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Abstract. This study aims to develop problem-based multimedia learning to
increase students’ learning motivation in high school. This study is development
research (R & D) that uses the Hannafin and Peck model. Data collection tech-
niques include interviews, questionnaires, and observation. Research data were
analyzed qualitatively and quantitatively. This research was conducted at SMA N
6 Palembang. The results of the study show that the developed learning multime-
dia gets a score percentage of 97.5% based on the assessment of media experts,
90% based on material experts and, 90% based on linguists. During product trials
in the one-to-one stage, learning multimedia got a score of 3.9 and a validity level
of 78.3%. Furthermore, in the small group stage, the score was 3.8 and the prac-
ticality level was 76.3%. Then in the field test process, the percentage is 8§7.9%.
So it can be concluded that the learning multimedia developed is very suitable to
be used to increase the learning motivation of students in high school.
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1 Introduction

Indonesia is a developing country that requires technology to support the progress of
the Indonesian nation in global competition, especially since Indonesia must be ready
to face the industrial revolution 4.0. In this revolution, Indonesia must prepare for new
technology-based innovations. Not only in the economic field but also in the education
field. The rapid development of communication and information technology has not only
changed lifestyles but also the learning process in schools [1]. The pace of change in
educational technology in the 21st century shows that learning emphasizes creativity,
innovation, and collaboration that highly technologically advanced societies will require
an in-depth level of knowledge of the disciplines [2]. In the era of Industrial Revolution
4.0, conventional learning should turn into technology-based learning with scientific
mastery, metacognitive skills, being able to think critically, creatively, and be able to
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communicate or collaborate effectively. One of the reasons for conventional learning
that is still carried out by teachers is the ability and skills of teachers who are still
minimal in designing learning [3].

The Indonesian government designed 21st century learning through the 2013 Cur-
riculum which requires students to learn independently by familiarizing students with
applying 4C skills and abilities (Creativity, Collaboration, Communication, Critical
thinking) in daily activities [4]. These skills must be possessed by every student in
all subjects including Civics. The purpose of Pancasila and citizenship education is to
make citizens who are intelligent, dignified and, active in the life of the nation and state
[5]. Citizenship education should be able to encourage students to develop their iden-
tity, engage in global communities and build human relationships around the world [6].
Citizenship education ultimately aims to foster the younger generation to become smart
and good citizens [7].

One of the subjects that continually changes in pace with the times, both in terms
of content and concept, is citizenship or citizenship education [8]. The lack of learn-
ing media used in the learning process increases students’ boredom towards Pancasila
and Citizenship Education subjects, in this regard teachers need to develop innovative
and technology-based learning media that can increase student motivation, especially
in Civics subjects in high school, considering that at least 30 million children and ado-
lescents in Indonesia use the internet and digital media. Technology is considered to
be usable and effective as a cognitive tool as well as a learning medium [9]. Learning
media that support the learning process and by technological advances, for example, as
multimedia learning that can be used on computers, notebooks, or mobile phones in the
form of applications.

Multimedia learning is a media application used in learning, the application can
channel messages in the form of knowledge, attitudes, and skills so that it can attract
the attention, attitude, and focus of students in understanding a learning material [10]. A
product that combines many media, including text, voice, video, animation, and graphics
and photography, is known as multimedia. The goal of multimedia is to convey informa-
tion in a variety of ways [11]. Learning media that use technology in learning can help
teachers communicate and provide interesting information for students. Due to greater
trust in instructors and students to use technology in learning, the usage of media in
the classroom can encourage favorable attitudes from both teachers and students [12].
In addition, the use of media learning in every learning process has become a demand
or even a necessity for every teacher because media learning is considered to increase
student motivation [13]. Therefore, teachers must be able to process appropriate learn-
ing media to increase student motivation in Pancasila and Citizenship education. Within
certain parameters, well-designed and innovative learning that makes use of multime-
dia will be able to raise students’ chances of learning more, understanding what they
are learning, and improving their performance to increase competency accomplishment
[14].

Many studies present evidence of the success of using instructional media to increase
students’ learning motivation, such as research conducted by [8] in the study of Develop-
ing an Android Based Mobile Application for Civic Education Learning which showed
that learning media for Android-based mobile applications was very suitable for use in
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civic education to increase students’ learning motivation. Furthermore, research con-
ducted by [15] stated that after being approved by numerous validators, learning multi-
media based on Android smartphones is practical to use as a learning resource for class
X high school students.

The learning materials created for this study were problem-based learning tools
intended to boost students’ motivation at SMA Negeri 6 Palembang on the material of
state institutions in Pancasila and Citizenship education. This innovation is expected to
be able to provide an interesting experience for students in Pancasila and Citizenship
education to increase students’ learning motivation.

2 Literature Review

Civic education has a role in introducing the values of honesty, compassion, respect,
responsibility, and socio-political life [16, 17]. Then citizenship education is a very
important main component in developing holistic education so that it is considered
effective as a means to increase political awareness and youth participation (following
politics, political knowledge, and political effectiveness) [18]. In line with the previ-
ous opinion, it was explained that knowledge, appreciation, critical thinking abilities,
communication abilities, cooperative abilities, and dispute resolution abilities are all
components of civic education [19].

In a broader sense, civic education’s goal is to create decent citizens who are active
in both their local and global communities. The purpose of Civics is to become citizens
who participate with full sense and responsibility in life, obeying the values and basic
principles of democracy [20]. Furthermore, the objectives of citizenship education are
described in detail in the decision of the minister of national education No. 22 of 2006
concerning content standards [21]. According to the decree, civic education should
provide students with the following skills:

(a) When addressing citizenship-related challenges, exercise critical thought, reason,
and creativity.

(b) Engage in community, national, and state initiatives, as well as anti-corruption
efforts, with vigor and responsibility.

(c) In order to improve their potential based on the qualities of the Indonesian peo-
ple and be able to coexist with other nations, they must develop positively and
democratically.

(d) Use information and communication technologies to interact with other nations
directly or indirectly.

To accomplish the aforementioned goals of civic education, it is necessary to
construct civics lessons that can motivate students to learn more by encouraging
them to participate actively in the learning process.
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Table 1. Media eligibility level table

Tingkat Kelayakan Katagori

80% < x < 100% Very good
60% < x < 80% Good

40% < x < 60% Good Enough
20% < x < 40% Not good

0% < x <20% Bad

3 Methodology Results and Discussion

3.1 Research Place

This research was conducted at SMA N 6 Palembang, which is one of the public high
schools in the city of Palembang, South Sumatra Province, Indonesia.

3.2 Research Design

Development research (R & D) is a study technique used to create a specific product or
enhance an already-existing product and evaluate its efficacy [22]. Research development
(R & D) is typically long-term or involves a number of stages and requires a significant
amount of time. The goal of this research is to create a reliable, useful, and effective
civics learning tool. These problem-based learning multimedia is designed and developed
through three stages of the Hannafin and Pack model, namely, (1) need analysis stage,
(2) design stage, (3) development and implementation stage.

3.3 Data Analysis

Both qualitative and quantitative analyses of research data are performed; the qualitative
analysis use a descriptive technique, and the quantitative analysis employs a question-
naire to process and gather data from product trials. This research questionnaire uses a
5-point Likert scale. The presentation of the results of the media feasibility assessment
can be seen in Table 1.

The table above shows that there are five categories for media eligibility, namely
very feasible, decent, fairly decent, not feasible and very inappropriate. The percentages
for each category are 80% < x 100%, 60% < x 80%, 40% < x 60%, 20% < x 40%, and
0% < x 20%.

3.4 Data Collection Technique

The data in this research were collected using several techniques including interviews,
questionnaires, and observation. In this study, researchers interviewed Pancasila and
Citizenship subject teachers and school principals using an interview guide that contained
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several questions regarding learning methods, learning media, student character, and
learning facilities. The questionnaire is intended for material experts, media experts,
linguists, and students. Furthermore, observations were made using the ARCS model to
assess the level of motivation of students.

4 Results and Discussion Conclusion

The development of problem-based multimedia learning using eclipse on state institution
materials in high school uses the Hannafin and Peck model which consists of three stages,
namely, (1) need analysis stage, (2) design stage, (3) development and implementation
stage. Each stage is described as follows.

4.1 Need Analysis Stage

Analyze the needs of students, teachers, and schools. The researcher interviewed several
PPKn subject teachers and students at SMA Negeri 6 Palembang, to find out the problems
and obstacles faced in the learning process. Then the results of the interviews showed that
students felt bored and lazy to read the Civics Education books that had been provided
because they were not interested in the appearance of the Civics Education textbooks
which were filled with words, writings, and concepts in Civics learning, especially on
the material of state institutions.

Research data also shows that Civics learning still uses a teacher-centered approach
so that students are still considered less independent in the learning process, which
ultimately results in a lack of active participation of students in learning activities. The
learning media used are still very limited, as said before, which is only limited to power
points. The researcher also analyzed one of the materials considered difficult by students,
namely the material for state institutions taught in the first semester of the first year.

Teachers require instructional materials that inspire children to understand civics,
according to the analyses’ findings and data gathered from the field. The learning media
created in this study are problem-based learning multimedia that teachers and students
can use through computers or laptops, taking into account the needs of teachers, students,
and schools.

4.2 Design Stage

The next stage is designing the product, the developer application used in developing this
learning multimedia is the eclipse. At this stage the researcher creates a design concept
that is used to make the product, the first step is to do that.

Developing an assessment instrument for learning multimedia: To determine
its viability, the learning multimedia assessment tool is designed as a questionnaire.
This tool attempts to gather information from students, linguists, media specialists,
and material experts. The Likert scale used in this instrument has five categories: very
feasible, decent, quite doable, not feasible, and very unworthy.

Designing the content to be included in the learning multimedia: consisting of
several menus, namely the destination menu, KI and KD, Materials, Evaluation, and
user profiles as well as for instructions for using this multimedia. The menu contained
in the problem-based learning multimedia is presented in Fig. 1.
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Fig. 1. Main Menu Learning Multimedia

4.3 Development and Implementation Stage

The next stage is the stage of development and implementation. This stage consists of
application development, validation, and implementation which is presented as follows.

Development of multimedia learning: at this stage, the materials that have been
prepared will be designed and then one by one will be combined into the eclipse soft-
ware. Researchers use the software to combine all the prepared materials into a uni-
fied application in the form of multimedia learning that discusses the material of state
institutions.

Validation of multimedia learning: After the learning, multimedia has been com-
pleted, the next step is to validate its feasibility before being tested on students. The
validation of learning multimedia is carried out by material experts, media experts, and
linguists. They are lecturers in the department of teacher education and preparation. On
the basis of the application’s created materials, materials experts evaluated the quality
of the application’s content and learning objectives for civic education and entered their
evaluations into a 5-point scale-based questionnaire. Results of the material experts’ val-
idation revealed that the content and objectives were of 97.5% quality. Furthermore, the
results of the validation carried out by media experts showed that visual communication
was 90%. And finally, the results of the validation carried out by linguists showed that
the accuracy of language use was 90%. Judging from the results of the validation that
has been carried out, it can be concluded that this learning multimedia is considered very
feasible as a learning medium and suitable for use by teachers in the learning process.

Implementation of multimedia learning: after validation, learning multimedia
applications are implemented by conducting trials involving students of class X Sci-
ence 1 which includes stages one to one, small group, and field test. Students were
selected based on various abilities: high, medium, and low to be the sample of the trial.
The results of the learning multimedia trials that have been implemented can be seen in
Tables 2, 3, and 4.

Based on the data presented in Tables 2, 3, and 4, at the one-to-one stage, learning
multimedia got a score of 3.9 and a validity level of 78.3%. Furthermore, in the small
group stage, the score was 3.8 and the practicality level was 76.3%. Then in the field
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Table 2. One-to-one assessment results
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No. Student Name Score
1 NNAR 85

2 MA 80

3 MFRW 70
Total Value 235
Average Student Assessment 3.9
Media Practicality Level 78.3%

Source: Secondary data processed

Table 3. Small group assessment results

No. Student Name Score
1 AIT 85

2 AA 82

3 KQz 81

4 MRA 75

5 AFH 75

6 MIR 60
Total Value 458
Average Student Assessment 3.8
Media Practicality Level 76.3%

Source: Secondary data processed

Table 4. Field test assessment results

No. Indikator Percentage
1 Attention 88.6%

2 Relevance 88.38%

3 Confident 89.15%

4 Satisfaction 85.5%
Total Value 87.9%

Source: Secondary data processed

test process, multimedia learning gets a percentage of 87.9% and is classified as very

feasible to increase students’ learning motivation.
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4.4 Discussion

Multimedia learning is a learning media that is developing through several series and
stages, learning multimedia consists of several combinations of graphics, photography,
sound, video, animation, and text in a product whose objective is to share knowledge or
information.

In general, the teacher is a facilitator for students in the learning process activities,
who should be able to choose and determine the learning media that will be used. The
ability of teachers to choose and determine learning media greatly affects the involvement
and motivation of students in the learning process. Learning media is a part of learning
resources, which are tangible objects that hold educational materials and encourage
students to study [23].

Media learning helps teachers convey the content of learning materials and helps
teachers communicate with students [24]. The use of learning media is one of the most
influential factors to improve the quality of education. Students who learn using learning
media can gain new experiences and have high curiosity [25, 26].

Multimedia learning is one of the learning media that is considered to be able to
assist teachers in increasing learning motivation, learning outcomes, and student attitudes
[27-29].

5 Conclusion

Multimedia learning is a learning media developed through three stages (Hannafin and
Peck), (1) need analysis stage, namely the initial stage of analyzing the needs of teachers,
students, and schools such as curriculum, learning media, and learning methods (2)
design stage which refers to the process of designing products and the process of making
research instruments, (3) development and implementation stage which includes product
design development, expert validation, and product testing on one to one, small group
and field tests.

Then based on the results of the validation from media experts, material experts,
and linguists that problem-based eclipse multimedia is a learning media that is very
suitable to be used to increase student motivation. The learning multimedia developed
in this study focuses on certain topics in Civic Education learning, namely state institu-
tions. Therefore, future research is expected to expand various topics of Civic Education
learning.

Author’s Contribution

The results of the study imply that problem-based eclipse multimedia is one of the
instructional techniques that could boost students’ motivation to learn. And in order to
create a learning process that can motivate students to learn, the teacher, who serves
as a facilitator of the learning process, must be able to create instructional material as
creatively as possible.

Acknowledgments. The researcher is grateful for the support from all parties who have helped in
the completion of this research, especially Yogyakarta State University and Sriwijaya University.



The Development of Problem-Based Eclipse Multimedia in Pancasila 175

References

10.
11.

13.

14.

15.

16.

M. A. Abugohar, K. Yunus, and R. A. Rashid. (2019). Smartphone applications as a teaching
technique for enhancing tertiary learners’ speaking skills: Perceptions and practices, Int. J.
Emerg. Technol. Learn., 14(9), 74-92. https://doi.org/10.3991/ijet.v14i09.10375

. K. Kereluik. (2019). What knowledge is of most worth: Teacher knowledge for 21st-century

learning. Journal of Digital Learning in Teacher Education., 29(4), 127-140. https://doi.org/
10.1080/21532974.2013.10784716

. Daryanto. (2015). Learning media: its role is very important in achieving learning goals.

Yogyakarta: Gava Media.

. L. Sugiyarti, Alrahmat, A. dan Mursalin. (2018). 21%-century learning in sd. Proceedings

seminars and national discussions of primary education. 439 — 444.

. Ubaedillah. (2010). Education of citizenship, democracy, human rights, and civil society.

Jakarta: Kencana Pranata Media Group.

. J. A. Banks. (2008). Diversity, group identity, and citizenship education in a global age. Educ.

Res.,37(3), 129-139. https://doi.org/10.3102/0013189X08317501

. R.Setiawati, dan D. A, Dewi. (2021). Character development relationships in learners through

civic education. Tambusai Journal of Education, 5(1), 897-903. https://jptam.org/index.php/
Jjptam/article/view/105

. M. Murdiono, Suyato, E. N. Rahmawati, E. N., dan M. A. Aziz. (2020). Developing

an android-based mobile application for civic education learning. International Journal
of Interactive Mobile Technologies, 14(16), 180-193. https://doi.org/10.3991/ijim.v14i16.
14967

. G. M. Kleiman. (2004). Myths and realities about technology in k-12 schools: five years later.

Contemporary Issues in Technology and Teacher Education, 4(2), 248-253. https://www.lea
rntechlib.org/primary/p/19944/

Munir. (2012) Multimedia concepts and applications in education. Bandung: Alfabeta.

M. D. Roblyer, and Doering. (2010). Integrating educational technology into teaching. Boston:
Pearson.

. M. D. Abdulrahaman, Faruk, N., Oloyede, A. A., Surajudeen-Bakinde, N. T., Olawoyin, L.

A., Mejabi, O. V., Imam-Fulani, Y. O., Fahm, A. O., & Azeez, A. L. (2020). Multimedia tools
in the teaching and learning processes: a systematic review. In Heliyon. 6(11). Elsevier Ltd.
https://doi.org/10.1016/j.heliyon.2020.e05312.

S. D. Putri., & D. E. Citra. (2019). Problematika teachers in using learning media in ips
subjects in madrasah ibtidaiyah darussalam city of Bengkulu. Indonesian Journal of Social
Science Education. 1(1). https://doi.org/10.29300/ijsse.v1il.1325

M. Miftah. (2018). Development and utilization of multimedia in interactive learning. Jurnal
Litbang: Media Informasi Penelitian, Pengembangan Dan IPTEK, 14(2), 147-156. https://
doi.org/10.33658/j1.v14i2.117

G. Amirullah., & Susilo. (2018). Development of interactive learning multimedia on the
concept of monera based on android smartphones. Jurnal Wacana akademia. 2(1). https://
doi.org/10.30738/wa.v2i1.2555

Alton, D. (2000). Educating for citizenship. Royal Institute of Philosophy Supplement, 45,
175-188. doi:https://doi.org/10.1017/S1358246100003386

. Guerin, PA. Van der Ploeg, PH.M Sins. (2013). Citizenship education: the feasibility of

a participative approach. Journal Educational Research, 55(4). 427-440. https://doi.org/10.
1080/00131881.2013.844945.


https://doi.org/10.3991/ijet.v14i09.10375
https://doi.org/10.1080/21532974.2013.10784716
https://doi.org/10.3102/0013189X08317501
https://jptam.org/index.php/jptam/article/view/105
https://doi.org/10.3991/ijim.v14i16.14967
https://www.learntechlib.org/primary/p/19944/
https://doi.org/10.1016/j.heliyon.2020.e05312
https://doi.org/10.29300/ijsse.v1i1.1325
https://doi.org/10.33658/jl.v14i2.117
https://doi.org/10.30738/wa.v2i1.2555
https://doi.org/10.1017/S1358246100003386
https://doi.org/10.1080/00131881.2013.844945

176 N. Sari et al.

18. Feldman, L., Pasek, J., Romer, D., & Jamieson, K. H. (2007). Identifying best practices in
civic education: lessons from the student voices program. American Journal of Education,
114(1), 75-100. doi:https://doi.org/10.1086/520692

19. Kirschenbaum. (1995). 100 Ways to enhance values and morality in schools and youth settings.
Massachusetts: Allyn & Bacon.

20. Wahab, Abdul Aziz & Sapriya. (2011). Theory and foundation of civic education. Bandung:
Alfabeta.

21. BSNP. Permendiknas RI No. 22 Tahun 2006 tentang Standar Isi untukSatuan Pendidikan
Dasar dan Menengah. Jakarta.

22. Sugiyono. (2012). Quantitative, qualitative, and R&D research methods. Bandung: Alfabeta.

23. Kompri. (2015). Motivation to learn the perspective of teachers and students. Jakarta: Remaja
Rosdakarya.

24. Arsyad, A. (2016). Learning media. Jakarta: PT. Raja Grafindo persada.

25. Bruce, B., & Levin, J. (2001). Roles for new technologies in language arts: inquiry,
communication, construction, and expression. In J. Jenson, J. Flood, D

26. Amriani. (2014). Influence of the use of learning media on students’ learning interests in
the subjects of PAI students primary school lasepang district bantaeng, district bantaeng.
Repositori UIN Alauddin Makassar. https://doi.org/10.24014/an-nida.v3711.309.

27. A. Iskandar, M. Rizal, N. Kurniasih, D. U. Suntiksno and A. Purnomo. (2019). The effects
of multimedia learning on students’ achievement in terms of cognitive test results. Journal of
Physics. 11(14), 1-8, DOIL:https://doi.org/10.1088/1742-6596/1114/1/012019

28. C. Hursen and C. Bas. (2019). Use of gamification applications in science education, Inter-
national Journal of Emerging Technologies in Learning (iJET), 14(1). 4-23. https://doi.org/
10.3991/ijet.v14i01.8894

29. H. O. Beydogan and Z. HAYRAN,. (2015). The effect of multimedia-based learning on the
concept learning levels and attitudes of students, Eurasian J. Educ. Res., no. 60, pp. 261-280,
2015. DOI: https://doi.org/10.14689/ejer.2015.60.14

Open Access This chapter is licensed under the terms of the Creative Commons Attribution-
NonCommercial 4.0 International License (http://creativecommons.org/licenses/by-nc/4.0/),
which permits any noncommercial use, sharing, adaptation, distribution and reproduction in any
medium or format, as long as you give appropriate credit to the original author(s) and the source,
provide a link to the Creative Commons license and indicate if changes were made.

The images or other third party material in this chapter are included in the chapter’s Creative
Commons license, unless indicated otherwise in a credit line to the material. If material is not
included in the chapter’s Creative Commons license and your intended use is not permitted by
statutory regulation or exceeds the permitted use, you will need to obtain permission directly from
the copyright holder.


https://doi.org/10.1086/520692
https://doi.org/10.24014/an-nida.v37i1.309
https://doi.org/10.1088/1742-6596/1114/1/012019
https://doi.org/10.3991/ijet.v14i01.8894
https://doi.org/10.14689/ejer.2015.60.14
http://creativecommons.org/licenses/by-nc/4.0/

	The Development of Problem-Based Eclipse Multimedia in Pancasila and Citizenship Learning to Improve Learning Motivation of High School Students
	1 Introduction
	2 Literature Review
	3 Methodology Results and Discussion
	3.1 Research Place
	3.2 Research Design
	3.3 Data Analysis
	3.4 Data Collection Technique

	4 Results and Discussion Conclusion
	4.1 Need Analysis Stage
	4.2 Design Stage
	4.3 Development and Implementation Stage
	4.4 Discussion

	5 Conclusion
	References




