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Abstract: This study aims to develop interactive learning media. The research method used is the ADDIE 

development research method. There are five stages of developing this interactive media, namely analysis, 
design, development, implementation, and evaluation. The assessment instrument consists of three experts 
and users. The data analysis technique used is the descriptive quantitative. The data which has been analyzed 

is then described qualitatively to find out the research category in each aspect, the design aspect with an 
average score of 0.819 with the high category, the pedagogic aspect 0.817 with the high category, the content 

aspect 0.817 with the high category and technique aspect 0.07 moderate category. The developed simulation 
can be used, interactive, and can explain the concept well. 
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INTRODUCTION 

Nowadays, technology is growing rapidly which causes the quality of human resources is a must 

in order to develop and improve the human itself. In realizing progress in the field of technology 

accompanied by human resources who are experts in influencing the development of progress in a 

country, rapid technological developments need to be accompanied by experts. One of  the two is 

education (Rosmayanti & Zanthy, 2019). 

Individuals play an important role in life as they seeing education  is also the key in meeting the 

needs of life. Progresses can be achieved by countries if they are qualified in education. In Indonesia, 

especially education is carried out in various ways. One of the efforts taken to improve the quality of 

education is through improving the quality of learning in schools which can be done by improving the 

quality of teachers and improving learning facilities and infrastructure (Maryana et al., 2022). 

The role of the teacher is very important in terms of improving the quality of education. The 

teacher will construct students in learning in class so that the material can be understood properly. One 

of the facilities and infrastructure that can support learning is the need for appropriate learning media to 

be used in the learning process (Maryana et al., 2022; Tjiptiany et al., 2016). Learning media as a tool 

for teachers in teaching and learning. Learning media functions in clarifying the delivery or information 

of learning material so that it can be conveyed properly. Learning media can increase the motivation 

and focus of students in learning. Good learning media itself is a learning media that makes it easier for 
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students so that information that is difficult for students to receive can be understood (Chotimah & 

Manoy, 2021; Lukitawati, 2014; Yusuf et al., 2015).   

Interactive learning media is learning media that integrates texts, images, videos, and animations 

that are operated using computer. The benefit of interactive learning media is that it can visualize abstract 

concepts. The use of interactive media makes learning more interesting, varied, interesting and has 

various learning activities (Astuti et al., 2021). The use of interactive media is also able to improve 

student learning outcomes so it is concluded that interactive learning media is effective for applying in 

learning (Novianto et al., 2018; Satriawan et al., 2020). 

Software that can be used to produce an interactive learning media is Microsoft Power Point 

which has ease and simplicity in making it. In the learning process teachers has used Microsoft Power 

Point a lot in delivering learning material (Sma, 2018; Zabidi, 2019). 

To be able to produce interesting and interactive learning media using Microsoft Power Point, 

Visual Basic for Application features can be added during the manufacturing process. Visual Basic for 

Application (VBA) is a programming language that exists in Microsoft Office programs such as 

Microsoft Word, Microsoft Excel, Access, Outlook, and Microsoft Powerpoint. VBA is a programming 

language that is easier to learn than other programming languages such as Java Script, Java SQL, PHP, 

C++, Python (Rosmayanti & Zanthy, 2019). Menus contained in PowerPoint such as triggers, 

hyperlinks, macros, VBA, and Add on Microsoft Power Point facilities such as iSpring can make 

learning media from Microsoft Powerpoint become powerful and can be used to make learning media 

of all kinds of subjects (Purwanto, 2015)Bernard & Senjayawati (2019) learning media using VBA can 

help teachers produce teaching aids that are more practical and efficient, and can provide interactive 

images. 

One of the causes of the emergence of learning using interactive multimedia is the lack of 

communicativeness in the delivery of learning material and student saturation (Daryanto, 2018). 

Multimedia is a combination of graphics, texts, sounds, videos, and animations (Arsyad, 2011). A 

multimedia can be referred to as interactive multimedia if students can interact with the multimedia. 

According to the use of controllers  owned by interactive multimedia must be entirely on the users. The 

users meant  here are students that are also invited to interact during the learning process. Interactive 

multimedia benefits can be felt optimally if it has good quality. PowerPoint is the most popular 

presentation application program today. It is a multimedia-based program provided by Microsoft Office 

that offers a lot of conveniences in processing and creating interactive presentations that are widely used 

in learning, seminars, workshops, meetings, or product presentations. In utilizing the Microsoft 

PowerPoint program as a learning moderate, teachers need several indicators: (1) electronic devices in 

the multimedia category in the form of computers or laptops that can involve audio, visual, and kinetic; 

and (2) to make projections during presentations, a Liquid Crystal Display (LCD) Projector is needed. 

The combination of PowerPoint and VBA is able to create videos and interaction questions. VBA 

is a programming language or macro specifically intended for Microsoft Office which is slightly 

different from the usual Visual Basic.To find out the feasibility of learning media, it can be reviewed, 

namely appropriation, accuracy, currency, clarity, and screen presentation and design (Anomeisa & 

Ernaningsih, 2020). 

Rohmah stated that Microsoft PowerPoint is an application program used to show presentations. 

However, many people don't know about Visual Basic for Application (VBA) which is in Microsoft 

PowerPoint. Marcovitz et al. mentions that the use of visual basic for application (VBA) can make 

PowerPoint appearance more attractive (Zubaidah, 2020). 

The introduction section includes some fragmented paragraphs which have limited relations to 

previous and latter sentences. Please improve fluency of the introduction and directly depict your aim(s) 

and research questions. Also, you can move some sentences to the ‘method’ section to create a new sub-

heading on requirements of the software or programme. The authors should have a look at two sample 

papers I have found interesting for capturing how to effectively present their paper.   

METHOD 

This research was conducted in 2022 using Research and Development (R&D) (Sisca et al., 2022) 

as the method. The research data were obtained from the results of the analysis of the needs of the 



Jurnal Inovasi Pendidikan IPA, 9 (2), 2023 - 205 
Erlina Wati, Nurul Afiqah, Anggi Kusuma Sari, Restesa Rahmayumita , Muhammad Nasir 

Copyright © 2020, Jurnal Inovasi Pendidikan IPA 
ISSN 2406-9205 (print), ISSN 2477-4820 (online) 

 

respondents, expert validation sheets and small-scale test sheets. Media learning products/devices are 

declared valid if the assessment scores of the validation results and small-scale tests are in the Moderate 

and High categories using the ADDIE model development procedure. 

 

Quantitative data we data were obtained from the score validation sheets and small-scale test 

sheets and qualitative were obtained from comments, suggestions for improvement written on the 

assessment validation sheet. Learning media validation indicators used in Interactive, as can be seen in 

Table 1. 

 
Table 1. Learning media validation indicators 

No Aspects Questions 

1 Design 1-9 

2 Pedagogic 10-19 

3 Content 20-28 

4 Technical 29-36 

Source: Adaptation (Nasir, 2017) 

The data from filling out the product validation sheet by the validator is analyzed to determine the level 

of product validity using the Aiken's V validity index (Nabila et al., 2021; Masithah et al., 2022; 

Oktariyanti et al., 2021) is used as an analysis to determine the level of product validity from the 

acquisition of the results of filling out the validation sheet. Interactive learning media validation was 

carried out by three experienced experts in the field of learning material, language and learning media 

experts. After going through the validation process, Interactive media was revised based on the 

validator's suggestion, then a small-scale test was also carried out by 5 science subject teachers and 30 

students who were randomly selected as samples to test the interactive media. each item is calculated 

using the formula each item is calculated using the formula: 

                                                  V=  Σs/(n(c-1))                                                        (1) 

Interactive learning media in this study is declared valid if all the indicators in the validity 

instrument are as shown in the table below: 

 
Tabel 2. Indicators of learning media validation scoring 

No. Value Range Category 

1. V≤ 0,4 Low Validity 

2. 0,4 > V > 0,8 Moderate Validity 

3. V ≥ 0,8 High Validity 

Source : Adaptation (Nabila et al., 2021) 

 

Results 

The following are the results of research on the development of learning tools at each stage. 

 

Analysis Stage (Analysis) 

The analysis carried out consisted of material analysis and needs analysis. Material analysis was 

carried out by means of a literature study to identify material that is in line with the development of 

interactive learning media. And the analysis of learning media needs was obtained from the distribution 

of data to 30 class VII students with the results of the questionnaire percentage of respondents, namely 

strongly agreeing 20%, agreeing 50%, disagreeing 30% and strongly disagreeing 0% on the existence 

of interactive learning media, but overall there are 70% who say the development of interactive media 

is needed as a solution and support for learning. 

 

Design Stage (Design) 

Making interactive media is made using the Power point application and proceed to the next 

design stage which can be seen in the following flowchart: 
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Figure 1. Interactive learning media design flowchart 

This design stage begins with designing coding in the scheme of making learning media, such as 

preparing opening activities, content of learning materials, learning videos that will be used and 

providing learning experiments, evaluation questions that will be needed and closing activities. Some 

of the formulas used in making interactive learning media based on Visual Basic For Applications are 

as follows. 

 

Figure 2. Login coding menu  
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Figure 3. Interactive question exercises coding 

 

Figure 4. Interactive question exercises coding (continued) 

 

The media design has been made in accordance with the media design flowchart, this is in line 

with the research conducted  that the stages of making a media design consist of an introduction, content, 

and closing sections. Some of the results of Visual Basic For Application-based interactive media 

designs can be seen in the pictures below:  

 

    

Figure 5. Main menu display and interactive learning media login menu 
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The home page consists of two slides. The first slide contains an overview of the contents of the 

media and the second slide consists of background parts such as competency buttons, materials, 

simulations, visualizations, exercises, evaluations, profiles, and instructions for using the media. The 

opening page consists of the media title, the username button which functions to enter a name, the 

password to enter the password that has been designed in the coding section, log in which functions to 

enter the next slide which contains material and the reset button is to delete the username and password 

which was entered when we wanted to start the slide show. In its design, it also utilizes the hyperlink 

facility which is used to connect between slides which functions to create an interface between slides 

where the background (background) is made colorful to attract students' attention at first sight. 

    

    

    

Figure 6. Display the contents of interactive learning media 

 

The competency display has the same appearance and button functions as the home page. 

However, on the competency page, there is a home button that functions to return to the home page. The 

home page contains Competency Standards, Basic Competencies and Indicators according to the 

teacher's syllabus. 

The appearance of the material page is the same as the appearance on the competency page. 

This page contains two topics of discussion according to indicators which are made in the form of link 
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buttons. If one is clicked, it will go to the desired material page. The material page consists of 40 slides 

which contain material according to the indicators. 

The exercise page displays the usual background. It doesn't require a lot of colors and pictures, 

so that students are more focused on working on the practice questions. The display is also more or less 

the same as the display in the previous slides. Exercise 1 button to bring up the questions in practice 1 

while for buttons 2 and 3 to bring up practice questions 1 and 2. 

    

Figure 7. Display Cover Interactive learning media 

 

The last display is the closing section which contains instructions for use in interactive learning 

media, the instructions for use are designed to make it easy for students to recognize the symbols in the 

media. Apart from the instructions for using the media, there is also a profile that contains the biodata 

of the learning media maker. 

 

Development Stage (Development) 

This stage is carried out in the form of media expert validation and small-scale tests. The purpose 

of validation is so that the interactive learning media developed is suitable for use and applied as learning 

media in schools on additive, addictive and psychotropic substances. Media validation was carried out 

twice. The aspects assessed in media validation are design feasibility, pedagogical feasibility, content 

feasibility and technical feasibility. The results of the validation after revision of the media according to 

the suggestions given by experts are presented in Figure 8. 

 
Figure 8. Interactive learning media validation data 

Interactive learning media that have been developed and validated by three expert validators 

show that the media is a good and valid learning media. After the interactive learning media was declared 

valid, the researcher conducted a small-scale test of the interactive learning media to 5 junior high school 
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teachers and 30 students by providing interactive learning media application files to each tester and 

small-scale test sheets with the results of each assessment, such as which can be seen in Figure 9.  

 

Figure 9.  Interactive learning media small-scale test data 

 

Assessment Stage (Evaluation) 

In the evaluation stage where the researcher analyzed the results of the survey and test. In the 

analysis stage of the survey conducted in the previous stage, it was found that the PowerPoint interactive 

learning environment tested in small and large classes can be said to be very practical. The next step for 

the researcher was to analyze the test scores of the students in the large-scale test. The purpose of 

analyzing student learning test results is to find out whether the media has a potential effect on learning. 

Discussion 

The first aspect is the design aspect which gets an average score of 0.81 in the high category. 

From the questionnaire sheet given to the validator it is known that in this aspect a high score is obtained, 

this aspect consists of material coverage, material accuracy, and material renewal. Swandi et al. (2021) 

stated that the design aspect is an important factor in the development of a product. From these aspects, 

it can be seen that the material displayed includes the truth of the contents in the form of facts, concepts, 

principles, theories, and scientific processes following the basic competencies and indicators to be 

achieved. Then updating the material is also an important aspect according to the content presented to 

make it easier for students to achieve learning indicators. 

The second aspect is the pedagogic aspect by obtaining an average score of 0.817 in the high 

category. The pedagogic aspect consists of indicators of presentation completeness, presentation 

support, presentation appearance, presentation quality and presentation effectiveness. Based on the 

average recapitulation, it was found that the pedagogic learning media is appropriate for use as a learning 

moderate  supported by good content display so that it can attract students' attention, is easy to use, and 

can convey messages well (Gowasa et al., 2019). In addition, the quality and appearance of this media 

that has been developed is in accordance with the requirements of good media, namely effective, 

efficient and communicative (Damitri & Adistana, 2020) 

The third aspect is the content aspect, from the questionnaire that was given to the respondents 

it was found that 0.815 was in the high category, the content aspect consisted of conformity with 

language rules, communicative, interactive. This aspect is very important because the contents of the 

learning media will be seen by students, in terms of language it is a very influential factor because the 

use of EYD language will make it easier for students to understand the meaning of the interactive media. 

The communicative media developed must also be communicative so that students understand what the 

media conveys. The value from the content aspect shows that the media being developed is feasible to 
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be implemented to students. In accordance with Damayanti & Prihatina, 2022 which states that the 

content aspect states that the media developed must have a decent or high category with a very good 

predicate. 

The last aspect is the technical aspect by obtaining an average score of 0.76 in the Moderate 

category. technical aspects are considered good if they are in the moderate  and high categories The 

results of the overall recapitulation of the 4 validated aspects obtained a score of 0.80 with a high 

category, so that interactive learning media is feasible to use and implement in line with research (Ayu 

et al., 2022; Astika, R et al., 2020) states that appropriate learning media can be carried out and tested 

try it at school to help understand concepts and processes in learning. 

Acquisition of a small-scale test with an average result of 0.80 Teacher in the high category and 

0.917 students in the high category and an overall average result of 0.85 in the high category and based 

on the results of the data obtained from the small-scale test of interactive learning media is valid and is 

suitable for use as a learning moderate  in schools in line with research conducted by Agariadne et al. 

(2019) that the use of interactive learning media based on Visual Basic for Applications can have a 

positive, good and effective influence in being able to help overcome difficulties in the guidance process 

and improve learning outcomes and digital literacy skills in students. 

CONCLUSION 

 

Based on the results of processing and analysis of the data that has been described, it is concluded that 

the VBA-based interactive media developed by researchers are in the high category, especially in the 

pedagogical aspect with a percentage of 0.817. Thus, the development of this media can be applied so 

that the learning process becomes more interesting and interactive. The use of VBA-based interactive 

media is intended so that teachers or other researchers can develop similar simulations more easily and 

interestingly. The use of this media can make learning more effective, interesting, and interactive. By 

applying this media, teachers can create an active learning process so that students are more enthusiastic 

about learning. Future researchers are expected to be able to develop a more complex form of simulation 

so that the content displayed is even more interesting. 
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