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DESIGNING AN INTERACTIVE LEARNING MEDIA: ‘’ASKING AND 

GIVING SUGGESTION” DURING PANDEMIC ERA BY USING 

MACROMEDIA FLASH FOR XI GRADE OF SMA SRIJAYA NEGARA 

PALEMBANG 

 

ABSTRACT  

 

The coronavirus outbreak that occurred in March until now has harmed education. 

In the current situation some schools have done their online learning. In the online 

learning process, there are many obstacles experienced by students, which causes a 

lack of interest in optimally participating in English learning. In this regard, 

interactive learning media has been designed for valid and practical asking and 

giving suggestions during the pandemic era by using Macromedia Flash for XI 

grade of SMA Srijaya Negara Palembang. This learning media was developed using 

the Rowntree development model which consists of three stages, namely the 

planning stage, the development stage, and the evaluation stage where this 

evaluation stage uses the Tessmer formative evaluation stage which has four stages, 

namely self-evaluation, expert review, one-to-one evaluation. and small group 

evaluations. This learning media development research uses two data collection 

techniques, namely walkthrough, and questionnaire data. The results of the expert 

review on the aspects of content, design, and language, respectively, are 96.92%, 

85.45%, and 92.5% which meet the very valid category. In the one-to-one 

evaluation stage, the student's responses to the interactive learning media used were 

with an average score of 81.33% and included in the practical category. In the small 

group evaluation trial stage, the average score obtained was 87.44% and met the 

very practical category. Thus, based on the research data, it can be said that the 

instructional media design developed by the researcher is very valid and very 

practical. 

 

Keywords: Learning Media, Macromedia Flash, Covid-19 Pandemic, Asking and 

Giving Suggestion 
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CHAPTER I 

INTRODUCTION  

 

This chapter presents: (1) the background of the study, (2) the problems of 

the study, (3) the objectives of the study, and (4) the significance of the study. 

1.1 Background of the study 

The outbreak of a pandemic disease caused by the coronavirus (COVID-19) 

in early 2020 has affected not only human health but also the education sector. 

Zanke et al., (2021) state that the World Health Organization (WHO) has concluded 

that COVID-19 has been designated as a worldwide pandemic. The coronavirus 

that is spreading in the world, has caused a country to make several prevention 

efforts and strategies. In Indonesia, for example, one of the efforts made by the 

Indonesian Ministry of Education and Culture is to replace face-to-face activities 

with online learning activities. This effort aims to break the chain of transmission 

of COVID-19, Abidah et al., (2020) said that based on UNESCO data in Indonesia 

as of Wednesday (25/3/2020), as many as 68,265,787 students were affected by 

COVID-19. On March 24, 2020, the Ministry of Education and Culture of the 

Republic of Indonesia issued Circular Letter Number 4 of 2020 regarding the 

implementation of education policies in the emergency period of the spread of 

Corona Virus Disease (Covid-19), in the circular letter explaining the 

implementation of the home learning process is expected to continue to provide 

meaningful experiences, as well as varied learning activities. Unfortunately, 

students who are required to study from home get some negative impacts such as 

losing interest in learning and easily getting bored with the methods and learning 

media provided by the teacher. A study conducted by Hammerstein et al., (2021) 

pointed out that school closures have a negative impact on student achievement, 

especially for students from poor families and those who are younger. Kustyarini et 

al., (2020) also state that the lack of interactive multimedia-based learning is one of 

the causes of low learning outcomes, especially in online conditions during this 

pandemic.  
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In the implementation of home learning or distance learning, the teacher can 

no longer act as the only informant or source of information for students. Teachers 

need media assistance that can be used as a source of independent learning and also 

as a media for disseminating effective and efficient learning information that is used 

when learning from home or distance learning. Sardiman (2012) says that Learning 

media can overcome the limitations of the experience that students have, go beyond 

class boundaries, produce uniformity or similarity of observations, motivate and 

encourage students to learn. 

In the 21st century, advances in information technology have a very big 

influence on people's lives, one of which is in the world of education, namely the 

teaching and learning process. In the 21st century, society uses technology that has 

spread all over the world (Inderawati et al., 2019). The use of technology has spread 

to almost all aspects of human life, including education (Inderawati et al., 2019). 

Where students are required to be able to master information technology such as 

computers in the learning process that is useful as a learning media. The demands 

on the current curriculum development are to change the learning approach model 

which was originally from learning (Teacher-Centered Learning) to (Student-

Centered Learning). According to Kelana (2018), learning is not a process that is 

always dominated by the teacher, but requires students to be active and creative in 

carrying out their activities. Thus, teachers must innovate in learning activities by 

using learning media that can make students active and easy to understand in 

English. A study conducted by Sad and Goktas (2014)  pointed out that pre-service 

teachers consider laptops to be potentially more powerful than mobile phones as 

learning media tools. The use of computers as learning media provides considerable 

benefits for the world of education, with this media students can study at home 

whenever they want. This is very helpful for students to be able to better master 

learning materials independently, therefore teachers need to develop interactive 

learning media. 

The hope is how the subject matter delivered can be mastered by students 

completely, because in the future students are required to have skills in 

communicating and learning. In pursuance of Yu Tan Xin et al., (2019) these skills 
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are known as the 4C's. It emphasizes four key elements, namely communication 

(talking to others), collaboration (working with others), creativity (thinking out of 

the box), and critical thinking (finding solutions of problems). 4C skills are 21st-

century skills, these skills are also called learning skills. This can be owned by 

students if teachers can develop learning plans that can lead to the ability of students 

to be more active in speaking and communicating. Students who are active in 

speaking and communicating will be able to help themselves and others in solving 

the problems they face. It is useful for those who will become future leaders in 

achieving goals, facing life's challenges and problems. People need to learn 

communication skills to fulfill their ambitions, goals, and desires (Rao & Parupalli, 

2019). 

In essence, learning media is a component part of the learning system. 

Media as a component should be adapted to the overall learning process. According 

to Dharyadi Siwi (2019), learning media is a tool used to convey learning messages. 

Based on the opinion above, it can be concluded that learning media are everything 

that can be used in channeling messages and can stimulate the thoughts, attention, 

feelings and willingness of students so that the learning process can occur. In the 

learning process, learning media is needed so that teachers can distribute material 

to students and make it more meaningful. Teachers do not only convey material in 

the form of only words or with the lecture method, but educators can guide students 

to understand the material presented in real terms. 

With the advances in digital technology, teachers in delivering material 

must be able to apply current developments of the technology. This is because the 

use of technology in education contributes a lot to the pedagogical aspect where the 

application of technology will result in effective learning with the help and support 

of elements and components of technology (Jamieson-Proctor et al., 2013). 

Nowadays, During the pandemic students are asked to study at home and 

cannot interact face-to-face with the teacher concerned. According to Kustyarini et 

al., (2020), the use of multimedia can foster teacher creativity and support distance 

learning efforts. One of them is the use of interactive learning media that can be 

used by teachers as an effort to develop distance learning. Teachers use various 
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media to support online learning during this pandemic. For example, virtual classes 

use the services of Google Classroom, Edmodo, Schoology, and instant messaging 

applications such as WhatsApp (Sicat and Ed, 2015). However, some of the media 

used are not very interesting and interactive for students, for example, such as 

Google Classroom. The appearance of the Google Classroom application is still 

very simple and unattractive. A simple interface is good for teachers because it 

makes it easier for them to manage Google Classroom, but for students, such a view 

is a little boring because it is too simple. One of the main reasons why Google 

Classroom has not been able to completely replace the learning management system 

is that it does not provide automated quizzes and tests for students. Setiadi (2020) 

explains that Google Classroom is better suited for a mixed learning experience 

than a fully online program. During the current pandemic, teachers have also used 

learning media such as PowerPoint and YouTube to help make learning more 

interesting and not boring because PowerPoint and YouTube have featured varied 

slides, audio, images, animations, sounds, music, and videos. However, learning 

media such as Google Classroom, PowerPoint, and YouTube are still not interactive 

because when learning students only see and listen to what the material is conveyed 

through the learning media, and students cannot do automatic quizzes because the 

media does not have interactive buttons. Therefore, researchers want to design 

learning media using Macromedia Flash program because according to Vega et al., 

(2020) Macromedia flash is a program designed to create animations, games, 

animated cartoons, and applications such as interactive multimedia product demos 

and interactive tutorials. Macromedia flash is a combination of learning concepts 

with audio-visual technology that can produce new features that can be used in the 

world of education. It also provides a kind of quiz that will make the teaching and 

learning process more interesting than ever, students will feel happy, relaxed, enjoy, 

and they will find it easier to master the material (Hasibuan and Fatmawati, 2021).  

Teachers are required to be able to use learning media that is more 

interesting, fun and by the learning needs of students, so it is hoped that students 

can easily accept the learning materials provided by educators. Sanaky (2009) 

mentions that the benefits of learning media are, 1) the teaching process attracts the 
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attention of students more so that it can foster motivation in learning, 2) the meaning 

of the learning material will be more meaningful, making it easier for students to 

understand, 3) the variety of learning methods, and 4) learning activities will be 

carried out more by students because students do not only listen but there are other 

activities carried out by students such as observing, doing and demonstrating and 

others. 

Therefore, the development of learning media that will be used in learning 

in the 21st century must refer to the objectives in the curriculum that foster students' 

speaking and communication skills. One of the learning media that can be 

developed is using Macromedia Flash program. Where this program is one of the 

right applications for making media such as videos, animations, images, and sounds 

that can foster curiosity and foster a sense of student interest in learning. 

On August 14th, 2021 researchers collected data regarding the analysis of 

student needs for Macromedia Flash learning media in several senior high schools 

in Palembang. Based on the results of the analysis of student needs that has been 

carried out, from 72 respondents from various XI high school classes in the city of 

Palembang, it was found that as many as 97.2% of students use cell phones in daily 

activities, and applications that are often used are 76.4% to access social media. 

With the average time spent by students playing on smartphones, which is 41.7% 

more than 5 hours. Furthermore, from the survey results, students' knowledge of 

interactive learning media is 44.4% have heard, 41.7% of students know and as 

many as 13.9% of students do not know about the media. Then 90.3% of students 

have not received and used Macromedia Flash to study. The average student barrier 

in learning English are 56.9% because it is difficult to identify written or spoken 

texts that contain asking and giving suggestions. 

Based on the analysis results of students’ needs, it can be concluded that 

students in some of these schools have not received and used Macromedia Flash for 

learning. Therefore, the researcher will try to develop interactive learning media 

using Macromedia Flash entitled "Designing an interactive learning media: 

“asking and giving suggestion” during pandemic era by using Macromedia 

Flash for XI grade of SMA Srijaya Negara Palembang". 
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1.2 Problems of the study 

 The research problem of this study is "How to designing an interactive 

learning media on the material "Asking and Giving suggestion" which is valid and 

practical for the material of SMA Class XI? 

 

1.3 Objectives of the study 

Based on the research problem, the purpose of this research is to produce 

interactive learning media for Asking and Giving Suggestion material using 

Macromedia Flash that is valid and practical. 

 

1.4 The Significance of the Study 

This research is expected to be useful: 

1. For researchers, increasing knowledge in how to make and produce valid 

and practical learning media. 

2. For teachers, as a learning media that can be used in the learning process in 

the classroom so that it can help facilitate students in understanding the 

subject matter. 

3. For students, as a choice of media for independent learning in the form of 

learning media. 

4. Other researchers, reference materials for making learning media using 

Macromedia Flash. 
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