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Abstract— This study aims to determines (1) The feasibility of
developing interactive learning mediagwith Adobe Flash CS6 on
the character building of Kindergakten. (2) The effectiveness of
using interactive learning ‘media based on_Adobe.Flash CS6 in
character building for Kindergarten./The stages carried out in
this development are the needs analysis stage, the instructional
media planning stage and the design stage. This research is a
development research developed™ with the Dick and Carey
development model combined with*Borg and Gall, involving 40
participants who were randomly=drawn from children aged 5-6
years from two classes of Sint Xaverius Kabanjahe Kindergarten.
Validation questionnaires from expests are used to explore the
feasibility of media and character building is developed and
tested through the attitudes of ‘children.Data analysis with
descriptive statistics to develop the state of the data. Needs
analysis and hypothesis testing were (tested with inferential
statistics. The analysis requirements withathe lilliefors test were
met. The development stage and the testing or validation stage.
The results showed (1) The materialsexpert test was very good
(92.05%). (2) The qualification of the instructional"mediaexpert
test is very good (87.15%), (3) the learning design test IS very
good (91.25%) (4) The individual test meets*the requirements
(93.60%0), (5) The small group test meets the requirements very
good (92.50%), (6) The qualification of the field test is very good
(90.60%). There are differences in character building learning
outcomes using stories and_interactive multimedia based on
Adobe Flash -€S6,«which /are-indicated by significant results
between users of/interactive multimedia based on Adobe Flash
CS6 and storytelling models. Shown with-results 30.05>.24.50,
&#945; = 0.05. The results of hypothesis testing prove that'there
is a significant difference,this’is-indicated by the-results of data
processing. t count =-3:53-at a significant rate = 0.05 t table =2'57.
It was concluded that the interactive multimedia based on Adobe
Flash CS6 developed is feasible and effective to improve
character building in kindergarten age children

Keywords— Learning Outcomes, Multi media, interactive, Adobe
Flash CS6.

I.INTRODUCTION

Early childhood education from birth 8 years old to bring
up intelligence, social, emotional, language development and
physical learning in Marjorie (2017: 3) early childhood

education focuses opglaying the foundation towards moral and
religious growth and development, physical development,
intelligence / cognitive” in thesform of thinking power,
creativity, »social .and "emotional [ (attitudes and emotions),
language and® communpigation |in accordance with the
uniqueness and stages of \development in the age group that is
passed so that children experiencereadiness to enter further
learning, which is held in_formal channels, non formal and
informal.

When the child is hetween 0:6 years of age, the brain
develops very quickly, dpsto 80 percent of Inayah (2013). At
that age the brain receives and absorbs various kinds of
information, not seeing good or bad. Those are the times when
physical, mental and mental dgvelopment is a very effective
time to develop vatious potentials and personalities possessed
by children. This development effort can be done in various
ways, incliding through character education in learning. There
is N@_best'time to start,a career in early childhood education,
Wneseo*(2007).

ChildrensWhose education and care are high quality
demonstrate a higher level of language development, better
social potential, better ability to regulate children's behavior,
and better academic performance than their counterparts in
low-quality programs, (Marjorie;2017:,13) . Opinions formed
by children are strongly influenced by educational experiences
at/an early age-Based on four decades of research, it is known
that high-quality early childhood education programs can help
children_succeed in'school and in their future lives Marjorie
(2017: 5). Regarding the development of early childhood
competence, the 2013 Curriculum PAUD Syllabus states that
the core competencies in early childhood character values are
religious values, care for the environment, responsibility,
independence, discipline and honesty. According to Salahudin
(2013: 45) character education is character education plus,
which involves aspects of knowledge (cognitive), feelings
(feeling), and action (action). The application of character
education in children of this age can be stated in the daily
program in each assigned work so that the child is ready to
follow the next level of education and adulthood. This activity
is not only related to cognitive abilities but also mental, social

229



Proceedings of The 5th Annual International Seminar on Transformative Education and Educational Leadership (AISTEEL)

and emotional readiness. Therefore, the implementation must
be done in an interesting, varied and fun way.

According to Bertrand (2017: 24), the process of education
and character building will bear fruit if there is interaction
between students, teachers, parents and the community.
Interaction is communication, contact and activities with
adults that support the achievement of indicators and the
development of skills related to the child. Interaction can also
be through learning media so that students can interact
directly. The use of instructional media at the_dteaching
orientation stage will greatly assist the effectiveness of the
learning process and the delivery of messages andslessof
content at that time, so that the objectives of learning=can be
maximally achieved. Media can chiange children's-behavior
(behavior change), with appropriate leatningymedia that will
help teachers in shaping childrep's characten

Learning by using computer sofiware will be more
effective than other tools. jThis ig" inwline with the view of
Heinich (1993: 215) whith says that computers_can enrich
teaching techniques, and through' gomputers.as a complement
in delivering memorable/ and quality teaching. One of the
software that is rich in interactive animation is Adobe Flash
CS6 software. Adobe Flash €S6 is asoftware specially
designed by Adobe and a professional standard authoring tool
application program that is used to create animations and
bitmaps that are very attractivesfor the purposes of building
interactive and dynamic web sitesAdobe Flash.€S6 provides
a variety of features that will really help animators make
animation easier and morelinteresting. Adobe Flash " CS6 is
expected to make it easier§for children in Kindergarten to
understand the material presented by the teacher.

The development of teaching materials for character
building materials includes religious values, €aring jfor the
environment, responsibility, independence, discipling/ and
honesty using Adobe Flash CS6. Adobe|Elash CS6 interactive
media can help the teaching and learning process, because the
software is equipped with various forms of metia.so_that
students do not only hear or see, but students can play an
active role (independent learning) in the learning process.
Effective and fast learning,means that students must see, hear
and feel. The development jof this teaching material is
expected to form the.character of early-childhood, especially at
the age of 5 - 6 years. According to the needs analysis and
observations of/ teachers and: students in Sint Kindergarten.
Xaverius Kabanjahe is (1) the.average number. of students in
one class is.25 students who are accompanied by, one teacher.
This results in the teacher being less than optimal in
interacting with students, so that the child's personality is not
paid attention to, (2) Learning activities are still not optimal
because teachers tend to give learning by lecturing stories (3)
limited interesting learning media so that the learning
objectives conveyed are less right on target, (4) children's
character, especially personality is still lacking, for example
speaking ethics, mutual assistance, and cooperation among
students is low, (5) the lack of using appropriate character
education approaches and methods in shaping early childhood
character, then the process learning will be passive and not
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provide concrete experiences for children, (6) there is a lack of
synergy between school and family education. Based on the
description above, interactive, interesting and fun learning
media will be developed. So it is hoped that character building
through examples in interactive media with Adobe Flash CS6
software can be a provision for students now and when they
are adults, this interactive media can also be used by parents at
home to build children's character. Because this interactive
media is packaged on a CD, so that parents and teachers can
jointly shape children's character through learning CDs and
the “rolemimodels of parents and teachers at school. This
interactive media is expected to be able to overcome the
difficulties of teachers in building children's character due to
the=lack of teaching staff, this media is also very effectively
used in learning.’Sadimany(2011) states that there are 4 (four)
benefits of intera€tive teaching media, namely: (1) to clarify
the presentation ofithegnessage so that it is not too verbalistic,
(2) overcoming the”limitations of space, time and sensory
power, (3) to overcomespassivity students, and (4) make it
easier for teachers to canvey the content of the subject matter
". Through interactive l€arning media, teachers in delivering
subject matter are expécted to be clearer and easier for
students to understand. The"teacherino longer needs to convey
all the subject matter thraugh lectures, but the teacher serves
as a facilitator in solving ‘learning difficulties experienced by
students

Il. METHOD

This study uses thesResearch and Development (R&D)
method. It is said that because the research product offered is
the development of.interactive/multimedia learning based on
Adobe Flash CS6 in,geography learning. Gall, Gall and Borg
(2003: 569) say that development research is characterized by
the preseficeof research groducts and procedures that can be
systematically tested im the field, validated / evaluated, and
impreved until the product meets several criteria, including
effectiveness, gdality, and standards. standard. For this reason,
in this_research and development, products in the form of
interactive learning multimedia based on Adobe Flash CS6
will be tested for their feasibility and effectiveness. This
research._will—~use—the research and. development model
(Reasearch and Development) from/Borg and Gall (2003)
combined with/the instructional development model from
Dick and Carey (2001). This learning product development
model is aimodel that is' programmed-in a systematic order and
meets—the characteristics of students” in “learning. In the
research and development model of Borg and Gall, there are
ten steps, namely: (1) research and data<collection, (2)
planning, (3) initial product development, (4) initial field
trials, (5) product revision of trial results initial field trials, (6)
main field trials, (7) product revision of the main field trials,
(8) operational field trials, (9) final product improvement, and
(10) dissemination and implementation. This research was
conducted at TK Sint Xaverius Kabanjahe which is located on
Jalan Lieutenant Average Warin-Angin no 11, Gung Leto
Village, Kabanjahe District, Kabanjahe academic year
2018/2019 odd semester. The population in testing the
effectiveness of the development product was all students of
class B roses. Samples will be taken from populations where
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Class B Mawar | as the class will be given learning using
interactive learning media based on Adobe Flash CS6 and
class B Mawar Il who will be given learning using storytelling
media. Data analysis in this study used quantitative descriptive
analysis. All data will be analyzed using descriptive statistical
techniques which are quantitatively separated according to
categories to sharpen the assessment in drawing conclusions.
Qualitative data in the form of the statement "Very Poor, Poor,
Moderate, Good and Very Good" is converted into
quantitative data with a scale of 1 to 5. The results will_be
averaged and used to assess the quality of the®learning
courseware developed. Courseware criteria will be converted
into avalue on a scale of five using a Likert scale gwhich is
analyzed descriptively with the percentage formulaasdollows:

Percentage = (number of scores obtained)y/ (ideal number
of scores for all items) x 100%

Determination of the eligibility “criteria for developed
interactive media products ig'preseftgdsin Table 1

Table 1. Product Eligibility Legvel, Criteria

Percentage (%) Criteria

0-20 Very Poor (Not Eligible)
21-40 Poor (Not Eligible)

41 -60 Fair (Fair Enough)
6180 Good (Decent)

81100 Very Good (Very Decent)

For the effectiveness test, astwo-partytest formula will be
used:

£ = X X,
¢l L1
NIy Do (Sudjana, 2005:239)

Before carrying out the t test, several prerequisite tests
were carried out whieh-included: (1) data normality test using
the lilliefors technique, and (2) data_homogeneity test using
the Fisher'test. Theresearch hypotheses to be tested.are:

Ho = there/is na difference /in/learning outcomes for
character building-of 'students who are taught using interactive
learning media hased on-Adabe:Flash, CS6-with students who
are taught by telling stories.

Ha = There are differences in the learning outcomes of
character building students who are taught using interactive
learning media based on Adobe Flash CS6 with students who
are taught using storytelling media.

I1l. RESULTS

Based on product validation through a series of trials and
revisions that have been carried out, the Interactive learning
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media based on Adobe Flash CS6 has a valid status. The trial
was carried out in 4 stages, namely: (1) evaluation of the
instructional design experts, and instructional media experts,
(2) individual trials, (3) small group trials, and (4) field trials.

1) Material Expert Validation Results

Validation of material experts on the development of
interactive learning media based on Adobe Flash CS6 was
carried out by two learning material experts. The assessment
was _carried out to obtain information used to improve the
quality “of=interactive learning media based on Adobe Flash
CS6, especiallyn, in the formation of children's character.
Material=Expert Validation Results

Table 2™Expétt Assessment Scores for Learning Materials

N | Aspec Reviewer Sco Av | Perce Rema
o |t re | '@ ntage rks
1 2 ge | (%)
Conte
nt 1,7 Very
1 Feasib 42 43 85 3 92,05 Good
ility
Presen
tation 7,8 Very
2 Feasib 39 39 78 0 97,50 Good
ility
17,7 Very
Average Total Score 6 97,05 Good

According to the expert on the quality of Interactive Flash
learning media based on Adobe Flash CS6 from the aspect of
the quality of learning materials worth 7.76 which is in the
range of w€ry good criteria (97.05%) which means "worth to

use.

2) Media Expert¥alidation Results

Thevalidation of learning media experts was carried out by
tWo instructors of learning media. Learning media experts
validate the product aspects of learning media including the
design—of-instructional media ,consisting of covers, media
layout, use of letters, and_illustrations/in images. While the
design aspects<of Interactive dearning‘/media content based on
Adobe Flash CS6 based on Adobe Flash CS6 consisting of

elements. of ./layout,” typography.~ of / letters / and image
illustrations.
Table 3. Learning Media Expert Rating'Score
Reviewer Percent
N age (%) | Remar
o Aspect 1 2 Score | Average Ks
Media Very
1 Design 34 |30 |64 711 88,89 Good
Media
2 | Content |64 |72 | 136 | 716 8047 | Ve
. Good
Design
Average Total Score 7,13 89,18 Very
Good
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According to learning media experts the quality of
Adobe Flash CS6-based Interactive learning media from the
aspect of media skin design and media content design is worth
7.13 which falls within the range of criteria "worth testing after
being corrected”. The percentage of total scores from learning
media experts was 8.18% which was included in the "Very
Good" category.

3) Learning Design Expert Validation Results

The validation of the learning design expert was*€arried
out by two learning design experts. The learning design expert
validates the product aspects of learning design including
aspects of the attractiveness of physical appearanee, censisting
of the attractiveness of colors in the meédia, "proportional
(layout of text and images), aspects of ageuracy in the use of
design consisting of the accuragy sef” topic selection,
compatibility of material with learningsindicators, aspects of
format suitability consisting’of format*conformity, aspects of
presentation with target characteristies consisting of clarity of
material description in the/media, clarity of examples given in
learning media, use of new information, aspects of clarity of
media instructions consisting of%the use of instructionswin
instructional media, explanation of terms-on the media, the use
of texts, the ease of learning media, the clarity aspects of.the
material consisting of the material presented, the relevant
material, and the suitability aspect of the/evaluation with the
material consisting of exercises and questions.

Table 4. Learning Design Expert Assessment Scores
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Very

Average Total Score Good

7,54 ‘ 94 ‘

N Review | Sc Averd Perce
o Aspect er or e 9 nta-ge | Desc.
1 2 e (%)
Winning
Physical Very
1 Appearan 15 |14 |29 | 7,25 91 Good
ce
Appropria Very
2 te Design 24 | 23 | 47 | 7,83 98 Good
Conforma Ver
3| nce 4074 8 18,00 100 y
Good
Format
Dishes fet
4| with Goal [\12/} 42 |24/ |'8/00 100 J
Good
Cataracts
Clarity of
5| Media 22 |20 | 42 | 7,00 88 Very
. Good
Guidance
Clarity of Ver
6| Material 12 |12 | 24 | 8,00 100 y
Good
Exposure
Conformit
y
7| Evaluatio |4 |4 |8 |800 100 | YV
. Good
n with
Material

According to learning design experts the quality of
Geography learning media from the aspect of Adobe Flash
CS6-based Interactive learning media has a value of 7.54
which is within the range of very good criteria. The percentage
of total scores from learning design experts is 94% which falls
into the "Very Good" category.

4) Results of*Rhase | of Individual Trials

Individual trials were conducted at TK Sint. Xaverius
Kabanjahe.' Individual, trials were conducted on 3 students
consisting” of L, person with high achievement, 1 person with
moderate achievement, and,1 person with low achievement.
The purpose of this“individual trial is to identify deficiencies
in learning products” after beihg reviewed by experts. The
assessment and input ofisthis trial is about the presentation of
learning »products inclading the “feasibility of content, the
feasibility of presentation and the feasibility of language. The
students' responses in the individual trial at TK Sint Xaverius
Kabanjahe that this interaCtive learning media from the aspects
of content feasibility, presentation| feasibility, and language
feasibility are assessed overall, each of them is included in the
“Very Good” criteria, namely, 95.81%.

5) Results of Phase 11 SmallkGroup Trials

Small group trials Wheie interactive learning media based
on Adobe Flash CS6 were implemented to 9 students at Sint
Xaverius KabanjaheyKindergarten, namely 3 high achieving
students, 3 mediumuachieving students, and 3 low achieving
students. _Ehis small group trial data is used as initial
experience, before the product is tested in the field. The trial
conducted "at Sint Xaverius Kabanjahe Kindergarten which
was conducted_by=9 students showed that the total score
percentageswWas 96.10% so it can be said that Interactive
learning media based on Adobe Flash CS6 from the aspects of
content feasibility, presentation feasibility, and language
feasibility are-included in the criteria " Very good".

6) Results of/Phase 111 Field Trials

Fieldtrials ‘were/carried ‘out” after’ individual - trials and
small group-trials were carried out. Field trials were carried
out at-Sint Xaverius Kabanjahe Kindergarten for20 students
of class B Mawar. Field trials were conducted-in‘the classroom
and each student was divided into 5 groups; in which each
group consisted of 4 students. Each group of students used 1
Interactive learning media based on Adobe Flash CS6. Field
trials produce data that will later measure the feasibility of the
product being developed, and to find out the benefits of the
product for its users.

The results of students in the field trial at TK Sint Xaverius
Kabanjahe in class B Mawar odd semester explained that
interactive multimedia learning media based on Adobe Flash
CS6 from the aspects of content feasibility, presentation
feasibility and language feasibility in the overall value of each
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belong to the category " Very Good ”, the percentage of the
total score from all aspects is 94.81% so that if it is included in
the percentage category according to Sugiyono (2011) then the
validation of Interactive multimedia learning media based on
Adobe Flash CS6 is categorized as* Very Good ™.

Product Effectiveness Test

Data Normality Test

The data normality test is used to find out whether the data
obtained is normally distributed or not. This test_uses*the
lilliefors test formula with the criteriongthat the data
distribution is normal if the Lhitung results"<Ltable, then the
data is normally distributed, otherwisgsif*the Lhitung_results>
Ltable are declared abnormal. this normality4iS usedto find out
the sample used whether it comg§ from & normal distribution
population or not. Thus therefare twe_greups of normality
tests, namely:

Group I: Learning Geography resultsibefore using Interactive
multimedia based on Adobe Flash'CS6

Group II: Geography learning outcomes-after using Interactive
multimedia based on Adobe Flash"€S6

Calculation results for the™significant level ¢ = 0.05
obtained Lh values for all groups smaller than Ltable, this can
be seen in the appendix; Thus*it“can be concluded that the
learning outcomes data for all 'data groups l-and Il are from
normally distributed populations:

Table 5. Recapitulation af DatagNormality Test Results

Number of Conclus
Group Samples Lhidg L tabel ions
I (Without
Interactive
Multimedia based 36 011 0,147 Normal
on Adobe Flash
CS6)
I (With iteractive
multimedia) 5 0007 | O | Normal

From the table above it can be seen the calculation results
for student learning outcomes before using Interactive Flash
based Adobe-Flash-CS6 /multimedia conducted at TK Sint.
Xaverius Kabanjahe for asignificant'level a = 0.05 obtained a
maximum Lhitug of 0.011. In the list of critical values of L for
the Liliefors test with/n /=736, namely Ltablé = 0.886// (Yn) =
0.886 / (V36) = 0,147 Beecause the value,of Lhitung <Ltable,
which is 0.055<0.147, it concludes the, student  learning
outcomes data before using Interactive Flash-based Adobe
Flash CS6 multimedia that was carried out at TK Sint.
Xaverius Kabanjahe with normal distribution.

To conduct a homogeneity test in this study carried out
using the Fischer Test. Samples have a homogeneous variance
if Fhitug <F table at significant a = 0.05, calculated using the
formula:

F = (greatest variance) / (smallest variance)

The amount of variance for tests that do not use Interactive
Flash based Adobe Flash CS6 multimedia with n = 36 is 5.96
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and the variance for tests that use multimedia with n = 36 is.
10, 27. Then Fcount in the homogeneity test is 1.72.

Determine the F table in the homogeneity test that is by db
numerator = k-1 (for the largest variant) and db the mentioner
= k-1 (for the smallest variant). Then the db numerator is 36-1
= 35 and the mentioning db is 36-1 = 35 then the F table at the
significance level = 0.05 is 1.78. Then Fhitug = 1.72 <F table
= 1.78, the homogeneity test using the Fisher test concludes
that Ho is accepted and has the conclusion that the two data
groups;have the same or homogeneous variants

Adobe Flash CS6 based Interactive Multimedia is
apprepriate to use,because using multimedia in the classroom
is=onel of ‘the,_good=activities to encourage students to learn
(Jianing;=200%).~Similarly, Constantinescu (2007) stated that
multimedia refersfto,computer-based systems that use various
types of content§“such asy text, audio, video, graphics,
animation, and interactivity ‘and this media can improve
student learning outcomesk

According to Arsyad (2021: 35) the benefits of using
instructional media in-the teachingjand learning process are as
follows: (1) Learning media can clarify the presentation of
messages and information so as tolfacilitate and improve the
process  and learning outcomes. (2) Learning media can
increase and direct children's attention so that it can lead to
learning motivation, more/ direct interaction between students
and.their environment, and the possibility of students to learn
independently. according™te, thei/ abilities and interests, (3)
Learning media can overggme sensory limitations, space, and
time, and (4) Learning media /can provide students with a
shared experience abput the events in their environment.

From the explagation abgve, it can be concluded that the
Interactive Multimedia based on Adobe Flash CS6 is feasible
because Adabe Flash @GS6-based Interactive Multimedia is
compiled based on existing theories so that the learning media
iS feasible to be used!in learning.

IV. CONCLUSION

Based on__the results and. discussion of
multimedia development research conducted,
concluded as/follows:

Interactive 'multimedia /with™)Atmospheric/ material is
feasible to.use-with presentation of material validation 92.05%
included in the category of “very good”, validation of media
experts 87.15% included in the category of/"very good",
validation of learning design experts 91.25%"included in the
category of "very good". Individual trials gave a presentation
of 93.60% included in the "very good" category, the results of
the small group trials received a presentation of 92.50% in the
"very good" category and the results of the field trials obtained
a percentage of 98.57% included in the "very good" category.

Student learning outcomes Geography taught by using
interactive multimedia is higher than learning outcomes
Student geography that is taught without interactive
multimedia is tested through a statistical test t with the test
results showing a price of 30.05 > 24.50, o = 0.05. Based on

interactive
it can be
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the results of this study also obtained data on average value of
students who were taught by using interactive multimedia
higher, namely 31.38 compared to the average value of
students who were taught without interactive multimedia,
which amounted to 26.58.

[1]
[2]
3]

REFERENCES

Borg, W.R. and Gall, M.D. (2003).
Introduction.London : Longmaninc.

Inayah. Syati’ul (2016) Psikologi Perkembangan Bayi &#Anak™ Skripsi.
Jurusan Psikologi Universitas 17 Agustus Surabaya

Constantinescu. (2007). Using Technology _to Assist in &ocabulary
Acquisition,and Reading Comprehension#The Intern€t%LESL_Journal,
Vol. X1, No. 2,February 2007
http://elib.unikom.ac.id/files/disk1/639/jbptunikompp-gdl hendracipt
31924-8 unikom_h-a.pdf (diakasesf14-02-2016)

Educational Research An

[41
[5]

(6]

[7]

(8]
[9]

[10]

elSSN: 2548-4613

Dick W, Carey L dan Carey J. (2001). The Systematic Design Of
Instruction. New York : Addison-Wesley Educational Publishers.

Kasma (2017) dengan judul Pengembangan Multimedia Interaktif
Pembelajaran ARCGIS (Geographic Information System) dengan Adobe
Flash CS6. Prosiding Seminar Nasional Teknologi Informasi dan
Komputer FTKOM UNCP, 05 Oktober 2017, Universitas Negeri
Makassar pp. 55 - 61

Marjorie. J. K, Anne, K. Soderman dan Alice (2017). Kurikulum
Pendidikan Anak Usia Dini Berbasis Perkembangan Anak. Jakarta :
Kencana

Bertrand, Jane (2017), Best Start Expert Panel on Early Learning, A
framework for Ontario early childhood settings. Ontario College of
Teachers™=Rublications: Ethical Standards for the Teaching

WNESCO. (200%). Strong Foundations for Gender Equality in Early
Childheod Care and,Education-Advocacy Brief. UNESCO.
Salahudin/A~dan Alkriencihie (2013). Pendidikan Karakter. Bandung:
CV. Pustaka Setia,

Sugiyono (2012)yMetode Pepelitian Kuantitatif, Kualitatif dan R&D.
Alfabeta.Bandung.

234



	Sampul Prosiding Aisteel 2020_compressed.pdf (p.1)
	Table of Content.pdf (p.2-9)
	ABS-189.pdf (p.10-15)
	Sampul Prosiding Aisteel 2020 Belakang_compressed.pdf (p.16)



