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INFO ARTICLE  ABSTRACT 

Riwayat Articles:  This research aims to develop interactive learning multimedia that is feasible 
and interesting. This research uses research and development (R&D) methods 
with research and development procedures using the ADDIE Model which 
consists of several stages, namely: Analyze, Design, Develop, Implement, and 
Evaluate. Then the sampling technique used was the saturated sampling 
technique, where the sample taken used all members of the population, namely 
27 students. The model focuses on a systematic learning process. The products 
that have been designed, validated by subject matter experts with an average 
percentage of 95% with a very feasible category, validation by linguists with an 
average percentage of 85% with a very feasible category, validation by design 
experts with an average percentage of 95% with a very feasible category, and 
assessments from practitioners in the form of teacher response questionnaires 
to interactive learning multimedia developed by researchers get a percentage of 
95% with the category very feasible, and the average percentage of student 
response questionnaires for the trial use is 95% with a very interesting category. 
Based on the description above, it can be concluded that feasibility is determined 
by the validation results from experts and practitioners as well as the 
attractiveness of student responses. Furthermore, this research on the 
development of interactive learning multimedia still focuses on the subject of 
harmony in ecosystems. Therefore, further research is expected to expand to 
other abstract and difficult-to-understand materials for students. 
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A. INTRODUCTION  
Education in elementary school requires innovative learning media so that students 

are more interested in the material taught. The development of interactive learning 
multimedia is expected to be a solution to attract students' attention to learning, 
especially in harmony materials in the ecosystem. The development of interactive 
multimedia-based learning media requires compatible software, both in handling 
multimedia objects and in handling interactive. (Widiati et al., 2023) 

Output of this study is interactive learning multimedia that can be used by teachers 
and students in the learning process, this is in line with previous research where 
interactive learning multimedia is an intermediary whose position has a role as a support 
for the success of an ongoing learning process. (Zega et al., 2022) 

Education in elementary school requires innovative learning media so that students 
are more interested in the material taught. Educators can also create and design materials 
by creating learning media that can be given to students. In this way, learning will 
continue and students will not miss lessons (Rhamdan, 2023). The application of 
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interactive and interesting learning methods, one of which is by using learning media. The 
use of learning media can make it easier for students to understand lessons more easily 
and make lessons more interesting to learn. (Rhamdan et al., 2020) 

The development of the digital world in the world of education also has a significant 
influence on the interaction patterns of teachers and students (Sapriyah, 2021). In general, 
learning media is anything that can channel information from information sources to 
information recipients. (Rhamdan et al., 2019) In the learning process, teachers still use 
very simple learning media in the form of powerpoints and learning videos directly from 
the internet without being accompanied by modifications. (Rhamdan, 2024) 

Therefore, the development of systematically designed interactive learning 
multimedia is crucial to produce media that is not only suitable for use but also effective 
in increasing student engagement and understanding of the subject of harmony in 
ecosystems. Based on this description, this research is crucial because it seeks to produce 
interactive learning multimedia products that are valid, practical, and engaging for 
elementary school students, while also contributing to the development of more 
innovative science learning media. The results of this study are expected to provide 
alternative solutions for teachers in creating more engaging and interactive learning that 
can enhance students' understanding of ecosystem concepts in greater depth. 

Sound slides can be created using a combination of various computer applications 
such as: power point, camtasia, and windows movie maker (Busyaeri et al., 2016). The use 
of technology in education is becoming increasingly popular as educational institutions 
strive to provide the best education for their students. (M. Sahib Saleh et al., 2023) 

Multimedia is a media that involves several types of media and equipment in an 
integrated manner in a learning process or activity. Multimedia is the presentation of 
material using words and images. In the learning process, the presentation of material in 
the form of multimedia products provides opportunities for students to process 
information. This means that multimedia products provide an interactive channel for 
learners to understand the material in various aspects such as text, images, videos, audio 
and animation.  

The use of video in interactive multimedia will provide a new experience. (Andari, 

2019). Visualization with media, the material is packaged in a multimedia manner 
containing text, animation, sound, and video according to the demands of the material. 
(Pratika, 2021). The materials used are applicative, process, difficult to reach, dangerous if 
practiced directly, have a high level of accuracy Learning media can be described as media 
that contains information or instructional messages and can be used in the learning 
process. (Hasan et al., 2021) 

The development of interactive learning multimedia is expected to be a solution to 
attract students' attention to learning, especially in harmony materials in the ecosystem, 
this is in line with previous research which stated that interactive learning multimedia is 
designed to help make it easier for students in the learning process, where in the learning 
process the materials delivered by teachers are supported by the reinforcement of images, 
sounds, videos, and animations contained in the multimedia to clarify material that is 
difficult for students to understand. Thus the learning material will become more 
interesting and easy to understand. (Geni et al., 2020) 

Multimedia is a combination of various media (file formats) in the form of text, images 
(vectors or bitmaps), graphics, sound, animations, videos, interactions, and others that 
have been packaged into digital (computerized) files, used to convey or deliver messages 
to the public. (Pagarra, Syawaluddin, Krismanto, et al., 2022). In interactive learning 
multimedia there are interactive videos where students can interact while using the 
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media, according to interactive video is a form of learning media that allows users to 
actively engage with videos and take certain actions, such as clicking or tapping certain 
areas of the video to access additional content, answer questions, or choose a different 
story path. (Asari, 2023) 

Most previous studies have focused on the general use of multimedia in learning or 
on multimedia development for various subjects without specific emphasis on ecosystem 
harmony materials in elementary school science learning. In many cases, the multimedia 
products developed are still limited to presenting learning content without integrating 
interactive features that actively involve students in exploring the relationships among 
ecosystem components. Moreover, some existing learning media are not specifically 
designed based on a systematic instructional design model that ensures the effectiveness 
of the learning process. 

Therefore, this research offers novelty in several aspects. First, this study 
develops interactive learning multimedia specifically designed for harmony materials in 
the ecosystem for grade V elementary school students, which has not been widely 
explored in previous studies. Second, the multimedia product is developed using 
the ADDIE instructional design model, ensuring that the development process is 
conducted systematically through the stages of analysis, design, development, 
implementation, and evaluation. Third, the developed multimedia integrates interactive 
elements that allow students to actively engage with the learning content, such as 
exploration of ecosystem components, visual representation of ecological balance, and 
interactive learning activities that support conceptual understanding. 

Through these innovations, the research is expected to contribute not only to the 
development of multimedia-based learning media but also to the improvement of science 
learning quality in elementary schools, particularly in helping students understand the 
concept of harmony in ecosystems in a more meaningful and engaging way. 

  

B. METHODS 
The research and development procedure uses the ADDIE Model which consists of 

several stages, namely: Analyze, Design, Develop, Implement, and Evaluate. This research 
and development procedure has the goal of developing products, seeing the feasibility of 
the product and seeing the attractiveness of the products that have been produced. This 
development research using the ADDIE model is presented in the following figure: 

 
Figure 1. ADDIE Model Development Procedure Scheme 

Sources: (Branch, 2009) 
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Then the sampling technique used was the saturated sampling technique, where 
the sample taken used all members of the population, namely 27 students in grade V 
of SD Muhammadiyah III Al Hilal Tarakan. 

 
C. RESULTS AND DISCUSSION 
1. Data Analysis Stage 

The research conducted is a research and development of interactive learning 
multimedia on harmony materials in the ecosystem at SD Muhammadiyah III Al Hilal 
Tarakan, where the purpose of this research is in line with previous research, namely 
to determine the development and feasibility of interactive multimedia. In addition, 
to find out the feasibility of multimedia learning. The presentation of the results of 
data analysis is to explain the analysis of trial data on multimedia learning obtained 
from validation tests and student response questionnaires to find out the 
attractiveness of interactive learning multimedia. (Sarwendah, 2023) 

There is a problem in the classroom, namely when the teacher explains the 
material on Harmony in the Ecosystem, students look bored, sleepy, there are also 
students who play alone and disturb their other friends, so they do not focus on 
learning, the learning process does not attract the attention of students. So with the 
problems mentioned above, learning media that attracts students' attention is needed. 
This is in line with previous research where at this stage, information gathering 
activities were carried out in the form of user needs analysis, learning material needs 
analysis, user hardware analysis, and software analysis.(Khairul Nisa & Syafril, 2023) 

The data analysis technique is carried out using quantitative descriptive analysis 
techniques, namely by analyzing quantitative data obtained from test results. The data 
analysis technique uses scores obtained from the Likert scale. (Widyatmojo & Muhtadi, 
2017). The attractiveness test was seen from the aspect of the questionnaire of 
student responses, the use trial was filled by twenty-seven students in grade V of SD 
Muhammadiyah III Al Hilal Tarakan. Filling out the questionnaire was carried out to 
find out the level of attractiveness of the interactive learning multimedia developed, 
in previous research this interactive learning multimedia as a learning support that 
can be used without space and time limitations and as a medium to further improve 
student understanding. (Muthahharah et al., 2022) 

2. Design Stage 

At this stage, the researcher designs or plans interactive learning multimedia. The 
design stage by the researcher is carried out by preparing learning objectives on 
harmony and ecosystem materials, designing learning multimedia design concepts, 
creating interactive learning multimedia frameworks, and establishing displays, 
images and sounds. The following is the part of the interactive learning multimedia 
display on harmony materials in the ecosystem: 
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Figure 2. display on interactive learning multimedia 

3. Development Stage 
Before the product is tested, developed based on the validation results of experts 

or experts, product validation is carried out on media experts, and material experts. 
Validation of the Material Expert Test. In the aspect of assessing the suitability of 
materials with Basic Competencies in multimedia, interactive learning is carried out 
by material experts. The following is a presentation of the test data of material 
experts. (Anggraeni et al., 2021) 

Table 1. Results of Material Expert Assessment on the Material Suitability aspect 
No. Indicator Score Percentage Remarks 

1. Completeness of the 
material. 

4 100% Highly feasible 

2. Breadth of material 4 100% Highly feasible 

3. Depth of material 4 100% Highly feasible 

 Achievement rate  100% Highly deserving 
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The results of material expert assessment on the material suitability aspect in 
table 1 show an assessment with a percentage value of 100%, without any 
improvements regarding the material contained. 

Table 2. Results of Material Expert Assessment on the Accuracy of Material Aspects 
No. Indicator Score Percentage Remarks 

1. Accuracy of concepts and 
definitions. 

4 100% Highly feasible 

2. Accuracy of data and facts. 4 100% Highly feasible 

3. Measurability of indicators of 
learning outcome achievement. 

3 75% Worthy 

 Achievement rate  91% Highly deserving 

The results of the material expert assessment of the accuracy of the material 
aspects in Table 2 show an assessment with a percentage value of 91%, where 
improvements still need to be made in the Measurability of learning outcome 
achievement indicators. 

Table 3. Results of Expert Assessment on the Aspect of Multimedia Presentation of Interactive 
Learning 

No. Indicator Score Percentage Remarks 

1. Interactive learning multimedia is 
easy to use. 

4 100% Highly feasible 

2. Interactive learning multimedia 
forms a hands-on experience. 

4 100% Highly feasible 

3. Practice questions are easy to use. 4 100% Highly feasible 
4. Encourage curiosity. 4 100% Highly feasible 

 Achievement rate  100% Highly feasible 

The results of expert assessment on the aspect of multimedia presentation of 
interactive learning in table 3 show an assessment with a percentage value of 100%, 
without any improvements regarding the material contained in the interactive 
learning multimedia. 

The data obtained from the accuracy of the material, depth of the material, and 
presentation, when combined from the 10 indicators, obtained a percentage of 95% 
with the category of very feasible and can be piloted at the next stage. 

Table 4. Analysis of Linguist Validation Results 
No. Indicator Shoes Percentage Remarks 

1 The language used is simple, and easy 
to understand. 

4 100% Highly feasible 

2 Use enhanced spelling rules 4 100% Highly Worth It 

3 Using good and correct Indonesian 
rules. 

4 100% Highly Worth It 

4 Use vocabulary that is easy to 
understand. 

3 75% Worthy 

5 Use sentences that are easy to 
understand. 

3 75% Worthy 

6 Use consistent words, terms and 
sentences. 

3 75% Worthy 

7 The nature of the language used to 
communicate. 

3 75% Worthy 
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No. Indicator Shoes Percentage Remarks 

8 The sentence used represents the 
content of the information you want to 
convey 

3 75% Worthy 

9 The language used with the student's 
level of emotional maturity. 

3 75% Worthy 

10 The language used evokes a sense of 
pleasure. 

4 100% Highly Worth It 

 Average Presentation  85% Highly Worth It 

The results of the linguist validation analysis in table 4 show the assessment of 
linguists with a percentage value of 85%, with improvements in grammar and 
inconsistent sentences. So the researcher had to revise the grammar on the 
interactive learning multimedia that was developed. 

Expert Design Test. In the aspect of design assessment. The following is a 
presentation of data and test results of design experts on the presentation of 
interactive learning multimedia that was developed. Test the design experts in the 
following table: 

Table 5. Analysis of Design Expert Validation Results 
No. Indicator Shoes Percentage Remarks 

1 The appearance of the cover page  is 
attractive. 

2 50% Quite feasible 

2 The cover layout is in accordance with 
the subject matter. 

4 100% Highly Worth It 

3 The type and size of the font used are 
readable. 

4 100% Highly Worth It 

4 Color suitability on interactive 
learning multimedia. 

4 100% Highly Worth It 

5 Display on interactive learning 
multimedia is organized. 

4 100% Highly Worth It 

6 The multimedia appearance of 
interactive learning is interesting. 

4 100% Highly Worth It 

7 The display on multimedia is clear. 4 100% Highly Worth It 

8 The appearance of harmonious layout 
elements has unity and consistency. 

4 100% Highly Worth It 

9 The field of view and margin are 
proportional. 

4 100% Highly Worth It 

10 The placement of background does not 
interfere with text and numbers. 

4 100% Highly Worth It 

 Average Presentation  95% Highly Worth It 

Table 5 presents data by the assessment of design experts with a percentage of 
95% categorized as very feasible. However, there is an improvement with the initial 
display, the researcher also had to revise the initial display on the interactive learning 
multimedia that was developed for testing. 

Then the trial was also carried out by practitioners, following the results of the 
test results carried out by the teacher of grade V. 
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Table 6. Results of Analysis of Response of Grade V Elementary School Teachers 
  No       Indicator  Shoes Percentage Remarks 

1 Interactive learning multimedia can 
achieve learning indicators. 

4 100% Highly feasible 

2 Learning multimedia according to core 
competencies and basic competencies. 

4 100% Highly feasible 

3 The language used is simple, 
straightforward, and easy to understand. 

4 100% Highly feasible 

4 Learning multimedia according to the 
specified time allocation. 

3 75% Worthy 

5 Interactive learning multimedia 
emphasizes the student's skill process. 

4 100% Highly feasible 

6 The steps of learning activities on 
interactive learning multimedia are easy 
to understand. 

4 100% Highly feasible 

7 Interactive learning multimedia is easy 
to implement. 

4 100% Highly feasible 

8 Multimedia Design is an interesting 
interactive learning. 

4 100% Highly feasible 

9 learning multimedia is easy to use. 4 100% Highly feasible 

10 The instrument questions are easy and 
practical. 

3 75% Worthy 

Average Presentation  95% Highly feasible 

Table 6 presents an assessment of the teacher's response questionnaire to interactive 
learning multimedia developed by the researcher and obtained a percentage value of 
95% with the category of very feasible to be used at the next stage, namely the field 
trial without further revision. 

4. Implementation Stage  
At this stage, field trials were carried out to see the attractiveness of students. 

This is in line with previous research where in developing learning multimedia was 
declared successful as seen from interesting learning multimedia. The results of the 
field trial for attractiveness were obtained from 27 students explained as follows 
(Rofiq et al., 2019) 

Table 7. Results of Student Response Questionnaire Field Trials 

No Aspects 
Max 

Score 
Total 
Score 

Percentage Remarks 

1 Is learning multimedia interesting? 54 52 96% Very Interesting 

2 Do you find it easy to use 
multimedia? 

54 52 96% Very Interesting 

3 Do you like learning to use 
multimedia? 

54 51 94% Very Interesting 

4 Do you want to learn how to use 
multimedia frequently? 

54 51 94% Very Interesting 

5 Do you like to work on problems 
using multimedia? 

54 51 94% Very Interesting 

Average 54 51,4 95% Very Interesting 

Based on table 7, it shows that the average percentage of student response 
questionnaires for the trial use is 95% with a very interesting category. This is in line 
with the results of previous research where the use of multimedia in learning is more 
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able to attract the attention of students so that it is easier to understand the material. 
(Dwiqi et al., 2020) 

5. Evaluation 
Evaluation is carried out based on the results of validation by material experts, 

linguists, design experts, practitioners, and use trials. Where this is in line with the 
evaluation stage in the previous research, namely the final revision of media 
validation, material experts, education practitioners, and student respondents to 
interactive multimedia learning media. After evaluation, suggestions and comments 
from experts there are several suggestions to improve the interactive learning 
multimedia that has been developed. (Oktafiani et al., 2020) 

 
D. CONCLUSIONS AND SUGGESTIONS 

Based on the results of validation by experts. The product that has been designed, the 
results of the validation of material experts with an average percentage of 95% with the 
very feasible category, validation by linguists with an average percentage of 85% with the 
very feasible category, the validation of design experts with an average percentage of 95% 
with the very feasible category, and the assessment of practitioners with an average 
percentage of 95% with the very feasible category, as well as the average percentage of 
the student response questionnaire for the trial of the use trial of 95% with the category 
of very interesting. Based on the description above, it can be concluded that feasibility is 
determined by the results of validation by experts and practitioners and the 
attractiveness of the results of student responses. Then the research on the development 
of multimedia interactive learning is still focusing on harmony material in the ecosystem, 
so it is hoped that for further research, it can develop on other materials that are abstract 
and difficult to understand by students. 

 
CONFESSION 

This research was funded through Lecturer Competency Research (RKD) activities 
using the University of Borneo Tarakan DIPA Fund for the 2025 Fiscal Year. We would 
like to express our gratitude to the Institute for Research and Community Service (LPPM) 
of the University of Borneo Tarakan (UBT) for funding this research with the title 
Development of Interactive Learning Multimedia on Harmony Materials in the Ecosystem. 

 
REFERENCES 
Andari, I. (2019). The importance of video-based learning media for students. Proceedings of the 

National Seminar on Education FKIP, 2(1), 263–275. 
Anggraeni, S. W., Alpian, Y., Prihamdani, D., & Winarsih, E. (2021). Development of Video-Based 

Interactive Learning Multimedia to Increase the Learning Interest of Elementary School 
Students. Journal of Basicedu, 5(6). https://doi.org/10.31004/basicedu.v5i6.1636 

Asari, A. (2023). Learning Media in the Digital Era (M. A. Andi Asari, SIP., S.Kom., Ed.). CV. Istana 
Agency. 

Branch, R. M. (2009). Instructional Design: The ADDIE Approach. Springer Science Business Media, 
LLC. https://doi.org/10.1007/978-0-387-09506-6 

Busyaeri, A., Udin, T., & Zaenudin, A. (2016). The Effect of the Use of Learning Videos on the 
Improvement of Science Map Learning Outcomes in Min Kroya Cirebon. Al Ibtida: Journal of 
MI Teacher Education, 3(1), 116–137. https://doi.org/10.24235/al.ibtida.snj.v3i1.584 

Dwiqi, G. C. S., Sudatha, I. G. W., & Sukmana, A. I. W. I. Y. (2020). Development of Multimedia 
Interactive Learning Science Subjects for Elementary School Students in Grade V. Undiksha 
Edutech Journal, 8(2). https://doi.org/10.23887/jeu.v8i2.28934 



74  | JUSTEK : JOURNAL OF SCIENCE AND TECHNOLOGY | Vol. 9, No. 1, March 2026, pp. 65-74 
 

Geni, K. H. Y. W., Sudarma, I. K., & Mahadewi, L. P. P. (2020). Development of Interactive Learning 
Multimedia with a CTL Approach to Thematic Learning for Grade IV Elementary School 
Students. Journal of Edutech Undiksha, 8(2). https://doi.org/10.23887/jeu.v8i2.28919 

Hasan, M., Milawati, M., Darodjat, D., Harahap, T. K., & ... (2021). Learning media. Tahta Media 
Group. 

Khairul Nisa, N., & Syafril, S. (2023). Development of Interactive Multimedia in Integrated 
Thematic Learning for Grade IV Elementary School. Journal of Family Education, 3(2). 
https://doi.org/10.24036/jfe.v3i2.107 

M. Sahib Saleh, Syahruddin, Saleh, Muh. S., Azis, I., & Sahabuddin. (2023). Learning Media (V. M. 
Ulfah, Ed.). CV. Eureka Media Aksara. 

Muthahharah, M., Ananda, N., Rantelino, N. P., & Rismayani, R. (2022). Development of Interactive 
Learning Multimedia Introduction to Scouting Materials for Elementary School Children. 
Techno.Com, 21(3). https://doi.org/10.33633/tc.v21i3.6313 

Oktafiani, D., Nulhakim, L., & Alamsyah, T. P. (2020). Development of Interactive Multimedia-
Based Science Learning Media Using Adobe Flash in Class IV. MIMBAR PGSD Undiksha, 8(3). 

Pagarra, H., Syawaluddin, A., Krismanto, W., & Sayidiman. (2022). Learning Media. In the UNM 
Publishing Agency. 

Pratika, D. S. V. (2021). The Effect of the Use of Learning Video Media in Improving the Motivation 
and Learning Outcomes of Grade V Fiqh Subjects in MIN 3 Ponorogo in 2020/2021. Faculty 
of Tarbiyah and Teacher Training, Ponorogo State Islamic Institute, May. 

Rhamdan, D. (2023). Development of Android-based learning media on human circulatory 
materials. Journal of Science and Technology, 6(1), 12–21. 

Rhamdan, D. (2024). Development of Capcut-Based Learning Videos on Human Respiratory 
Materials. JUSTEK : Journal of Science and Technology, 7(1), 56–74. 

Rhamdan, D., Bill, H., & Arman. (2019). Development of Smart Window and Wall Pictures Media 
in Understanding Hoax News in Elementary Schools in Malinau Kota District. Borneo Journal 
of Basic Education, 01(1), 16–26. 

Rhamdan, D., Rindi, A. S. H., & Iting, A. (2020). The Use of Power Point Interactive Learning Media 
on Ecosystem Balance Material in Increasing the Learning Motivation of Grade VI Students 
at SDN 016 Tarakan. Journal of Borneo Humanities, 35–42. 

Rofiq, A., Mahadewi, L. P. P., & Parmiti, D. P. (2019). Development of Interactive Learning 
Multimedia in Integrated Social Studies Subjects. Journal of Education Technology, 3(3). 
https://doi.org/10.23887/jet.v3i3.21732 

Rusmayana, T. (2021). ADDIE Learning Model (Issue 1). 
Sapriyah, S. (University of S. A. T. (2021). Learning Media. PSEJ (Pancasakti Science Education 

Journal), 2(1), 43–48. https://doi.org/10.33578/jpfkip.v11i3.8581 
Sarwendah, A. (2023). Development of Interactive Learning Multimedia "Kihajar Beriman" on 

Digital Media Elements. Ideguru: Journal of Teacher Scientific Works, 8(3). 
https://doi.org/10.51169/ideguru.v8i3.616 

Widiati, W. E., Murhadi, M., & Saputro, W. T. (2023). Development of Solar System Interactive 
Learning Media Using the Multimedia Development Life Cycle Method. Journal of Information 
Technology Engineering (JURTI), 7(2). https://doi.org/10.30872/jurti.v7i2.13426 

Widyatmojo, G., & Muhtadi, A. (2017). Development of interactive learning multimedia in the form 
of games to stimulate cognitive and language aspects. Journal of Educational Technology 
Innovation, 4(1). https://doi.org/10.21831/jitp.v4i1.10194 

Zega, I. D., Ziliwu, D., & Lase, N. K. (2022). Development of Web-Based Interactive Multimedia 
Learning Media on Biodiversity Materials. Educativo: Journal of Education, 1(2). 
https://doi.org/10.56248/educativo.v1i2.60 

  
 


