
JURNAL PENDIDIKAN DAN PENGAJARAN 

Volume 57 Nomor 1 2024, 1-11  
E-ISSN: 2549-2608; P-ISSN: 2301-7821 
DOI: https://doi.org/10.23887/jpp.v57i1.68728  

1 

 

Increasing the Effectiveness of Fifth Grade Students' Dance 

Learning Through a Digital Encyclopedia 

Cemara Ardiyanto1*, Atip Nurharini2 

 
1,2Pendidikan Guru Sekolah Dasar, Universitas Negeri Semarang, Semarang, Indonesia 

*Corresponding author: firmanardiyanto652@mahasiswa.unnes.ac.id 

Abstrak 

Era pendidikan modern menuntut digitalisasi dalam proses belajar mengajar. Pembelajaran tanpa menggunakan media 

digital yang sesuai dengan karakteristik peserta berdampak pada hasil belajar seni dengan tarif yang rendah. Tujuan 

penelitian ini adalah mengembangkan ensiklopedia digital pembelajaran seni tari bagi peserta didik kelas V SD. Metode 

penelitian ini yaitu Research & Development (R&D) dengan model ADDIE. Subyek penelitian terdiri dari 2 ahli, 1 guru dan 

26 peserta didik.Teknik pengumpulan data yaitu observasi, wawancara, lembar angket dan tes tertulis. Teknik analisis data 

deskriptif kuantitatif dan kualitatif. Hasil dari penelitian menunjukkan bahwa ensiklopedia digital mendapat validitas 

kelayakan 83,75% dari ahli materi dan 96% dari ahli media dengan kategori sangat layak. Ensiklopedia digital dinilai 

praktis dengan presentase 95% oleh guru, 91% oleh peserta didik kelompok kecil, dan 94% oleh peserta didik kelompok 

besar dengan kategori sangat baik. Efektivitas ensiklopedia digital dalam kegiatan pembelajaran dibuktikan dengan 

meningkatkan rata-rata hasil belajar peserta didik dengan nilai N-Gain 0,6490. Dapat disimpulkan jika ensiklopedia digital 

kriteria kelayakan, kepraktisan dan keefektifan dalam pembelajaran seni tari di kelas V SD. Implikasi dari penelitian ini 

adalah ensiklopedia digital Tari dapat digunakan oleh guru sekolah dasar dalam kegiatan pembelajaran seni tari. 

Kata Kunci: Ensiklopedia Digital, Hasil Belajar, Seni Tari. 

Abstract 

The modern era of education demands digitalization in the teaching and learning process. Learning without using digital 

media that suits the participants' characteristics impacts arts learning outcomes at a low rate. This research aims to develop a 

digital encyclopedia of dance learning for fifth-grade elementary school students. This research method is Research & 

Development (R&D) with the ADDIE model. The research subjects consisted of 2 experts, 1 teacher and 26 students. Data 

collection techniques were observation, interviews, questionnaires and written tests. Quantitative and qualitative descriptive 

data analysis techniques. The research results show that the digital encyclopedia received 83.75% validity from material 

experts and 96% from media experts, which is a very feasible category. The digital encyclopedia was assessed as practical, 

with 95% of students being teachers, 91% being small group students, and 94% being large group students in the very good 

category. The effectiveness of digital encyclopedias in learning activities is proven by increasing the average learning 

outcomes of students with an N-Gain value of 0.6490. It can be concluded that the digital encyclopedia has criteria for 

feasibility, practicality and effectiveness in learning dance in grade V elementary school. This research implies that the 

digital encyclopedia of dance can be used by elementary school teachers in dance learning activities. 
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1. INTRODUCTION 

Education in the modern era moves dynamically along with technological, social, 

economic and cultural changes. One of the important characteristics of education in the 

modern era is technology. The use of information and communication technology has 

changed the teaching and learning system (Kumar et al., 2018). The world of education is 

required to always develop knowledge and skills in science and technology which continues 

to develop rapidly (Cholilah et al., 2023).The integration of technology in the educational 

process is an important element in good learning activities (Bernacki et al., 2020). Quality 

education must follow programs that are relevant to the changes and developments of the 

times by utilizing information technology (Suciati, 2018).In the field of education, 

technology must be understood primarily as a tool that teachers can use to carry out learning. 
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The integration of technology, especially the use of digital devices in learning activities, has 

the potential to have a positive impact on learning outcomes and increase students' interest in 

learning (Sari et al., 2020).The use of technology in learning activities can of course be 

implemented in various learning, one of which is art learning. In the Indonesian education 

curriculum, art learning is one of the important lessons for students (Widowati, 

2023).Education in Indonesia has implemented and developed arts education at all levels of 

education, including elementary school level. Arts education at elementary school level is 

divided into fine arts, dramatic arts, music and dance (Hariyati et al., 2022; Komala & 

Nugraha, 2022). Arts education has learning resources that originate from culture, one of 

which is dance. Dance has the essence of balancing the elements of movement (wiraga), 

rhythm (wirama), and feeling (speech) as expressions, ideas and messages. Dance learning is 

a platform as a media tool in education (Hidayati, 2021). Dance education can help students 

develop important skills such as teamwork, creativity, and communication (Yulianti et al., 

2022). Apart from that, learning dance in elementary school can also be a means for students 

to know and appreciate the values of cultural diversity that exist in Indonesia (Putri & 

Desyandri, 2019).In dance lessons, students are introduced to the main dance culture in their 

respective regions. Dance learning that highlights regional dance culture provides 

experiences that foster appreciative and creative attitudes in students. In this way, it is hoped 

that in the future students will acquire adequate knowledge, attitudes and skills. 

The reality in the field shows that dance learning in elementary schools rarely utilizes 

appropriate learning media. Based on the results of investigations through observations and 

interviews in dance learning activities in the VB class at SD Negeri Bojong Salaman 02, 

dance learning does not use learning media that is relevant to digital learning. This is because 

dance learning is considered less important compared to other learning. Dance learning 

activities still rely heavily on textbooks as a learning resource in class. Students are rarely 

allowed to access learning resources on the internet. Although students are allowed to bring 

communication devices in the form of smartphones to school, their use is limited to 

communicating with their parents. This is because teachers are worried that students will 

access other things that are not related to the learning material, such as social media, which 

will make them not focus on the learning material (Zhafirah & Aisiah, 2019). The next 

problem in dance learning activities in elementary schools is that most of the learning 

activities are carried out using conventional methods and lectures without being supported by 

the use of technology-based media. This causes students to feel that dancing is an 

uninteresting lesson. The minimal use of technology-based learning media causes the 

material messages delivered by teachers to be less than optimal (Avioleta et al., 2021; 

Prabawati & Siswantari, 2022).This has an impact on students who have difficulty 

understanding the material messages from the teacher during learning (Rohmah & Tegeh, 

2022; Sufiya & Faizah, 2019). This condition makes it difficult for students to learn the art of 

dance. As a result, students do not know the culture in their area, especially about regional 

dances. The lack of technology-based media to support dance learning activities also causes 

student learning outcomes to be below minimum standards. Efforts to increase the 

effectiveness of dance learning require special strategies that must be carried out in learning 

activities (Wenn et al., 2018). Creative and innovative steps are needed to achieve this goal. 

There needs to be appropriate media to carry out dance learning activities (Darmayanti et al., 

2022).One effort that can be made is to develop adequate supporting media that is in 

accordance with the characteristics of the learning scope (Simamora, 2019). 

The solution to the problem in overcoming this is to develop dance learning support 

media that is interesting, technology-based and in accordance with student characteristics. 

One of the appropriate media to support dance learning is a digital encyclopedia. Digital 

encyclopedias provide students with extensive information about branches of science by 
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keeping abreast of technological advances. A digital encyclopedia is a dictionary that 

contains structured and in-depth information and is equipped with supporting images (IP Sari 

et al., 2020).Media that presents real illustrations and pictures can attract students' attention 

and provide an understanding of the material being taught (Wahyuni et al., 2022).Digital 

encyclopedias are familiar and easy for students to understand (Fauziah et al., 2018).Previous 

research findings, the feasibility and practicality of digital encyclopedias in supporting 

learning were stated to be very good (Fadhilah et al., 2022; Karimah et al., 2021; Sumarti et 

al., 2021).In other research, digital encyclopedias were said to be practical in the good 

category (Estela, 2021). Further research results reveal that digital encyclopedias are 

effectively used to support learning (Mulyani & Armiati, 2021). From several previous 

studies, it can be concluded that digital encyclopedias are very suitable to be developed as 

learning media. In previous research, there was no research that raised a case regarding the 

development of a digital encyclopedia of Semarang dance material. Based on the background 

that has been described, this development research is focused on these studies. The aim of the 

research is to create a digital encyclopedia of Semarang city dance for fifth grade elementary 

school students. 

 

2. METHODS  

Research in developing the digital encyclopedia of Semarang City Dance uses the 

Research and Development (R & D) method. This method is a research method for 

developing and testing a product through various stages which will later be developed in the 

world of education. The model used in this research is the ADDIE model. The steps in 

implementing the ADDIE model have five stages, namely Analysis, Design, Development, 

Implementation and Evaluation. The subjects of this development research consisted of 1 

learning materials expert, 1 learning media expert, 1 class teacher, and 26 fifth grade 

elementary school students. The data collection techniques used in this development research 

are observation, interviews, questionnaires and written tests. The data collection instruments 

used in this research were material expert questionnaire sheets, media expert questionnaire 

sheets, teacher and student response questionnaire sheets, and pre-test and post-test written 

tests for students. The questionnaire sheet instrument grid is presented in Table 1,Table 2, 

and Table 3. 

 

Table 1. Instrument Grid Material Expert Validation Questionnaire Sheet 

Aspect Component Item number 

Contents 1. Conformity of material with CP and TP 1, 2 

 2. Relevant source material 4 

 3. Suitability of materials 3, 5, 6, 7, 8, 9 

Presentation of Material 1. Systematic material 10, 11, 12, 13 

 2. Image presentation 14, 15 

 3. Video presentation 16, 17 

Language 1. Communicative and informative 18, 19 

 2. Writing accuracy 20 

The amount of goods  20 

 

Table 2. Instrument Grid Media Expert Validation Questionnaire Sheet 

Aspect Component Item number 

Media Suitability 1. In accordance with learning conditions 1, 2 

 2. In accordance with student characteristics 3, 4 



Ardiyanto et al. 

4 

Aspect Component Item number 

Media Suitability 1. Display size 5, 6 

 2. Layout of elements 7, 8, 9, 10 

 3. Letter 11, 12, 13, 14, 15 

 4. Color combination 16, 17, 18 

 5. Image and video presentation 19, 20, 21, 22, 23 

Our abilities 1. Efficiency 24, 25 

 2. Ease of access 26, 27, 28 

 3. Accuracy of developer applications 29 

 4. Operation 30 

The amount of goods  30 

 

Table 3. Instrument Grid Questionnaire Sheet for Teacher and Student Responses 

Aspect Component Item number 

Presentation of Material 1. Presentation of material content 1, 2, 3, 4 

 2. Submission of materials 6, 7, 8, 9, 10 

 3 . Material completeness 5 

 4. Presentation of practice questions 11, 12 

Media Display 1. Media display 13 

 2. Image display 14 

 3. Text display 15 

 4. Color 16 

Language 1. Usage guide 17 

 2. Ease of access 18 

 3. Level of attractiveness 19, 20 

The amount of goods  20 

 

The data analysis technique used in this development research is quantitative and 

qualitative descriptive data analysis. Data sources come from observations, interviews and 

questionnaires filled in by material experts, media experts, teachers and students which are 

processed from Likert scale scores of 4 for percentage values using a formula. Questionnaire 

data from material experts and media experts is used as evidence to test the feasibility or 

validity of the Semarang City Dance digital encyclopedia. Teacher and student response 

questionnaire data were used as evidence to test the practicality of the Semarang City Dance 

digital encyclopedia. The effectiveness of the Semarang City Dance digital encyclopedia was 

analyzed using pre-test and post-test learning result data using the t-Paired Sample t-test 

formula. The significance of the comparison of the average pre-test and post-test learning 

outcomes was analyzed using the N-Gain Test formula. Test data analysis was processed 

with the help of Microsoft Excel. 

 

3. RESULTS AND DISCUSSION  

Result 

Research on the development of a digital encyclopedia of Semarang City Dance 

applies the ADDIE development model. The first stage of analysis, the results of interviews 

with the VB class teacher, revealed that students felt happy if dance learning in class used 

supporting media that was integrated with technology. Next, the researcher analyzed the fifth 

grade elementary school dance learning curriculum to select appropriate and relevant 

material. The material will be the contents of a digital encyclopedia developed by 
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researchers. The results of the curriculum analysis obtained from the dance material are 

presented in Table 4. 

 

Table 4. Learning Units and Learning Objectives 

Learning Units Learning objectives 

Learning Unit 1 

Diversity of Supporting Elements 

in Dance 

5.4 Students know the function and relevance of 

dance supporting elements, namely music, props, 

make-up and clothing in a dance performance from 

their respective regions. 

 

Second, the design stage of creating a digital encyclopedia begins with preparing 

dance material that is in accordance with the curriculum implemented in elementary schools. 

The preparation of the material is adjusted to the learning outcomes and learning objectives. 

Reference material sources were obtained from textbooks, internet sources, dance 

practitioners, and dance studios. Next, the digital encyclopedia product was designed with the 

help of Microsoft Word, Canva, HTML 5 Flip Book, YouTube, and Wordwall. The contents 

of the digital encyclopedia consist of three main parts, namely the encyclopedia module, 

videos and quizzes. The module section contains material about Semarang City dance which 

consists of 80 pages, including the front cover, material content and back cover. The video 

section contains a collection of dance videos from the city of Semarang that are connected to 

the YouTube platform. The quiz section contains practice questions with the help of the 

Wordwall platform. This digital encyclopedia can later be accessed via the website using 

digital devices such as smartphones and laptops. The development of digital encyclopedia 

products is focused on displaying websites on smartphones because it adapts to the 

characteristics of students, the majority of whom have smartphones and carry them while at 

school. 

Third, at the digital encyclopedia product development stage developed with the help 

of the Canva platform, the first step is to create a background for the main page. In this main 

section, selected features are provided which, if pressed, will go to an advanced page 

according to the user's wishes. The main part consists of four features: a digital encyclopedia 

module, a collection of videos, practice questions, and an author profile. The next step is to 

create a digital encyclopedia module, the learning material is included in the module layout 

and arranged in an integrated manner. The finished encyclopedia module is then downloaded 

in pdf form and converted into a digital module that can be opened like a book in physical 

form using the HTML5 Flip Book platform. Practice questions were developed using the 

Wordwall platform which were packaged in the form of a game show quiz. The final step in 

developing a digital encyclopedia is sharing the main page link with users. The results of the 

development of a digital encyclopedia are presented in Figure 1. Fourth, at the 

implementation stage, the digital encyclopedia that has been developed is then tested for 

feasibility by material experts and media experts. The results of the feasibility validity test 

from material experts obtained an assessment of 83.75% in the very good category. The 

feasibility validity test by media experts obtained an assessment of 96% in the very good 

category. From the feasibility validity test obtained from two expert validators, the digital 

encyclopedia obtained an average score of 89.88% in the very good category. Next, a 

practicality test was carried out on the digital encyclopedia which was obtained from the 

response questionnaire completed by teachers and students. The results of the practical 

validity test from the teacher obtained a rating of 95% in the very good category. The validity 

test of the small group of students received an assessment of 91%, and the large group 

received an assessment of 94% in the very good category. The results of the validity test are 

presented in Table 5. 
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Picture1. Digital Encyclopedia Product Development Results 

Table 5. Feasibility and Practicality Validity Test Results 

Regarding Validity Validity Results % Validity Results % 

Materials Expert 83.5% Very good 

Media Expert 96% Very good 

Teacher 95% Very good 

Small Group Students 91% Very good 

Large Group Students 94% Very good 

 

The final activity at this stage is the development of a digital encyclopedia through 

usage testing. After receiving recommendations from experts, a test was carried out on the 

use of the Semarang City Dance digital encyclopedia media in dance learning activities in the 

VB class at SD Negeri Bojong Salaman 02. The test for using the digital encyclopedia was 

guided by the Teaching Module that had been prepared. The preparation of the teaching 

module is adapted to the application of the Semarang City Dance digital encyclopedia media 

in stage C dance learning, class V Learning Unit 1, material on the Diversity of Dance 

Supporting Elements. The usage test was carried out in two sessions with small and large 

groups of student subjects. The small group consists of 6 students, and the large group 

consists of 20 students. In implementing the usage test, students carry out a pre-test and post-

test. The students' pre-test and post-test learning results are presented in Figure 2. 

 

 

 

 

   

 

 

 

Figure 2. Pre-test and Post-test Student Learning Results 

Fifth, at the evaluation stage, after going through the product use test stage, data 

analysis is needed to test the effectiveness of the digital encyclopedia. The data used in the 

effectiveness test is data obtained from the results of the pre-test and post-test of large group 
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students. The first step in testing the effectiveness of the product in improving student 

learning outcomes was carried out by testing the pre-test and post-test data using the 

Lilliefors test. The data obtained was L0 pre-test 0.1382 and L0 post-test 0.1521, with an L 

table value of 0.19. If L 0 < L table then the data is normally distributed. To determine the 

difference in the average results of the pre-test and post-test, the t-Paired Sample t-test was 

obtained, the t 0 data obtained was 15.73 and the t table was 2.093. If t 0 > t table then H 0 is 

rejected and H 1 is accepted. It can be seen whether there is a significant difference in the 

average learning outcomes of the pre-test and post-test. To determine whether or not there is 

an increase in learning outcomes, a normalized gain test (N-Gain) is carried out. From the N-

Gain test, the pre-test and post-test results obtained an average difference of 29.25 with an N-

Gain value of 0.6490 which is in the medium category. The results of the tests that have been 

carried out show an increase in student learning outcomes before and after the application of 

the Semarang City Dance digital encyclopedia in dance learning in the VB class at SD Negeri 

Bojong Salaman 02. The N-Gain test data is presented in Table 6. 

 

Table 6. N-Gain Test Results 

Action 

Number of 

N Average Difference 

N-Gain Score 

Criteria 

Pre-test 20 54.25 
29.25 0.6490 Currently 

Post test 20 83.5 

 

Discussions  

Based on the results of the analysis that has been described, the encyclopedia product 

is stated to be very well applied in learning dance in class V elementary schools. Research 

into the development of media tools in education needs to go through a series of stages 

(Gusman et al., 2023).The development of a digital encyclopedia has gone through several 

stages to obtain a product that is feasible, practical and effective for learning activities. First, 

the development of a digital encyclopedia is based on the needs and characteristics of 

learning in class V, so that it can encourage interesting learning activities. Digital 

encyclopedias can be accessed easily via smartphone, so students can adapt to the media. The 

use of digital devices that suit their needs encourages students to learn independently (Sollied 

Madsen et al., 2019). Students feel comfortable engaging with technology-based learning 

(Carstens et al., 2021).A digital encyclopedia that is presented interactively by involving 

students in pressing and sliding menus on the media so they can read the material in a fun 

way. Students can also practice answering questions in a way that is not boring because the 

practice questions are presented in the form of an interactive quiz. 

Second, the suitability of a digital encyclopedia can be determined by the validity of 

the material content according to the learning objectives and appropriate media. The results 

of the digital encyclopedia assessment by material experts and media experts show that the 

product meets the validity of the feasibility category in the very good category. Selecting 

material content that is adapted to dance learning in fifth grade elementary school is a priority 

for researchers so that this digital encyclopedia can later be implemented well. The digital 

encyclopedia contains material on Semarang City Dance which discusses the meaning, 

history, supporting elements in dance performances and dance movements, complete with 

videos. Modifying the content of the material by highlighting local wisdom in the form of 

Semarang City dance culture aims to enable students to know, understand and also play a role 

in cultural preservation efforts. The city of Semarang has a variety of local wisdom as a 

cultural identity that needs to be preserved by the local community (Njatrijani, 2018).One 

effort is to introduce students to local culture by integrating it into learning at school. School 
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is an opportunity for someone to learn about art and culture (Elpus, 2022). Digital 

encyclopedia packaging also supports the aim of introducing local culture in schools. Digital 

encyclopedias are presented in link form and arranged to be easily accessed by users. 

Learning resources that suit student characteristics aim to ensure that learning remains 

effective and efficient. The digital encyclopedia is an additional learning resource that is 

packaged in an attractive way and keeps up with current developments. The development of 

digital encyclopedias has become an alternative learning source to books (Lambardo, 2020). 

Third, practicality, teachers and students respond well to the digital encyclopedia 

developed in classroom learning. Students are satisfied with the media development program 

(Pereira & Marques-Pinto, 2018). Digital devices have an important role in encouraging 

learning activities (Mayer, 2020). Presentation of dance learning material in a coherent and 

systematic manner in language that is easy to understand. The suitability of the contents of 

the digital encyclopedia with class V school dance learning materials helps students and 

teachers in teaching and learning activities in the classroom. Apart from that, the material is 

also supported by pictures and videos which are attractive so that students are enthusiastic 

about learning. The digital encyclopedia is packaged simply so that the media can be used 

easily by users. The use of technology in learning makes it easier for students and teachers 

(Syarifa et al., 2021).Students are accustomed to accessing digital media in everyday life 

(Bond et al., 2018).The practicality of the product can be seen from students' understanding 

of operating digital media (Hammer et al., 2021).The effectiveness of using digital 

encyclopedias in learning can be determined by improving student learning outcomes. In the 

trial of using digital encyclopedia products in class V elementary school dance learning, pre-

test and post-test learning results were obtained. Student learning results in the pre-test test 

show that the average student score is still below the minimum standard, and post-test 

learning results show that the average student score has exceeded the minimum standard. A 

comparison of the average pre-test and post-test learning outcomes shows a significant 

increase in student learning outcomes. The use of technology-based media in learning shows 

a positive impact (Hsia &; Sung, 2019).Good learning outcomes are a sign of the abilities 

students gain after participating in learning (Rao, 2020). 

The findings of this research are in line with previous research which shows that the 

development of a digital encyclopedia is deemed feasible for implementation in elementary 

school learning (Fadhilah et al., 2022; Karimah et al., 2021; Sumarti et al., 2021).In other 

research, it is stated that digital encyclopedias are effective in improving student learning 

outcomes (Mulyani &; Armiati, 2021). The advantage of the Semarang City Dance digital 

encyclopedia is easy access because the products are packaged in the form of links that can 

be opened via the website with digital devices such as smartphones. The digital encyclopedia 

of Semarang City Dance contains material that fully discusses various dance arts originating 

from the City of Semarang, starting from the meaning, history, supporting elements of dance 

and dance movements which are equipped with illustrations, videos and interesting quizzes 

so that they can arouse students' interest. . in learning to dance. Research into the 

development of a digital encyclopedia of Semarang City Dance still has shortcomings, 

namely that the material is only limited to the scope of dance arts originating from Semarang 

City. Suggestions for further research are that researchers can develop a digital encyclopedia 

with a wider range of material. The implication of this research is that the digital 

encyclopedia of Semarang City Dance can be used by elementary school teachers in dance 

learning activities, especially in Semarang City. 

 

 

 

 



Increasing the Effectiveness of Fifth Grade Students' Dance Learning Through a Digital Encyclopedia 

  9 

4. CONCLUSION  

Based on the results of the analysis that has been described, the digital encyclopedia 

of Semarang City Dance has fulfilled the validity aspect of feasibility with a very good 

category from experts. The validity of the practicum aspect is very good according to 

teachers and students. The increase in student dance learning outcomes shows that digital 

encyclopedias are effectively used in dance learning. It can be concluded that the 

development of a digital encyclopedia of Semarang City Dance meets 3 criteria, namely 

feasible, practical and effective in improving the learning outcomes of fifth grade elementary 

school students. 
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