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Abstract. This article aims to see the effectiveness of using the development of
digital teaching materials assisted by the Animaker application. In the face of
this pandemic era. The use of technology plays an important role in learning.
During the pandemic, conditions changed in carrying out learning activities, one
of which was online learning. Utilization of technology in the form of learning
videos using animaker software can facilitate the delivery of material, has its own
charm because it uses animation and can make it easier for students to understand
the material. Animaker is an application that can create motion with sound that
gives the impression of learning material that is more interesting. This research
uses a development method, it is intended to produce products in the form of
digital teaching materials with the ADDIE development model. Media use has a
good use value because the media is flexible and suitable to be used as a tool in
learning.
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1 Introduction

The Minister of Education and Culture (Mendikbud) Nadiem Makarim, has several
changes in the education system in Indonesia, especially in the era of the Covid-19
pandemic. One of these changes is the implementation of learning which is carried out
online. This changewas implementedwith the aim ofminimizing the spread of Covid-19
in Indonesia. To get around the inconduciveness in situations like this, online mrtode
can be used as an alternative in the implementation of learning. Kemendikbud (2019)
The Ministry of Education and Culture revealed that online methods can overcome
problems that occur during the pandemic. This change has certainly become a step
by the government to continue to improve the quality of education even with limited
circumstances.

Education is one of the sectors that get challenges in the advancement of information
technology that needs to be welcomed better, the world of education is a central point
in the development of quality human resources, for this reason, the education sector
is required to run and develop in accordance with existing conditions. The adjustment
is intended so that every educator must be adaptive to the increasingly rapid flow of
technology, so that human resources who are prepared from an early age can face chal-
lenges that have never been experienced before. Preparation in facing these challenges,
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of course, teachers need to improve personal competencies that will be collaborated with
the ability to manage information technology-based teaching materials. In addition, to
adjust to changes in the way of working in the technological era, it is necessary to opti-
mize the teaching materials used during the educational process. So that teachers who
have special competencies such as creativity, critical thinking, and meta cognitives will
easily operate technology-based learning in the 21st Century [1].

Teaching materials are one of the important tools when the teacher gives material
because teaching materials are intended as something that can be used to get message
feedback from the sender to the recipient of themessage. So that the existence of teaching
materials can stimulate the thoughts, feelings, interests and attention of students so that
the teaching and learning process occurs. The use of teaching materials is as material
that serves to assist educators in carrying out the learning process in the classroom.
The material in question can be both written and unwritten material. In another context,
teaching materials will intersect with learning media that should have a function as a
tool for teaching and learning activities that also affect, motivation, conditions, and the
learning environment [2]. Even in certain cases, learning media can provide protection
when students have to learn harmful material such as fire or rivers.

Learning during a pandemic and the development of the times like this cannot be
separated from the role of Information Technology which is able to facilitate the learning
process [3]. The adjustment is intended so that every educator must be adaptive to the
increasingly rapid flow of technology, so that human resources who are prepared from
an early age can face challenges that have never been experienced before.

Media is a physical means that has content in the form of messages or information or
a means to convey messages [4], one type of learning media is interactive video media.
According to Arsyad, interactive video is a system of delivering teaching material in
which the material is packaged in the form of a video and presented with computer
control to students who not only hear sound or see videos, but also there is an active
response, and that response determines the sequencing of presentation [5].

The use of technology in the form of learning video media can make it easier for
students to understand the material being taught even though they are not learning in the
classroom. Current technology-based teachingmaterials are quite diverse by bringing up
visuals, images, videos, and animations that are intended to convey learning messages to
students. Explained that students prefer the delivery ofmaterial by presenting images and
videos rather than oral delivery [6]. Video-assisted teachingmaterials have the advantage
of conveying information that can display visualizations of existing realities.

The mediathat can be used to make learning videos is the Animaker application.
Animaker is one of the innovations that can be used as an alternative to learning media.
The application is easier to make and apply by educators, which is easily available on the
internet page. Animaker is one of the applications that can create complete movements
with voices and transitions so as to give the impression of learning materials that attract
more attention Using the Animaker application during teaching and learning activities to
studentswillmake itmore interactive and interesting. - The use of application technology
that visualizes animation in the field of education is one of the efforts to present a virtual
environment in the recognition of objects that are not yet possibleto be dirkan a in the
classroom of music with material other.
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2 Methods

This research uses a development method, it is intended to produce products in the form
of digital teaching materials with the ADDIE development model. Based on opinions
Dick & Carey consists of five stages, namely: Analysis, Design, Develop, Implementa-
tion, andEvaluation [7]. Analyze. This stage is the process of studying teachingmaterials
that have been used and then to be developed into new products. In addition, this analysis
activity is related to identifying teaching materials that are in accordance with the targets
of students, learning objectives and the content of the material in the teaching materials.
Design At the design stage, researchers have made an initial product or product design
that is adjusted to the analysis at the previous stage. Develop, at this stage, material con-
tent is compiled, animation recordings based on predetermined designs and validated by
experts and developed testing is carried out. Expert validation is used as a suggestion
for improvement of the product design that has been prepared. Implementation At this
stage, the activity carried out is validation testing. At the validation testing stage, prod-
ucts that have been revised at the development stage (develop) are then implemented
on the real target in the large scale. The results of the implementation in the scope of
development will be used as a basis for the implementation of the Evaluation evaluation
stage when the implementation stage is carried out to measure the achievement of goals.
This measurement is carried out to find out the use value of the effectiveness of the
product developed after the product has been implemented.

3 Results and Discussion

3.1 MScale Video Availability

In line with learning in the era of the Covid-19 pandemic, the government applies an
online learning method or a method that takes place online. This policy is carried out to
minimize the spread of Covid in Indonesia. Therefore, the use of interactive video media
scales in learning can be an alternative to be used as a tool in learning. This interactive
video media is designed in accordance with the characteristics of elementary school
students, the preparation of material in accordance with the theme of learning, KI, KD,
indicators and characteristics of students.

The material chosen in this study was learning SBdP Class V Theme 2, Subtheme 2,
Learning 2 with scale material. The scale material in this study has the following basic
competencies and indicators: Basic Competencies 3.2 Understanding Scales 4.2 Singing
songs in various scales with their musical accompaniment Indicators 3.2.1 Interpreting
scales with own language 3.2.2 Explaining major scales and minor scales 3.2.3 Distin-
guishing major scales and minor scales 4.2.1 Singing two songs with different scales As
for the selection of scale material in the base on the basis of the results of the researcher’s
observation during the learning process. In the scale material, students have difficulty
understanding thematerial because of the use of sentences that are difficult to understand
[8]. Therefore, this medium is used by adjusting the material to the characteristics of
students [9].

This media has been developed as optimized as possible so that it can accommodate
the learning styles of students. Interactive videomedia of scalematerial canmake it easier
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for students to understand thematerial and is able to increase student learningmotivation.
Learning media can clarify the presentation of messages and information so that it can
facilitate and improve the learning outcome process. Interactive videomedia for learning
SBdP scale material in accordance with the material taught, practical for use by teachers
and students, and media suitable for use in learning This media also uses elements
of children’s songs as backsounds and children’s songs are used in singing practice
activities. The selection of children’s songs is based on the positive impact in children’s
songs that teach about an act of manners that can affect the mind, soul, and body of
students. The interactive videomedia of this scalematerial uses children’s songs that have
been arranged in advance to be different from the original and more varied. Therefore,
interactive video media learning SBdP scale material through children’s songs for grade
V elementary school is suitable for use in learning. The application of interactive video
media in learning has several advantages in the form of minimal physical contact that
occurs, the practicality of learning carried out, making it easier for teachers and students
in teaching and learning activities, can be used continuously without any time limit, and
can complement the availability of learning media in schools. The use of media can be
adjusted to the needs and conditions of learning both online and offline. However, the
use of media online or offline does not reduce the use value of media because media is
flexible and suitable for use as a tool in learning.

4 Conclusion

Based on the results and discussion, it can be concluded that interactive video media
can be applied in learning in the pandemic era. This interactive video media has been
adjusted to the characteristics of students and learning conditions in the pandemic era.
The content of the video is also complemented by appeals related to Covid-19 and
scale material presented complete with examples and practice activities of singing using
children’s songs. Interactive video media in learning in the pandemic era has several
advantages that can be used to improve the quality of education. To be able to increase
the use of interactive video media during learning in the pandemic era, the next step is
the need for socialization related to the application of interactive media during learning
in the pandemic. Thus, the application of interactive video media needs to be integrated
in learning practices carried out during the Era of the Covid-19 pandemic.

References

1. Boholano, H.: Smart Social Networking: 21st Century Teaching and Learning Skills. Research
in Pedagogy, 7(1), 21–29 (2017).

2. Febiharsa,D.,Djuniadi.:Development of 3-Dimensional InteractiveLearningMedia for Learn-
ing Environmental Introduction Materials in Early Childhood in Indonesia. Journal of SECE
(Studies in Early Chilhood Education), 75–84 (2018).

3. Nurajizah, S.: Implementation of Multimedia Development Life Cycle in Children’s Song
Recognition Application. Prosisko (2016).

4. Mustaji.: Learning Media. Unesa University Press, Surabaya (2013).
5. Arsyad, A. Learning Media. Eagle Press, Kanada (2017).



Utilization of Animakers as a Scale Learning Medium 301

6. Yunianti, N., Purnama., Nugroho, G.: Making Interactive LearningMedia for Natural Sciences
at Negri Konyo Elementary School 1 Sragen. Journal Speed - Engineering and Education
Research Center, 3(2013).

7. Dick, Carey.: The Systematic Design of Instruction Fourth Edition; Harper Collins College
Publisher, New York (1996).

8. Daryanto. Teaching Media. Gava Media, Yogyakarta (2013).
9. Ministry of Education and Culture.: Freedom of Learning. Freedom of Learning, 2019.

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.

http://creativecommons.org/licenses/by-nc/4.0/

	Utilization of Animakers as a Scale Learning Medium
	1 Introduction
	2 Methods
	3 Results and Discussion
	3.1 MScale Video Availability

	4 Conclusion
	References




