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Learning, Water Cycle The data were analyzed qualitatively and quantitatively to

assess the feasibility of the product. The results showed that
Copyright ©2025 by Author. Published by Lembaga the needs analysis of students preferred visual and game-
Zm;;;; lféﬂmgbbg;’:wa Iﬂiﬁf Magaraka?shaped media. SILIR media received a high feasibility score

of 99% from media experts and 89% from material experts.

Teacher and student responses were also positive, with scores
of 90% and 91% tespectively. In addition, students' interest in learning increased from 44% in the
pre-test to 91% in the post-test, or an increase of 47%. Thus, SILIR media is effective in increasing
learning interest.

INTRODUCTION

Education is a deliberate and intentional effort to develop human individuals, which leads to
changes in knowledge, skills, and behavior that are reflected in the life of the nation, society,
and family (Mansur & Rafiudin, 2020). In an educational environment, the interaction
between teachers and students creates a learning environment. Without the help of all
components of the education component, including effective learning media, the learning
process will not run smoothly. In line with the opinion of Maulida et al (2020) education is
a process of mobilizing various components directed by educators to students to achieve
educational goals, education is also considered an important component in improving the
quality of human resources. If the problem of education is addressed thoroughly, it will
produce many human resources who are able to compete in the world of work amid advances
in science and technology (Evi Yupani & Widana, 2023).

Students' disinterest in participating in the learning process is one of the challenges faced by
educational actors. Based on this, students usually do not pay attention to what they are
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learning, dislike and are not happy when learning takes place, do not feel proud or satisfied
with the knowledge they acquire, and do not participate in learning activities. This problem
should be addressed immediately by developing teaching media that can inspire students'
enthusiasm and interest in learning. Creating learning media with automatic reinforcement
and feedback, as well as attractiveness that offers guided, group, and individual or
autonomous learning experiences is one method to conduct learning activities
(Kusumaningtyas & Listianingsih, 2017). Students will do better if they are more interested
in learning. The use of media in the classroom is one of the things that can make students
more interested in learning. Of course, for the use of media to work well and increase
students' interest in learning, it must also be combined with the use of appropriate learning
methods, approaches, strategies, techniques, and models (Surentu et al., 2023).

Based on pre-research data collected through observations, interviews, questionnaires and
documentation with grade IV students and teachers in IPAS learning, the learning problem
at SDN 5 Cendono is that learning media is rarely used by teachers, as they prefer to teach
students through lectures. The students now admit that, particularly in the IPAS class, the
teaching and learning process is not fun and repetitive if done in the manner described above.
This is because lecturers often use textbooks and rarely use learning media, making it difficult
for students to understand the information presented and making them bored. The learning
process becomes less enjoyable and students' interest in learning diminishes when technology
is not used and when learning materials and interactive learning media are not used in a varied
way. Interest in learning according to Slameto (2013) is the feeling of pleasure and enthusiasm
of students towards a subject or learning activity without any external pressure. The
indicators of interest are a). feelings of pleasure, b). interest, c). acceptance, d). student
involvement.

This is contrary to the desired state of affairs during the learning period that should have
been included in the Merdeka Curriculum, teachers use media to improve continuous
learning achievement. To get the best results, students' enthusiasm in learning is also
influenced by the use of learning media. The use of media in the learning process has a
significant impact on its success and smoothness because it serves as an intermediary and
auxiliary tool when the teacher is unable to adequately convey a concept through certain
words or sentences due to its complexity or vagueness. Media can be defined as anything
that can be used to channel messages from sender to receiver so that it can stimulate students'
thoughts, feelings, attention, and interests in such a way that the learning process occurs
(Sadiman et al., 2011).

Given the concerns mentioned above, creating creative, engaging and innovative learning for
students is the best approach for educators to solve problems or make things better. They
can utilize learning materials or learning media, such as digital learning media based on SILIR
(Water Cycle) barcode scanning, which is available all the time. The growing sophistication
of technology, learning media can also be made digital-based because it can combine media
in the form of audio, video, animation, and graphics, so multimedia is one type of learning
content that can attract students' interest (Purwati, 2021). In the digital era, educators must
also be able to use modern and conventional teaching resources to help students participate
in the learning process (Asati et al., 2023). The previous research that developed digital media
to increase students' interest in learning was from Ferania et al (2022) KOMPAS media
(Elementary Science Comic) has been validated by experts with very good results and when
implementation on teachers and students shows a positive response indicating that this media
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is effective and can increase student interest in learning. In addition, as for Binthariningrum
Hanatan et al. (2023) Interactive Digital Modules based on Discovery Learning produced
very feasible results and during implementation to XI MIPA 2 class students showed better
learning interest after the application of the Interactive Digital Module. Based on the above
problems, the research “Development of SILIR (Water Cycle) Digital Media to Increase
Student Learning Interest in Class IV SDN 5 Cendono” tries to increase student learning
interest in IPAS learning. The main focus of this research is how SILIR digital media can
increase student learning motivation.

METHOD

Research and development (R&D) techniques were used in this study. The process of
creating a particular item through the stages of analysis, design, production, and evaluation
in order to make it marketable is known as research and development. The ADDIE model,
which has five stages-identification: analysis, design, development, implementation, and
evaluation) was the development model used. One of the research strategies used to create
specific items and assess their effectiveness is the development research method (Sukendra

et al., 2023).
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Image 1. Stages of the ADDIE Model (Adesfiana et al., 2022)

This study involved fourth grade students at SDN 5 Cendono as subjects. The research used
qualitative and quantitative data. The resulting product was revised based on qualitative data
analysis, such as comments, criticisms, and recommendations from media and material
experts. Furthermore, the respondents' questionnaire scores and the percentage of media
and material validation were used to generate quantitative data. The numerical data was then
averaged using a Likert scale and converted into qualitative values. The following
mathematical rating scale equation is used to determine the percentage of media feasibility:
Score obtained

Percentage= X 100%

Maximum scote

The percentages were divided by a Likert scale to categorize the results based on certain
criteria.
Table 1. Criteria (Arikunto, 2013)

Interval Persentase Value

<21% Very Unfit

21% - 40% Not Feasible
41% - 60% Decent Enough
61% - 80% Feasible

81% - 100% Very Decent
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This test aims to calculate the increase in value between the pre-test and post-test of student
interest in learning that occurs before and after using the product, using a student interest

questionnaire.
posttest scote -pretest score

N-Gain=

maximum scote- pretest score
The results of the gain calculation were then interpreted using the N-Gain classification
criteria as follows:

Table 2. N-Gain Classification Criteria

Value (g) Description
g=0.7 High
03=g<0.7 Medium
g<0.3 Low

The media will fall into the high group if the value (g) is greater than 0.7, the medium category
if the value (g) is between 0.3 and less than 0.7, and the low category if the value (g) is less
than 0.3, according to these criteria.

Table 3. Category Interpretation of Effectiveness N-Gain (Setiawan & Aden, 2020)

Percentage (%) Interpretation

>76 Effective

56-75 Moderately Effective
40-55 Less Effective

<40 Not Effective

Based on the results of the N-Gain effectiveness interpretation category table, the media is
considered effective if the percentage value is greater than 76%, the category is quite effective
if the percentage value is between 56% and 75%, the category is less effective if the
percentage value is between 40% and 55%, and the category is ineffective if the percentage
value is less than 40%.

RESULTS AND DISCUSSION

Analyze

The development of learning media is carried out using the ADDIE method, starting with
the needs analysis stage. At this stage, information is collected about the learning conditions
at SDN 5 Cendono class IV and the subjects to be taught, namely IPAS (Natural and Social
Sciences). Data was collected through interviews and questionnaires. Interviews were
conducted with the grade IV teacher and 3 representative students. From the interview with
the teacher, it is known that the teacher wants learning media that is interesting, fun, and
durable. Based on the results of the interview, the media that suits the needs of teachers is
digital-based media. The advantages of digital learning media according to Rosmana et al.,
(2024) provide flexibility, interactivity, access to various learning resources, support
collaboration, easy material management, and development of student technology skills,
making learning more effective and interesting. From interviews with students, it was found
that without media, the classroom atmosphere becomes boring. This is in line with Solikah
(2020) creating a pleasant classroom atmosphere and using interesting media while learning
can make students more interested and make it easier for them to understand the subject
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matter. The impact of a boring classroom environment according to Maylitha et al (2023)
will make students uninterested and unmotivated to learn.

Questionnaires were also given to all fourth grade students to find out their needs in learning.
The questionnaire results show that most students agree that learning media can increase
their enthusiasm in learning. This is in line with Nurfadhillah et al (2021) the use of media in
learning can increase student interest and motivation, reduce learning that only focuses on

memorization, help students think regularly and systematically, and foster understanding and
develop values in themselves.

. 2
Image 2. Analysis Stage
Design
The design stage is the planning stage for making learning media based on the results of the
previous analysis. In this stage, there are several steps, namely making research instruments,
flowcharts, and storyboards (IChusnah et al.,, 2020). Flowcharts are made to help design
learning media by showing the flow of concepts or programs as a whole. After the flowchart
is complete, a storyboard is created to describe the appearance of each menu in the learning
media, including text, as well as the use and function of each navigation button.

+
Main Aenu Information Menu
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4 : + +

Text Entry Material Selection Development Media Instructions for
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Image 3. Media Flowchart at the Design Stage
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Development

The third stage, the development stage, is the process of integrating all components into one
media in accordance with the storyboard and flowchart designs that have been made. The
fourth stage, the implementation stage, is testing the digital-based SILIR learning media on
end users, namely grade IV students of SDN 5 Cendono Kudus. The fifth stage, the
evaluation stage, is analyzing data from validation of product feasibility by material and media
experts, as well as from students to assess the feasibility of the media. The feasibility of the
media is determined based on data obtained from material experts, media experts, and users.
The data obtained at the material feasibility testing stage will be processed using Microsoft
Excel, then the percentage of material feasibility is calculated and categorized using a Likert
scale. The feasibility results of the material experts can be seen in Table 4.

Table 4. Material Expert Feasibility Results

Assessment Aspect Score (%)

Vi V2
Appropriateness of Material 100% 82%
Language Suitability 87% 82%
Learning Support 100% 80%
Average Validity Score 89%

The average assessment of the two material experts resulted in a feasibility percentage of
89%, which is included in the very feasible category. The data obtained at the media expert
feasibility testing stage was processed using Microsoft Excel. Based on the data, researchers
calculated the percentage of media feasibility, then converted the percentage into a feasibility
category. Despite getting a percentage score with a decent category, SILIR learning media
has revisions from material experts, namely citing the source of the pictures and songs taken,
and the font size. Images from the media must be accompanied by the original source. The
purpose of this input is to avoid plagiarism and show respect for the work of others. In
addition, citing the source of photos is part of academic ethics. This is in line with Haris et
al (2023) and Purnadewi & Widana (2023), whether done intentionally or unintentionally, an
author can be found guilty of plagiarism if they fail to give proper credit to the source. This
media offers a summary of the learning content so it is meant to be easy to read and use as
a learning aid, but people find it difficult to read because the writing is too small and needs
to be expanded. This is in line with Panjaitan et al (2021) that choosing the right font size
affects the readability of the media and makes it easier for readers to understand. Song
instruments in the media must include the composet's name and instrument name. This is
done to help students understand the composer of the song and the tonal instruments used
in it. According to Tamama (2020) & Suhardita et al. (2024), it is very important to include
the name of the songwriter in educational materials to uphold copyright, prevent copying,
and instill morality in giving proper appreciation to songwriters. The eligibility results from
media experts can be seen in Table 5.

Table 5. Media Expert Feasibility Results

Assessment Aspect Score (%)
Vi V2
View 100% 96%
Usage 100% 100%
Average Validity Score 99%
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The average assessment of the two material experts resulted in a feasibility percentage of
99%, which is included in the very feasible category. Despite getting a percentage score with
a decent category, the SILIR learning media has revisions from the media experts, namely
the color of the media that lacks contrast, and the selection of the size of the navigation
buttons that are too small. Users will find it difficult to read if the font color is the same as
the background, therefore, it should be adjusted to be more in line with the background. It
is intended that these changes can improve the readability of the text and reduce the difficulty
of readers in understanding the information presented. This supports the statement made by
Patridina & Listyaputri (2022) that in order to communicate ideas effectively, it is crucial to
differentiate between the background and text colors as this will make the information more
readable and accessible to a wider audience. The icon button was enlarged once again, as the
icon button was too small and hard to see. It is thought that by making the buttons easier to
see, consumers will feel more comfortable when using this media. According to Sukmafitri
et al (2021), navigation buttons on learning media should be immediately identifiable and
have contrasting colors so that they stand out against the background. Buttons should be
comfortable to press and proportional in size, not too big or small. To prevent user
confusion, buttons should be positioned consistently on each page or section of learning
materials. Buttons should also function well for their designed purpose.

Image 4. SILIR Media Cover

Implementation

After the media is revised according to the suggestions of the validators and passes the
validation stage by experts, the next step is the application of digital-based SILIR learning
media to determine the teacher and student responses to the media. The results of the
response or practicality of the media by the teacher can be seen in Table 6.

Table 6. Results of Media Practicality by Teachers

Aspect Score Percentage (%)
Learning Media Display 8 80%

Learning Media Content 22 88%

Role of Learning Media 15 100%

Amount 45

Maximum Number 50

Acquisition Score 90%

Based on Table 06, the results of the practicality assessment from the teacher show that the
sum of each aspect of the assessment obtained a score of 45. The average assessment of the
teacher's response questionnaire to the digital-based SILIR media resulted in a feasibility
percentage of 90%, which is included in the very feasible category. The aspects that are still
lacking in the media practicality test by teachers are that the SILIR learning media still
requires an internet connection to access it. This is in line with Permana et al (2024) learning
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using digital media is an activity that involves students and teachers actively and utilizes the
internet or digital technology at every level of the learning process, from planning,
implementation, to evaluation. Based on this, the results obtained in the teachet's practicality
questionnaire are less than perfect. Furthermore, the media was also applied to all fourth
grade students of SDN 5 Cendono, who then filled out a response questionnaire according
to their feelings after using the SILIR learning media. The results of the response or
practicality of the media by students can be seen in Table 7.

Table 7. Results of Media Practicality by Wide Scale Students

Aspect Score Percentage (%)
Presentation Feasibility 274 91%

Language Feasibility 182 91%

Effects and Teaching Materials 183 90%

Feasibility of Overall Appearance 182 91%

Amount 821

Maximum Number 900

Acquisition Score 91%

Based on Table 7, the results of the practicality assessment from students show that the total
score for each aspect of the assessment is 821. The average assessment of the student
response questionnaire to the digital-based SILIR media resulted in a feasibility percentage
of 91%, which is included in the very feasible category. The advantages of digital-based SILIR
learning media in the broad-scale student practical test are that students are already skilled
when using the media during learning. This is in line with Heswari & Patri (2022) that digital
learning materials use features similar to games on Android, so students will have no
difficulty using them because they are familiar with technology in games

ogy it
x
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Image 5. Stages of Media Implementation
Evaluation
To measure the effectiveness of increasing learning interest, a learning interest questionnaire
was given to all fourth grade students of SDN 5 Cendono before the use of media (pre-test)
and after the use of media (post-test). The difference between the post-test and pre-test
scores of the learning interest questionnaire was calculated to determine a significant increase
in student interest in learning after the application of digital-based SILIR learning media. The
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results of the pre-test and post-test of the student interest questionnaire can be seen in Table
8.
Table 8. N-Gain Test Results per Learning Interest Indicator

Indicator Pre-test Post-test  N-Gain Score
Good Feelings 152 333 0.7
Student Engagement 122 228 0.8
Student Interest 139 229 0.8
Student Attention 121 303 0.9

Based on table 8, the N-Gain test results show that the pre-test and post-test scores on the
student learning interest questionnaire show significant changes after the use of digital-based
SILIR learning media. In the indicator of feeling happy, the pre-test score was 152 and the
post-test was 333, resulting in an N-Gain of 0.7 which is included in the “High” category.
Similarly, the student engagement indicator showed a pre-test score of 122 and a post-test
score of 228, with an N-Gain of 0.8, which is also in the “High” category. The student
interest indicator showed a pre-test score of 139 and post-test of 229, with an N-Gain of 0.8,
which is included in the “High” category. In the student attention indicator, the pre-test score
is 121 and the post-test is 303, resulting in an N-Gain of 0.9 which is in the “High” category.
All of these indicators show an increase in student interest in learning after using digital-
based SILIR learning media in class IV SDN 5 Cendono.

‘I H
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CONCLUSION

The development of digital-based learning media SILIR was carried out using the ADDIE
method which consists of five steps. At the analysis stage, it was found that teachers and
students need a pleasant medium to increase enthusiasm for learning. The design stages
include the creation of research instruments, flowcharts, and storyboards. At the
development stage, media begins to be formed according to the design that has been
designed. The implementation stage is carried out by applying digital-based SILIR learning
media to class IV students at SDN 5 Cendono. At the evaluation stage, validation tests were
carried out by experts with results of 99% for the media test and 89% for the material test,
which showed that the media was very feasible. Next, a practicality test was carried out by
providing response questionnaires to teachers and students after using the media. The results
obtained were 90% for teacher responses and 91% for student responses, which also showed
that the media was very viable. The effectiveness of the learning medium SILIR has also
been shown to increase students' interest in learning, with N-Gain results in pre-test and
post-test study interest questionnaires showing scores of 0.7 for the feeling of pleasure
indicator, 0.8 for the student involvement indicator, 0.8 for the student interest indicator,
and 0.9 for the student's attention. Based on this description, it can be concluded that the
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learning medium SILIR is very suitable for use and effective in increasing students' interest

in learning.
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