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Abstract

Received : March 3, 2024 Integrated social studies learning in junior high schools experiences

Revised :March 22,2024  problems, namely low student interest and learning outcomes. This is

Accepted : April 27,2024 caused by students who are less active when studying. The aim of the
research is to describe the process, validity, practicality and effectiveness
of developing interactive multimedia based on the problem base learning
(PBL) model in Integrated Social Sciences learning for class VIII SMP.
This research uses the development and research (R&D) method with the
ADDIE model. The data analysis technique in this research uses a Likert
scale. Testing the validity of interactive multimedia includes material,
media and language experts. The practicality test involved one Integrated
Social Sciences teacher and 30 class VIII students at SMPN 22 Padang.
The validity test results from material experts obtained a score of 3.5,
media experts scored 3.6 and language experts scored 4 in the very valid
category. The results of the practicality test by educators obtained a score
of 3.9, and students scored 3.7 in the very practical category. The results
of the effectiveness test obtained a very effective category because there
were significant differences in student learning outcomes in using
interactive multimedia.
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INTRODUCTION

The development of information and communication technology in the 4.0
revolution era has an impact on people who are accustomed to using technology as
a product of development. The development of technology and communication has
an influence in all fields, especially in the field of education. The development of
technology and communication is very beneficial for the world of education, both
for teachers and students (Nurhikmah, Isnaeni, Sulistriorini, 2023). Utilizing this
development as a means of school infrastructure will make learning take place well
in accordance with the expected process and can meet the standards that have been
set. This infrastructure allows students to access learning resources that are open
and describe real world conditions that not only involve students with environment
only, but in learning activities you can also use computers containing text, graphics,
audio, moving images (video and animation) to navigate, interact, create and
communicate (Rahmadani & Taufina, 2021).
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Integrated Social Sciences learning has been synonymous with memorization
because it has a lot of material. In the learning process, teachers still use
conventional models. As a result, these materials are difficult for students to
understand so that social studies learning becomes boring and uninteresting for
students (Sari, Murtono, Utomo, 2021). This results in low interest and
unsatisfactory student learning outcomes. Even though integrated social studies
learning is a very basic learning activity aimed at preparing students as citizens who
master knowledge (knowledge), Skills (skill), attitudes and values (attitudes and
values) which can be used when growing up and becoming independent because it
influences the continuity of life in economic, social and other aspects (Susilowati
& Sutama, 2022).

Integrating technological developments in education is an alternative strategy
that teachers can use to update the teaching and learning process in the classroom
so that it is not boring and interesting for students. The use of learning media in the
teaching and learning process can arouse desire, interest, motivation, and
stimulation of learning activities, and bring psychological effects to students
(Hidayati, Bentri, Yeni, Zuwirna & Eldarni, 2019). One integration that can be
developed is interactive multimedia accompanied by an environment for
independent learning, experimenting, collaborating, reasoning and communicating
about an object or object event. Namely by embracing a problem-based model or
Problem Based Learning (PBL) as the basis for interactive multimedia. Interactive
Multimedia can be used as a teaching and learning medium in schools with the aim
of increasing the quality of education, one of which is by improving learning
outcomes (Iskandar, Bentri, Hendri, Engkizar, Efendi, 2023). PBL-based
interactive multimedia is able to improve the social studies learning process at
school and can increase student group learning activities, increase student activity
and improve learning outcomes. The problem-based learning model was developed
primarily to help students develop thinking abilities, problem solving, and
intellectual skills, learn about various adult roles through their involvement in real
or simulated experiences, and become autonomous and independent learning
(Kartini, Harun, Mursid, 2021). In this model the problem is presented at the
beginning of learning and students are asked to solve the problem (Nofziarni,
Hadiyanto, Fitria, Bentri, 2019). The implementation consists of explaining the
learning objectives and encouraging students to be involved in problem solving
activities. The problem will later be discussed by students, then presented and at the
end of the activity, the teacher helps students to reflect on the learning material
(Yuristia, Hidayati, Ratih, 2022).

Based on the results of observations at SMPN 22 Padang, it was found that
the use of interactive multimedia had never been used at this school. It was also
seen that several problems were found in Integrated Social Sciences learning,
including (1) the teaching media used by teachers was still focused on teaching
materials used by teachers and students, even though there is a computer/laptop
laboratory available which can be used as a learning facility, (2) media learning in
the form of a teacher's handbook still needs to be developed, (3) there is no media
available that suits students' varied learning styles, (4) there is no learning media
that allows learning control through learning media controlled by students. To
overcome the problems above, a model-based interactive multimedia learning
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environment is needed Problem Based Learning (PBL) as a modern teaching
environment that embraces current developments, science and technology,
including media that is seen and heard and applied (Sapitri, Bentri, 2020).

Interactive multimedia development based Problem Based Learning this will
use the device Articulate Storyline 3. Articulate Storyline 3 including software that
is a communication and presentation medium (Agustina & Elan, 2021). Articulate
storyline 3 are in the form of digital learning media which is useful for teachers to
deliver material. Advantages of Articulate Storyline 3 one of them is easy to
operate, similar to power point so that it will be easier for teachers to operate, there
are several superior features such as timeline, movie, and pictures (Pratiwi,
Margunayasa, Trisna, 2023).

The novelty of this research idea lies in the development of Interactive
Multimedia-based products Problem Based Learning in Integrated Social Sciences
subjects for class VIII SMP students, which can be accessed by computer, laptop
or smartphone. This product will have the advantage that there will be student
interaction with the product which contains special options that students can click
on to display information in the form of audio visuals or other features that students
want. Interactive multimedia is believed to be effective for use in Integrated Social
Sciences learning at SMPN 22 Padang, where this school has a computer laboratory
and this is a means of supporting learning. This research aims to analyze the process
of validity, practicality and effectiveness of developing Interactive Multimedia
Based on the Problem Based Learning Model in Integrated Social Sciences
Learning for Class VIII SMP.

METHODS

Research Design

Research and Development or R&D which means research and development)
is a type of research that is in accordance with the problems and objectives that have
been stated. Research and development methods are research methods used to
produce certain products and test these products (Ayu & Fauzi, 2020). In this
research, the product produced and tested is Model-Based Interactive Multimedia
Problem Based Learning. The ADDIE model is used because this development
model is more dynamic, effective and supports the performance of learning
programs. The ADDIE model is a model that is widely used in learning in the field
of design or product guidance to produce effective designs or products (Ozila &
Zen, 2023). This development model has several stages, namely: 1) Analysis
(needs, curriculum and students), 2) Design (designing product content), 3)
Development (testing product validity), 4) Implementation (testing the product),
and 5) Evaluation (revise the product), as seen in the following picture (Marsya &
Tamam, 2023).

Participant

This research involved a number of experts as validators, namely material
experts, media experts and language experts to test the validity of the product. This
research also involved an Integrated Social Sciences teacher and 30 class VIIL.H
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students in a practicality and effectiveness test.

Figure 1. ADDIE Model Circular Type

Data Collection Technique

The data collection instruments used were assessment questionnaires for
material validators, media validators, language validators as well as questionnaire
sheets for teachers and students using a Likert response scale of 1-4, namely Very
Good with a weight of 4, Good with a weight of 3, Fairly Good with a weight. 2
and Poor with a weight of 1. The scores obtained for each category can be seen in
table 1.

Table 1. Validity and Practicality Classification

Interval % Category
0-20 Highly Invalid/Practical
21-40 Invalid/Practical
41-60 Less Valid/Practical
61-80 Valid/Practical
81-100 Very Valid/Practical

Source: Riduwan and Sunarto (2007)

RESULTS & DISCUSSION

The results of research on the development of interactive multimedia in social
studies learning for class VIII SMP were carried out using validity tests by material
validators, media and language validators, as well as product practicality tests on
class VIII teachers and students H SMP N 22 Padang, as well as testing
effectiveness in the learning process. In accordance with the stages of the ADDIE
model, the development results can be explained as follows:

Analysis Stage

Based on the results of observations to analyze needs, it was found that class
VIII students had low interest and learning outcomes in Integrated Social Sciences
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subjects. Judging from the results of last semester's exam scores, many students did
not meet the complete score category. This is because the teaching media used only
focuses on handbooks. So students become less active when studying, because there
is no media available that suits students' varied learning styles, and there is no
learning media that allows students to control learning. Next, curriculum analysis
is carried out to determine the content of the material and the extent to which the
material is included in the multimedia being developed. The results of the analysis
show that the 2013 curriculum for social studies subjects with Human Resources
(HR) material for class VIII SMP requires attention to the development of students'
understanding of key aspects related to humans as resources.

Design Stage

This design or planning stage is the interactive multimedia design stage
Problem Based Learning (PBL) based on the previous analysis stage. This stage has
several guidelines, namely: 1) Flowchart, to provide a rough overview of the
product being developed, to help simplify the process of working on multimedia in
a directed and systematic manner, created using a website Diagram.net. 2)
Storyboard is a series of stories in the form of sketch images accompanied by text
descriptions to describe the storyline in interactive multimedia which was
developed with an initial interactive multimedia design designed using Canva.
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Figure 2. Flowchart Design

- 100 -



Anissi, et.al. /Jurnal Teknologi Pendidikan 26 (1), 96-107

Development Stage

Multimedia development is done by realizing the multimedia plans that have
been made at the previous stage with the appropriate flowflowchart and appropriate
visual appearancestoryboard accompanied by various media constituent materials
such asbackground, ikon menu, navigation buttons, illustration images, animations,
animated videos, music, audio narration and videos supporting learning materials.
Next, input it insoftware Articulate Storyline (US) to be developed into interactive
multimedia with an output format in the form of APK and EXE. The steps in the
development process are: 1) create an attractive background design that matches
the theme of the material with the Canva application, 2) input the background
design into the applicationArticulate Storyline, 3) klik new project, set the design
size and add the background design, 4) set the text for the title, developer, logos and
shapes, 5) set buttons and createtrigger for clickable buttons, 6) set transitions and
animations slide, 7) Insert audio from file, and selectfile audio you want to include,
8) add relevant video sourced from youtube, Then import to the application
Articulate Storyline, select menu insert then select video.
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Furthermore, at this development stage, product validation was also carried
out by material experts, media experts and language experts from several lecturers
at Padang State University. After improvements have been made according to
comments and suggestions, the product validity results can be seen in table 2.

Table 2. Material Validation Test Results

Aspect Score Percentage Category
Material Suitability 3,3 83,3% Very Valid
Content Eligibility 3,7 91,7% Very Valid
Presentation of Material 3,5 87,5% Very Valid
Average 3.5 87.5% Very Valid

Based on table 2 above, which shows the results of material validation with a
final assessment score of 3.5, a percentage of 87.5% with a very valid category. The
following are the media validation results in table 3.

Table 3. Media Validation Test Results

Aspect Score Percentage Category
Design and Layout 3,6 89,3% Very Valid
Media Use 3,8 93,8% Very Valid
Media Presentation 3.8 95% Very Valid
Media Interactivity 3.3 81,3% Very Valid
Average 3.6 89,9% Very Valid

Based on table 3 above, which shows the media validation results with a final
assessment score of 3.6, a percentage of 89.9% with a very valid category. The
following are the language validation results in table 4.
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Table 4. Language Validation Test Results

Aspect Score Percentage Category
Language Compatibility 4 100% Very Valid
Language Qualification 4 100% Very Valid
Language Presentation 4 100% Very Valid

Average 4 100% Very Valid

Based on table 4 above, which shows the language validation results with a
final assessment score of 4, a percentage of 100% with a very valid category.

Implementation Stage

The implementation stage is a multimedia learning trial activity after being
declared valid through a validity test by a validator. The implementation phase aims
to determine the practicality and effectiveness of the interactive multimedia
learning product being developed. The implementation phase was carried out by
conducting trials on an Integrated Social Sciences teacher and 30 class VIII junior
high school students at SMP N 22 Padang with material on Human Resources and
Population Quality. The results of the teacher's practicality score can be seen in
table 5 and the results of the student's practicality score can be seen in table 6.

Table 5. Teacher Practicality Test Results

Aspect Score Percentage Category
Time Conformity 3,75 93,75% Very Practical
Practicality of use 4 100% Very Practical

Convenience 4 100% Very Practical
Average 3,92 97,92% Very Practical

Table 6. Student Practicality Test Results

Aspect Score Percentage Category
Media Display 3,7 85.55% Very Practical
Ease of Use 3.8 88.02% Very Practical
Presentation of Material 3,6 85.16% Very Practical
Utilization 3,8 88.67% Very Practical
Average 3,7 86,85% Very Practical

Testing product effectiveness is seen from the results of student learning
gains. These learning outcomes are carried out with a pre-test in the form of
objective questions and post-test questions in the form of objective questions in the
product to obtain the level of success of the product being developed. The
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effectiveness test involved two classes. The results of the average student scores for
the effectiveness test can be seen in table 7.
Table 7. Average Student Grade Results

Class Pre-test Post-test Different Power
Experiment 35,4 87,9 52,5
Control 39,2 59,9 20,7

Based on table 7, the experimental class pre-test average score was 35.4,
increasing to 87.9 in the post-test with a difference power of 52.5, while the control
class was 39.2, increasing to 59.9 in the post-test, with a power difference of 20.7.
The significant difference in power between the experimental class and the control
class shows that the treatment applied in the experimental class had a greater
positive impact on students' understanding compared to the control class.

Based on the result of the pretest and posttest, it was found that use of
interactive multimedia in social studies learning can improve learning outcomes
and was stated to be very effective because there was a significant difference in
student learning outcomes before (pre-test) and after (post-test) the use of learning-
based multimedia, as seen in the following picture:

Pretest & Posttest Score

experiment [T
control ([N

0 20 40 60 80 100
M Prettest M Postest

Figure 6. Pretest & Posttest Score

Evaluation Stage

Evaluation is the final stage of a series of learning multimedia development.
The evaluation stage is carried out in two phases, namely the pre-implementation
phase and the post-implementation phase. The pre-implementation phase was
carried out to assess the multimedia being developed based on assessments by
media experts and material experts. Meanwhile, the post-implementation phase was
carried out to assess the practicality and effectiveness of using multimedia in
learning. In this evaluation, product revisions were also made according to
comments and suggestions.

Based on the results of research that has been carried out in accordance with
the steps for developing the ADDIE model, it has resulted in an interactive
multimedia product on Human Resources (HR) material for social studies subjects
for class VIII SMP. Based on research that has been carried out to obtain results
with concise explanations. Development of interactive multimedia based on the
Problem Based Learning model in Integrated Social Sciences subjects which can
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be run on computers or laptops and Android-based smartphones. This device was
developed with the aim of creating a learning atmosphere that is able to adapt to
student character and involve students in control of their own learning. The problem
of students who are less active and low learning outcomes will be overcome by
developing this product because this product will maximize students understanding
of the material.

Validation by experts concerned with product development is an important
step to ensure product validity. Based on the results of validation carried out with
experts, it can be concluded that interactive multimedia products based on the
Problem Based Learning model in the Integrated Social Sciences subject for Class
VIII SMP are categorized as very valid for use. Practicality is used to find out to
what extent a product can be used, how easy it is to use, and the comfort of using
it. The product is categorized as very practical because it is easy to use in a learning
context, with ease that includes use by teachers and students.

After the multimedia was declared valid and practical, an effectiveness test
was then carried out to test whether the use of the interactive multimedia being
developed affected students social studies learning outcomes. The effectiveness of
Interactive Multimedia based on the Problem Based Learning model is seen based
on the test results given before and after the implementation of interactive
multimedia.

CONCLUSION

Results of the average score of the model-based interactive multimedia
validity test Problem Based Learning in the Integrated Social Sciences subject, it
was found to be in the very valid category with improvements according to
comments and suggestions from each expert or validator. Interactive multimedia
was developed with material validity results of 87.5%, media validity results of
89.9% and language validity results of 100%, with an average percentage of validity
for PBL-based interactive multimedia of 92.46%. The average score of the
interactive multimedia practicality test after assessment by teachers with results
97.92% and by students with results 86.85%, and was found to be in the very
practical category. The effectiveness results on student learning outcomes obtained
from pre-test and post-test scores show that there is a significant increase in scores
after using model-based interactive multimedia Problem Based Learning during the
Integrated Social Sciences learning process in class VIII SMPN 22 Padang. It can
be concluded that interactive multimedia based on the PBL model is categorized as
very valid, practical and effective when used in learning process.
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