunbar, 2017; Mariana et al, 2021). The use of PowerPoint helps teachers in delivering
learning materials to students easily so that the teaching and learning process is more effective and
efficient (Afandi, 2017; Amalina, 2019).

At the field trial stage, the results were obtained based on filling out the questionnaires that the
researchers gave to students after the trials gave good results. The percentage of trial results obtained is
86% which can be categorized as very effective. The use of Hyperlink power points makes students focus
and happy during learning, especially students who are reluctant to share their insights or arguments in
class and seem more willing to explain their choices, arguments, or experiences during class activities and
after (Meibauer & Aagaard Nghr, 2017; Pramesti et al,, 2021). An integrative thematic approach using
hyperlink PowerPoint media carried out by teachers on students has increased and it can be said that this
media can improve student learning outcomes (Hakim, 2021). The use of hyperlinks in PowerPoint
provides opportunities for students to have many activities in class so that students who are usually silent
become interested in participating in learning. Learning through multimedia presentations with this
hyperlink function can help teachers and students easily, cheaply, simply, impressively, gives the
impression of a real experience from the text, and grows character (Charlina & Rasdana, 2022; Pendi,
2020). Learning media using CTL can help in the delivery of more optimal material and create a fun
learning process and arouse student learning enthusiasm (Purnianingrum & Manuaba, 2022).

The research showed that the use of PowerPoint media can increase the interest and learning
achievement of student (Muflikah et al., 2022; Saputri & Estiastuti, 2018). Other research also shows that
the use of PowerPoint media makes learning interest increase and is in the high category (Susanti et al,,
2020). The memory retention of students who are taught using learning video media is better than
students who are taught using PowerPoint media (Gowasa et al,, 2019). This is in line with the results of
the study which based on the results of observations, students showed enthusiasm for using PowerPoint
media as a means of learning for students. To achieve student involvement to be effective and efficient in
learning requires various supports in the teaching and learning process. For example, the nature of
students, teachers, learning situations, learning programs, and learning facilities (Syaparuddin et al., 2020;
Saputra et al., 2021; Wijaya et al., 2022). Learning using PowerPoint media makes it easier for students to
learn because it is easy to use, small file size, practical and does not require a lot of quota fees to access
learning (Parnabhakti & Puspaningtyas, 2021).

The use of the Contextual Teaching and Learning model has a positive effect on student learning
outcomes (Angelia et al., 2018). In line with this research, learning using the Contextual Teaching and
Learning model is very effective with the use of interactive hyperlink PowerPoint media. CTL has an
impact on student learning outcomes because the CTL model can provide views to students about what
they see and learn and feel in their environment and then relate it to each material being taught
(Welerubun et al, 2022). The contextual approach in learning by including events or objects from
students' daily lives, it can help students respond to any problem effectively (Irwan & Hasnawi, 2021). The
positive influence of the Contextual Teaching and Learning model on students must be a reference for
educators to use this model in learning so that the learning process and results become more effective and
optimal. The research show that adopting an interactive e-book teaching mode with a contextual learning
model for learning can trigger learners' deep motives, and therefore improve their learning achievement
(Sung et al., 2019). The results also show that the level of effectiveness of android-based earning media
containing contextual learning on problem-solving skills can be said to be effective because the classical
mastery value gets a percentage of 76.67% (Yani et al., 2021). Traditional screen media have not provided
the social cues a real person can offer, such as contingent eye gaze, responsiveness to the viewer, or
incorporating personal details (e.g., the viewer’s name). In contrast, interactive media can offer the
contingency and responsiveness of a skilled adult scaffolder in a way that supports children’s learning
(Troseth et al.,, 2016; Nurfadhillah et al., 2021). The use of interactive multimedia for teacher and student
communication has a positive impact because there is an increase in test results by 27.7% by changing the
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method from conventional to interactive multimedia-based e-learning method (Chandra Wijaya, 2019).
The use of interactive technology in learning can provide positive outcomes for learning such as
motivation, learning outcomes, and problem-solving. The use of contextual models also provides real
experiences in learning so that learning becomes more effective. The results of this study contribute that
interactive hyperlink PowerPoint media is feasible and effective to use. The product of this research
contributes to educators using learning media that have been developed by learning. The products
developed also provide a variety of learning media innovations in the classroom to make students
interested in participating in learning activities. This research conducted field trials with not too many
students due to conditions that did not allow many students to come to school. So the researcher suggests
to other researchers be able to conduct field trials with a larger number of students.

4. CONCLUSION

The development of interactive hyperlink PowerPoint media can be declared feasible based on
the validator's assessment of the three aspects assessed, namely design, material, and media. The
assessment obtained from the validation of media experts is 88.57% which is categorized as very feasible.
Then the acquisition of an assessment from the validation of learning design experts is 90.00% which is
categorized as very feasible. Furthermore, the material expert validation assessment is 92.50% which is
categorized as very feasible. So it can be concluded that the interactive hyperlink PowerPoint media based
on the contextual teaching and learning model is very feasible to use in the learning process.
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