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1. INTRODUCTION

In terms of intellectual aspect, education serves to improve ability and establish national honor and
custom, with the goal of developing students' potential to become whole human beings with faith,
valuable character, health, skill, creativity, independence, and democratic and responsible citizenship.
According to Indah et al. (2018), education is critical in enhancing the quality of human resources in
Indonesia. Education is a conscious process carried out to students in order to grow and develop
physically and spiritually optimally to reach the level of maturity (Ramdhani, 2014; Akhiruddin, et al.
2022). It is a conscious effort so that humans can develop their potential through the learning process
(Sujarwo, et al., 2019; Samsuddin et al, 2021; Nurhikmabh, et al.,2022).

A process of learning is carried out to master certain things (Yulianingsih et al, 2017: 160). The
problem that often arises in the teaching process is how a teacher develops and creates, and controls
situations that allow students to carry out the learning process (Samsuddin et al.,2021; & Sukmawati et
al.,2022; Hijrawatil, et al. 2022). The success of a learning process, one of which is supported by the
existence of adequate learning media. Learning media is very helpful for both students and teachers in
the learning process in the classroom (Terds et al, 2020; & Ugur et al, 2011).

In line with the development of information and communication technology at this time has
brought great changes in various aspects of human life, these developments have also changed the view
of humans in getting information easily. This requires a teacher to think ahead with better innovation
than before. One form of this new thinking is an effective learning media that can be used by teachers so
that students better understand what is being taught, namely Information and Communication
Technology to display learning media (Sujarwo, et al., 2020; Nurhikmah, et al., 2021). Teachers in
implementing the 2013 curriculum need mastery of technology to support the learning carried out,
especially learning media based on Information and Communication Technology (ICT) (Nurhikmah et
al., 2021; & Rapanta et al, 2020). One of the learning media sourced from computer technology is Adobe
Flash. Adobe Flash is a product/software from adobe that is used for the process of creating and
processing animations or images that use vectors on a small scale (He, & Zhang, 2011; Wressnegger, et
al. 2016; Naidu, et al. 2021; Matta, et al. 2021). This application can be collaborated with the web, because
it has advantages such as small in the output file size, many features in Adobe Flash that can increase
creativity in the creation of media content that utilizes the capabilities of the application to the fullest.
These new features help focus more attention on designs that are created quickly.

The problems that have be found in this school uses learning resources based on the 2013
curriculum learning process, namely student handbooks in the form of thematic books owned by each
student and thematic companion books for teachers. In the learning process in the classroom, students
find it difficult to understand the material being taught, because the learning process does not apply the
subject matter by using existing media in the classroom environment, so the learning process in the
classroom is not effective for understanding the material being taught. However, not all materials can be
explained by utilizing existing media in the environment. It is very possible to use Adobe Flash-based
learning media, because at SDN 95 Bonto Bulaeng they have not used multimedia learning in the
learning process, especially in Education, Physical, Sports, and Health (PJOK) subjects in thematic
learning. Because by applying multimedia learning is able to provide an understanding of the material
appropriately, interestingly, effectively, and efficiently so that students can get feedback on what they
are doing.

There are some results of studies that supported this study stated that the basis of multimedia
learning theory, multimedia animation design should pay attention to integrate resources, display
information with multimedia means, avoid cognitive load, enhance interaction and promote learners’
active process (Wang et al, 2012). In line with the other study stated that the students’ needs geography
multimedia learning based on Adobe Flash, for effectiveness rate of multimedia and treatment, Fcount =
20,875> Ftable = 3.99, indicates that geography learning based on Adobe Flash is can escalate students’
curiosity, based on experts judgments and the students’ assessments, it could be concluded that the
geography multimedia learning based on Adobe Flash is 91.4%, hence it is very suitable to be
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implemented. Multimedia learning based on Adobe Flash geography has increased students' curigsity
and feasible to implement (Rejeki et al, 2020). This study is supported by the other study stateﬁ\at
results obtained material expert validation of 79.68%, a media expert validation analysis results
obtained for 81.67%, and the results of validation analysis of learning experts obtained by 76.56%. Based
on these results, Adobe Flash CSé6-based science learning multimedia categorized as feasible and
practical used as learning multimedia (Sukariasih et al, 2019).
Furthermore, the researchers are interested in conducting study with learning multimedia in the
learning process and aim to convey learning materials fo students so that learning objectives can be
ﬁ identify the description of the need for
multimedia development of human limb recognition learning using Adobe Flash for class I students at

achieved optimally. The aims of this research are 1

SDN 95 Bonto Bulaeng, 2) Designing multimedia learning to rgcognize human limbs using Adobe Flash
for class I students at SDN 95 Bonto Bulaeng, 3) Describe®he level of validity and practicality of
multimedia learning to recognize human limbs using Adobe Flash for grade I students at SDN 95 Bonto
Bulaeng.

2. METHODS

Research and development of Adobe Flash-based multimedia produces an Adobe Flash-based
Multimedia product in Humag Body Parts Recognition Learning for Class I Students at SDN 95 Bonto
Bulaeng Di Bulukumba, whicl¥&¥ag developed using the ADDIE model (analysis, design, development,
implementation, evaluation). The®XDDIE model consists of 5 components which interrelated and
structured systematically starting f the first stage until the fifth stage is not sorted randomly because
the application must be systematic®®hese five stages or steps are very simple when compared to other
models. Because of its simple nature and systematically structured, the model. This is easy for
researchers to understand and apply (Widyastuti, 2019; Sugiyono, et al. 2022). Research Model and
development is a model used to test the effectiveness of a research development. The reason researchers
used the research and development model ADDIE because this model is a common model and can be
used and applied in all research and development.

The source of data in this study, namely the primary data source is the result of the teacher's
response to the Subjects of Education, Physical, Sports and then giving a questionnaire to
content/material experts and learning design/media experts, giving questionnaires to 15 first grade
students of SDN 95 Bonto Bulaeng who study the subjects of education, physical, sports and secondary
data sources are in the form of lesson plans (RPP) in the subjects of education, physical, sports and
health. This development research has two data analysis techniques, namelyS&fualitative descriptive
data analysis techniques and quantitative descriptive data analysis.

This qualitative descriptive data analysis was used to manage data from the results of the reviews
by content/material experts and the results of reviews by design experts/learning media, with the aim of
knowing the level of Adobe Flash-based learning multimedia that was developed and also used as a
reference in the first phase product revision, as for comments from teachers of Education, Physical,
Sports and Health subjects and 15 first grade students at SDN 95 Bonto Bulaeng, during the trial period
they were also taken into consideration in revisinéée product. This quantitative descriptive data
analysis is used to process the questionnaire data obtained from the results of the validity test into a
descriptive percentage. The formula used to calculate the percentage of the subject is as follows:

(Jawaban ¥ Hebot Tlap Puthan)
Percentage = N = Bobot Tertinggi x 100%
Description : o : number
N : Total number of questionnaire items
Meanwhile, this datﬁmlysis was used to process the questionnaire data obtained from the results
of practicality trials in the form of descriptive percentages of 15 first grade students at SDN 95 Bonto
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Bulaeng who were studying Education, Physical, Sports, and Health subjects which were
contained in the form of scores. The formula used to calculate the percentage of subjects is as follows:

(persentase tiop item anghet)

rersentase = -
I jumlah responden

Furthermore, to calculate the percentage of the overall subject,
the formula is used: Percentage =F : N

Description: F = Total Percentage of all subjects

N = Many Subjects to make a decision

Based on the results of the assessment obtained, the following provisions are used:
Table 3.1. Achievement Rate Conversion with 5 Scale

Achievement Qualification Description

Level

90% - 100% Very Good No Revision
Needed

75%- 89% Good No Revision
Needed

65% - 74% Enough Revised

55% - 64% Not Enough Revised

0% - 54% Very Less Revised

Source: I Made Tegeh & I Made Kirna. (2013)

3. FINDINGS AND DISCUSSION

Results Analysis of the needs for learning conditions for Education, Physical, Sports and Health
subjects through a questionnaire to 15 students of SDN 95 Bonto Bulaeng who are studying Education,
Physical, Sports and Health subjects. Questionnaire Contains 5 questions, the data obtained (can be seen
in figure 1)

Figure 1. Student Perceptions about the Learning Process of Educational Subjects, Physical, Sports
and Health

STUDENT PERCEPTIONS

YES NO

Based on the results of the student needs identification questionnaire in figure 1 given to 15 grade I
students at SDN 95 Bonto Bulaeng to determine the learning conditions for Education, Physical, Sports
and Health subjects, the results obtained an average percentage of 47% who stated Yes and 28% who
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stated No. This indicates that the learning process for Education, Physical, Sports and Health subjects is
still not optimal and the need for learning resources that are in accordance with the needs of students.
Data results Analysis of multimedia needs based on Adobe Flash in learning the introduction of
human body parts through a questionnaire to 15 students of SDN 95 Bonto Bulaeng who are studying
Education, Physical, Sports and Health subjects. Questionnaire Contains 5 questions, the data obtained
can be seen in the table is 10% who are in the qualifications that are needed (can be seen in table 3.2)
Figure 2. Students' Perception®¥ Adobe Flash-Based Multimedia in Learning Recognition of
Human Body Parts needed

ADOBE FLASH-BASED MULTIMEDIA

Yes
100%

Based on figure 2 above regarding students' perceptionﬁ Adobe Elash-based multimedia in
learning the recognition of human body parts needed, the results obtaine average percentage of
100% which is in very good qualifications. From the results obtained indicate that students are
interested in using Adobe Flash-based multimedia in learning the introduction of human limbS&h the
learning process for Education, Physical, Sports and Health subjects, especially in the introduction of
human limbs which are classified as material in Educational, Physical Subjects. , Sport and Health, so
that media that fit the needs and can facilitate students in the learning process Introduction of human
body parts in Education, Physical, Sports and Health Subjects are needed.

After the developed product has been completed, the validity and practicality test of the product is
carried out. The trial was carried out to obtain results in the form of an assessment of aspects of
material/content, design, ease of use of the product so that it is known how the development of the
product achieves the weight of validity and practicality. The scale used in testing the validity and
practicality of the rating scale with a choice of 1-5.

Testing of content/content by content experts/multimedia content based on Adobe Flash, the initial
product of Adobe Flash-based multimedia assessment media, was submitted to content experts on
December 15, 2021 to obtain data on the level of validity from the point of view of content/content in the
product develgped. The content expert who is used as an assessor for product development is Mr. Drs.
Lutfi B, M. Keane of the lecturers of the Elementary School Teacher Education Study Program, Faculty
of Education, Makassar State University. From the validation questionnaire, the data obtained can be
(see table 4.4)

Table 4.4. Results of Validation by Experts ondobe Flash-Based Multimedia Content in Learning
the Recognition of Human Body Members.

No Komponen yang dinilai Skor
1. The suitability of the material with the RPP. 5

2. The material presented is in accordance with the basic
competencies in the lesson plan. 5

3. The material presented is in accordance with the indicators in the
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-~

!esson plans. 5
e material presented is in accordance

with the learning objectives in the lesson plan

ﬁ aterial equipment.
e suitability of the image with the material.
The suitability of the video with the material.

5
5
5
5
Appropriateness of the language used. 5
5

v X N oo

Use of standard language.
10.  The suitability of the material with the characteristics of students.5
Total 50

Based on the results of the assessment by content experts in table 4.4 above, the percentage level of
achievement. After being converted with the conversion table, the percentage result of 100% is in very
good qualification. The conclusion of the assessment/questionnaire response by the content expert is
worthy of a field trial without revision because it is in very good qualification.

Design and media testing by Adobe Flash-based multimedia design/media experts, Adobe Flash-
based multimedia development drafts as initial products were given to design/learning media experts
on December 22, 2021 to obtain data regarding the level of validity of the products developed. The
design and media expert who was used as the assessor of the product development was Dr. Citra
Rosalyn Anwar, S.S50s., M.S5®ne of the lecturers of the Education Technology Study Program, Faculty
of Education, Makassar State University. From the validation questionnaire by the design and media
experts, the following results were obtained:

Table 4.5. Results of Design Validation b)ndobe Flash-Based Multimedia Design Experts in
Learning the Recognition of Human Body Members
No Rated components Score

Writing the title on the initial display.
The font size on the media.

Word use.

Text clarity.

Color composition.

Interesting image shape.

Image size.

Match the text with the image.

Image variations.

The suitability of the background with the media.
Total

O 0 N O U i WIN -
Ol = = U1 = W O &= = Ol

—_
o

=~
[68)

Based on the results of the design testing assessment by design experts in table 4.ﬂ\e percentage
level of achievement. After being converted to a conversion table, the percentage results from design
testing by design experts are 86% in good qualification.
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Table 4.6. Results of Media Validation b)ndobe Flash-Based Multimedia Media Experts in
Learning the Recognition of Human Body Members

z
o
9%
o)
o
=
)

Rated components
Attractive multimedia display.
Clarity of the language used.
Clarity of the layout of the material order.
Button layout accuracy.
Image clarity.
Display/media quality.
Match the colors used.
The suitability of the font used.
Voice/audio clarity.
The clarity of the video shown.

Total

After beinﬁ)nverted to a conversion table, the percentage results from media testing by media

O 00 NI N U i W N =
Q1 &= = 01 &= 1 U1 U1 G1 U1

—_
o

S
N

experts are 949 very good qualifications, but there needs to be improvements according to input,
general suggestions by design and media experts regarding Adobe Flash-based multimedia so that the
resulting development product better.

In addition to expert validation, to ensure that the development of Adobe Flash-based multimedia
products is in accordance with the needs of the target users, practical trials of Adobe Flash-based
multimedia products are carried out on first grade students of SDN 95 Bonto Bulaeng who are studying
Education, Physical, Sports and Health subjects, and teacher Subjects Education, Physical, Sports and
Health. The results show that the student's response is in very good qualification with a percentage of
98.17% so that Adobe Flash-based multimedia in learning the introduction of human limbs does not
need to be revised. Furthermore, the teacher's response to Education, Physical, Sports and Health
Subjects showed a 100% percentage of the developed Adobe Flash-based multimedia. The validity of
the results of developing this Learning Multimedia media jyill be presented starting from the content
expert test subjects, learning design expert tests, leaminﬁ\edia expert tests, individual trials, trials
small group and field trials.

Based on the results of the needs analysis obtained through a questionnaire filled out by class I
students at SDN 95 Bonto Bulaeng, it was found that there were students who had difficulty learning
the material for introducing human limbs, this was indicated by the average percentage of students'
perceptions of Adobe Flash- based multimedia in learning. the introduction of human limbs obtains
100% results which are in very good qualification. By utilizing technology in interesting and fun
learning, it will certainly increase the enthusiasm of students in the learning process, this is in line with
the opinion of Sudjana & Rivai (2017) which suggests that one of the benefits of learning media is that
learning will attract more students' attention so that it can foster learning motivation. Based on one of
these benefits, the learning media was developed according to the characteristics of the first grade
elementary school students. Then the next stage is the trial stage to determine the practicality of the
developed Adobe Flash-based multimedia product.

This study is supported by the other result of study stated thaﬂ)ugh estimate of the time and cost
needed to develop these tools as well as multiple supplementary source and end result files are also
made available. Educators could utilize multiple advanced delivery methods to incorporate custom
digital 3D models of complex anatomical spaces understood from inside (Javan et al, 2020). In line with
the other result of study showed that Multimedia resources are an important tool that can be used by
teachers in the classroom as a learning aid for learners with disabilities or by parents and children at
home and potential applications and resources for people with special needs must self-adapt to user
capabilities and skills, reducing the use of external assistive technologies (Fuertes et al, 2010). On the

Farida Febriati, Nurhikmah H, Andi Akram Dolla’evelopment of Adobe Flash-Based Multimedia in Learning Recognition of Parts of
Human Body



Q—Ishluh: Jurnal Pendidikan,Vol. 14, 3 (September 2022): 2935-2944 2942 of 2944

other hand it can see how plain text web pages have been replaced by ones in which multimedia
information (images, video and audio) are an important part of them (Mosqueira et al, 2010).

This Adobe Flash-based multimedia product is then tested for practicality carried out offline by
providing a questionnaire that is in accordance with the purpose of the practicality test, namely to
determine the ease of users in using Adobe Flash-based multimedia to grade I elementary school
students who are studying Educational, Physical, Sports and Health subjects. from the results obtained
through the questionnaire, the qualifications are very good, judging from the aspect of this learning
media it makes me more enthusiastic in learning, this learning media attracts my attention to study
independently, the material presented in this learning media can add to my insight, material which is

cﬁe language used is easy
to understand, the videos in the learning media are easy to understand, the learning media are easy to

presented is easy to understand, the text in the learning media is easy to rea

use.

4. CONCLUSION

The identification of Adobe Flash-based multimedia products is needed by SDN 95 Bonto Bulaeng.
This is evidenced by the results of a questionnaire which is in very good qualification. So this is a
benchmark for researchers in developing Adobe Flash-based multimedia products. This Adobe Flash-
based multimedia design is developed by using ADDIE Model and based on the results of the needs
analysis and refers to the Lesson Plan. Compared to media that have been developed previously, this
multimedia is designed in such a way by taking into account the characteristics of students and
applying full color design principles. In addition, in this multimedia there are also music video clips that
can entertain students so they are not bored in learning. The results of the validation of this Adobe
Flash-based multimedia product are valid, the results of the design validity by a design expert on this
Adobe Flash-based multimedia product get a category in good qualification, and the results of the
validity of the media by a media expert on this Adobe Flash-based multimedia product get a category in
very good qualification.

Meanwhile, the results of material/content validity by material/content experts on this Adobe
Flash-based multimedia product received a very good qualification category. The results of the practical
test of this Adobe Flash-based multimedia product were tested by students and teachers who are
powerful subjects, namely getting practical results. The results of the trial to students consisted of 15
students on this Adobe Flash-based multimedia product which were in very good qualifications and
did not need to be revised. Furthermore, the results oa\,e responses of the subject teachers to this
Adobe Flash-based multimedia product are in very good qualifications and do not need to be revised.
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