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Abstract-The purpose of this study was to influence 

differences in learning outcomes between students who 

use macromedia flash based interactive learning media 

with students using conventional learning media (model/ 

display). This research method uses Research and 

Development. As the control class is class XI IPS 2 using 

conventional learning media (model / display), while the 

experimental class is class XI IPS 1 using macromedia 

flash-based interactive learning media, this form of 

learning media uses Adobe Flash CS6. There is a 

significant difference in the learning outcomes of the 

experimental class students with control class students in 

geography subjects at SMAN 2 Mesuji. The results of the 

trial exercise using macromedia flash learning media 

have the results of the experimental Post-test value is 

higher than the control class which is 83.5 the average 

result of the Pre-test experimental class is 73.4 and the 

average value of the control class Pre-test is 51.7. While 

the average results of the experimental Post-test value 

are higher than the control class, namely 83.5 for the 

experimental class and 68.8 for the control class. 

 

Keywords- Interactive Learning Media, Macromedia 

Flash, Learning Outcomes. 

I. INTRODUCTION 

The growing world of education, the teacher in 

carrying out the teaching and learning process is 

required to use various learning strategies that enable 

student interaction with the teacher, students with 

students and students with their environment. Students 

are required to construct knowledge with their own 

abilities through activities carried out in learning 

activities and the material learned must be 

communicated. The activity process is a set of social 

or shared activities, educational events and directs, 

and is an effort to consciously or unconsciously 

implement the principles of education. Encouragement 

or motivation to carry out educational practices arises 

because there is an obligation to help others [6]. 

One of the problems experienced by teachers in 

learning is the lack of interest of students to read 

textbooks. The low reading interest can be caused by 

the lack of interesting teaching materials that students 

use, teaching materials for geography subjects, 

especially environmental metrics tend to still have 

deficiencies which include teaching material presented 

in student books rarely associated with actual objects 

or events in the real world is familiar with students, 

student books only teach theories, the images are less 

interesting because they are still black and white, the 

absence of multimedia-based geography teaching 

materials, even if they have not been utilized 

optimally and monotonous media make students bored 

so they need the existence of alternative media that 

can increase students' reading interest in learning [1, 

14]. 

Multimedia learning is a tool or intermediary that 

can be used to channel various messages (knowledge, 

skills, and attitudes) and can stimulate thoughts, 

feelings, attention, and learning abilities so that the 

learning process intentionally occurs, aims and is 

controlled. Multimedia learning is very useful to 

facilitate students in learning so that the learning 

process is more interactive, effective, and interesting 

to please so that the quality of student learning 

increases. The development of learning media is very 

appropriate because with a learning system that 

involves various media (multimedia) such as text, 

images, audio, video, animation, digital e-books in 

learning, teachers can present subject matter that is 

more interesting, not monotonous and facilitate 

delivery to learners[2, 3, 4, 15]. 

According to De Pietro, There are numerous 

factors to consider when deciding to use learning:  (1) 

Devices and technologies that are available for use in 

instruction, (2) Students' aptitude for using devices, 

(3) Students' inclination to engage with content 

presented on new media devices, (4) The format of the 

course material [5]. Does the course material exist in a 

digital format that can be presented on a device, or 

does the material need to be converted to a digital 

format? There could be significant cost and time 

associated with converting materials into interactive or 

multimedia pieces. Interactivity and the need for 

learners to make inferences is often not as effective as 

direct instruction in promoting meaningful learning 

[9]. Although the term interactive means different 

things to different people in different contexts [10], in 

the context of this review we define interactivity as a 

characteristic of learning environments that enable 

multidirectional communication [8]. Underlying 

interactivity is the idea of a two-way action (between 

and instructor) as opposed to a one-way action (i.e., 

from instructor to learner). However, we further 
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qualify our definition of interactivity by clarifying that 

the goal of the participants' actions needs to be to 

foster learning, that is, to help the learner change his 

or her knowledge consistent with the instructional goal 

[20]. In this regard, navigation alone, for example, 

would not be enough to make a learning environment 

interactive, unless navigating the environment can 

lead directly to the construction of knowledge or 

meaningful learning [11, 12, 13]. 

For example, an alternative to presenting a 

multimedia explanation to teach photosynthesis may 

consist of asking students to engage in mixed-

initiative problem solving with a pedagogical agent 

[7]. One of the animation media that can be used as 

learning media is macromedia flash-based animation 

media in the form of Software in the form of Adobe 

Flash CS6 in order to find solutions to improve 

student learning outcomes, because it has several 

advantages that can display / explain one material or 

sub-material by combining text , images, audio, 

animation or video. So, students will be more 

interested and avoid boredom. Adobe flash provides 

computer software that is used to create animation, 

vector and bitmap image videos and interactive 

multimedia [3]. Adobe Flash CS6 has many functions, 

such as to create object animated films, create 

presentations, ad animation, and games. According to 

Westriningsih, the latest features in Adobe Flash CS6, 

namely: provide support for HTML 5.0; export of 

symbols and animation sequences that quickly 

produce sprite sheets to enhance the gamming, 

workflow, and performance experience; provide 

support for Android and iOS with the latest Adobe 

Flash Player; its performance provides loading of 

large photos to be faster. this was realized thanks to 

the Adobe Mercury graphics engine that was able to 

minimize rendering time [21]. 

II. RESEARCH METHODS 

This study uses Research and Development. 

Research and Development methods are used to 

produce certain products and test the effectiveness of 

these products. The development model used by 

researchers is the Hannafin and Peck development 

model that is oriented towards products in the form of 

learning media such as learning videos or learning 

multimedia [16]. 

According to Tegeh, the Hannafin and Peck 

development model consists of 3 phases in 

development research namely Phase Analysis 

(analyze), Design Phase (design) and Development 

(implementation) with the aim of making learning 

media for material living environment. The subject of 

this research was the eleventh-grade high school 

students [18]. Social studies at Mesuji 2 State Senior 

High School, with a total of 41 people and the 

research location is in the village of Makarti Mulya, 

Mesuji Subdistrict, OKI District, SUMSEL Province. 

The development procedure in this study is a 

procedure that is in accordance with the Hannafin and 

Peck development [18], then continued with formative 

evaluation Tessmer [19] with the aim of comparing 

learning media in improving student learning 

outcomes in subject’s geography. 

Data collection techniques used in this study are 

test questions. The test questions have been tested for 

validity and reliability before the test questions are 

tested to students. Data analysis techniques used in 

this study with descriptive quantitative data analysis 

techniques using questionnaire sheets and test data 

analysis conducted by comparing the average increase 

in results obtained by students at the pre-test and post-

test in the control class and in the class experiment by 

using an average score (mean). 

III. RESULTS AND DISCUSSION 

The results of the study were obtained from the 

research instruments used, namely test questions. The 

research instrument was given twice, at the time of the 

pre-test and post-test. The complete data of the 

research results are as follows [17]: 

A.  Pre-Test and Post-Test Control Class Scores 

Data summary of the pre-test and post-test 

values for the control class can be seen in table 1. 

 
TABLE I. FREQUENCY DISTRIBUTION OF THE PRE-

TEST AND POST-TEST VALUES OF THE CONTROL 

CLASS 

Pre-Test Post-Test 

Interval Score F Interval Score F 

40-43 10 60-65 9 

44-47 6 66-71 5 

48-51 4 72-76 9 

52-55 6 77-80 14 

56-60 15 81-85 4 

Total 41 Total 41 

 

From table 1 data, the frequency of the most 

pre-test scores of the control class is at intervals of 

56-60 totaling 15 people and the frequency of the 

post-test scores of the most control classes is at 77-

80 intervals totaling 14 people. 

 

B. Pre-Test Value and Post-Test Experiment Class 

Data summary of the pre-test and post-test 

values for the experimental class can be seen in 

table 2. 

 
TABLE II. FREQUENCY DISTRIBUTION OF THE PRE-

TEST AND POST-TEST VALUES OF THE EXPERIMENTAL 

CLASS 

Pre-Test Post-Test 

Interval Score F Interval Score F 

55-60 5 70-75 9 

61-64 6 76-80 7 

65-70 11 81-85 14 

71-74 9 86-90 5 

75-80 10 91-95 6 

Total 41 Total 41 
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From table 2 data the frequency of the most pre-

test values of the experimental class is at intervals of 

65-70, totaling 11 people and the pre-test scores of the 

most control classes are at intervals of 81-85, totaling 

14 people. 

Based on the descriptive data above, the average 

result of the Pre-test experimental class is higher than 

the average value of the Pre-test control class, namely 

the average value of the Pre-test experimental class of 

73.4 and the average value of the Pre-test of the 

control class. amounting to 51.7. While the average 

results of the experimental Post-test value are higher 

than the control class, namely 83.5 for the 

experimental class and 68.8 for the control class. 

 

 

 

 

 

 

 

  

 

 

 

Figure 1. Average Pre-Test and Post-Test Trunk Diagrams 

 

IV. DISCUSSION 

Based on descriptive statistical analysis that is 

comparing the average value between the control class 

and the experimental class. The average value of the 

Pre-test experimental class is 73.4 and the average 

control class Pre-test value is 51.7. While the average 

results of the experimental Post-test value are higher 

than the control class, namely 83.5 for the 

experimental class and 68.8 for the control class. The 

average Post-test value is a significant difference after 

being given Adobe Flash Cs6-based learning media. 

Therefore, it can be concluded that the geography 

learning media influences the learning outcomes 

obtained by students. 

V. CONCLUSION 

Based on the results of research and discussion, it 

can be concluded that there are differences in student 

learning outcomes using Adobe Flash Cs6-based 

learning media and students who use conventional 

learning media (model), so that the use of learning 

media can influence student learning outcomes. 
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