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	This study discusses the development of interactive multimedia learning media based on PowerPoint software in science learning in elementary schools. This study aims to produce interactive multimedia media, especially in science learning in elementary schools that are valid, practical and effective. The type of research used is Research and Development (RnD). That is the development of interactive multimedia based on PowerPoint software in science learning. The development model used is the ADDIE model ( Analyze, Design, Development, Implementation and evaluation ). The output of interactive multimedia based on PowerPoint Software is in the form of files that can be installed easily, making it easier for students in the learning process. Based on the research results, this interactive multimedia is valid, practical and effective
Abstrak

Penelitian ini membahas tentang pengembangan media pembelajaran multimedia interaktif berbasis software PowerPoint pada pembelajaran IPA di Sekolah Dasar. Penelitian ini bertujuan untuk menghasilkan media multimedia interaktif khususnya pada pembelajaran IPA di Sekolah Dasar yang valid, praktis dan efektif. Jenis penelitian yang digunakan adalah Research and Development (RnD). Yaitu pengembangan multimedia interaktif berbasis software PowerPoint pada pembelajaran IPA. Model pengembangan yang digunakan adalah model ADDIE (Analyze, Design, Development, Implementation dan evaluation). Output dari multimedia interaktif berbasiswa Software PowerPoint ini berupa file yang dapat di intall dengan mudah, sehingga memudahkan siswa dalam proses pembelajaran. Berdasarkan hasil penelitian, multimedia interaktif ini sudah valid, praktis dan efektif



INTRODUCTION 
According to Law No. 20 of 2003, education is a conscious and planned effort in creating a learning atmosphere and learning process so that students actively develop their potential to have religious spiritual strength, self-control, personality, intelligence, noble character and skills needed by themselves, society, and society. nation and state.
Education in Elementary school contains several subjects. Some of the subjects between others, namely Religious Education, Indonesian, Education Citizenship, Mathematics, Science (Natural Science), Art Culture and Craft, Social Studies (Science Social), as well as Education Physical Sports and Health. One of the subjects at the elementary school level is Natural Sciences (IPA). Science is one of the subjects in Elementary School (SD) whose object of study is related to human life. In create IPA materials that are creative, innovative, effective and fun it should be teacher creates an product in the form of learning media which is right . The learning process in elementary schools should emphasize more on direct experience to students, in accordance with the statement (Yanti: 2017) that the learning process emphasizes providing direct experience to develop competence in order to explore and understand the natural surroundings scientifically .
Learning media is a kind of material ( material), devices , settings, equipment and people where students can interact directly with the media which has the aim of facilitating learning and changing in the direction of better performance in learning. Philosophically, this interactive-based learning media needs to be developed because it can help teachers in the learning process . With this interactive multimedia-based learning media it contains colored pictures with display that attract students to be more enthusiastic in learning .
Theoretically, there are several experts who state that how important it is that this interactive multimedia-based learning media is developed , because this interactive multimedia-based learning media has advantages. According to Fatmala (2016: 4) the advantages of interactive multimedia-based learning media are: (1) Students can interact directly with learning media. This learning media can support student learning activities effectively independent . This learning media can be operated using a computer, laptop, and cellphone or tablet, (2) Overall this media contains Basic Competencies (KD), science learning materials, sounds, animations, pictures, and questions to evaluate students' understanding of the material provided.
In making this interactive multimedia-based learning media, it is necessary to use applications and software , including PowerPoint , Canva, Powtoon, Prezi, Sparkol Videoscribe, Lectora, Sigil, Wondershare Filmora. Of all these applications and software , researchers use PowerPoint software . The researcher chose this PowerPoint software because it has several advantages over other applications, namely (1) in making media you do not have to be connected to the internet, (2) it is not expensive, (3) it is not paid, (4) there is no need to install an application because PowerPoint is in all windows computers or laptops, so that teachers and students can easily access them, (5) can be applied and accessed anywhere, such as computers, laptops, or cellphones (HP).
Based on The results of observations made by researchers at schools indicate that SDIT Nurul Ilmi Pariaman has a computer laboratory. There are several gaps that occur during the learning process. Among them in the learning process the teacher only uses learning resources from books curriculum 2013 . There is no teacher using the computer as a means of learning or learning media . The limited knowledge of teachers in developing learning media based on interactive multimedia causes students to be passive in learning .
Teacher has not created media which is more innovative so that it makes learning feel boring . This can be seen by the lack of enthusiasm for student in subject science , because student does not have a real picture about how process material in subject science occurs I'm in the natural around the real. Therefore , media is very important i to support learning 
The use of media based on interactive multimedia has not been used in science learning, so students have difficulty understanding subject matter that is conceptual, symptomatic and principled in science material. Therefore, teachers should make learning as interesting as possible, especially in science learning. An example is by using PowerPoint . In this case, the interactive location in PowerPoint is in the practice questions, where every student who answers correctly or incorrectly will be given an emoticon reply that has been provided as a feedback from the answers given by students.
students who have difficulty understanding the material will cause the learning objectives not to be achieved in meetings because time is limited , so that it will add to the burden of the next material . This is because the students ' interest in learning is still lacking so that students have difficulty understanding the material . In the learning process students only as recipients of information from teacher because the technique learning uses verbal communication makes student feel bored . Students who lack get ample opportunity to convey their ideas or ideas , develop their experiences and potential. And the lack of interaction between students and teacher when the teacher explains the lesson because students do only see text or readings and only listen to explanation from the teacher .
From the results of the MID semester 1 science subjects for class V SDIT Nurul Ilmi Kota Pariaman for the 2021/2022 academic year, with a Minimum Completeness Criteria (KKM) of 80, there are still 13 people or 56% of students who are declared incomplete. While 10 people or 44% who just reached the KKM of 23 students. Empirically, based on the problems that have been described previously, it is not in accordance with the expected learning. Based on the background explanation above , there are problems in class V, especially in learning science . Therefore, the researchers chose science subjects and class V as the object of research. So that the researcher is interested for to conduct research and development with title "Development of PowerPoint Software - Based Interactive Multimedia on Science Learning in Elementary Schools".

METHODS 
        This type of research is a type of research development ( Research  and Development ) which is oriented on products developed in education fields which aims to improve effectiveness and understanding material students in learning nor the result. Study use model study which adapted from the ADDIE development model (Analyze , Design, Develop, Implement, and Evaluate). The ADDIE model began to exist in the 1990s which was developed by Dick and Carry.
Instrument is used to collect data during the process of developing interactive multimedia-based learning media in the form of questionnaires , documentation and student learning outcomes tests . The questionnaire was prepared covering three types adapted to respondents from the study. The questionnaires are questionnaires for validity testing by material and media experts , questionnaires for practicality tests by students , and effectiveness tests through evaluation of student learning outcomes.
This research uses several techniques for data collection , namely observations, interviews, documentation, questionnaires and tests .The data obtained through activities trials in testing the validity and practicality of interactive multimedia based on PowerPoint software are grouped into two, namely qualitative data and quantitative data. Data Qualitative in the form of critique and suggestions which were put forward by the validator and the students were gathered to improve this interactive multimedia-based learning media product. Quantitative data obtained from the questionnaire was then converted to quantitative data with scale 5 (Likert scale) for to know the quality of product with the following description .

Table 1. Likert Scale Quantitative Data
	Aspect
	Symbol
	Mark

	Very good _
	(SB)
	5 i

	ok i
	(B)
	4 i

	Enough i Good
	(CB)
	3 i

	less i
	(K)
	2 i

	Very i Less
	(SK)
	1 i



Furthermore , the results of the questionnaire are analyzed by by looking for the average rating . Obtaining the average score from each component aspect assessment with using the formula :
x̄= 
where :
	x̄
	=
	Average i Score i

	P
	=
	The number of total scores of each component

	N
	=
	Total i validator/evaluator i


(Sugiyono, 2016:43)

Conversion scale the five are using the reference conversion on Approach Reference Benchmark (PAP) which developed by Eko (2009: 238) as table below this :

Table 2. Conversion of i Value
	Quantitative Data
	Score
	Criteria

	
	Formula
	Average Score
	

	5
	X > Xi + 1.8 Sbi
	X > 4.2
	I'm very good

	4
	Xi + 0.6 Sbi < X Xi + 1.8 Sbi
	3,4 < X 4.2
	ok i

	3
	Xi - 0.6 Sbi < X Xi + 0.6 Sbi
	2.6 < X 3.4
	Enough i

	2
	Xi - 1.8 Sbi < X Xi - 0.6 Sbi
	1.8 < X 2.6
	less i

	1
	X Xi - 1.8 Sbi
	X 1.8
	I really lack


Source: i Eko i Putro i Widoyoko i (2009: i 238)

In this research is determined value feasibility product with a minimum of " 3.4" with category "Good", so that results from research, both from experts in material, experts in media, and students, if has obtained final assessment results with minimum value , then product as the result of the development is considered worthy to be used.


FINDINGS  AND DISCUSSION
1. Development of Interactive Multimedia Learning Media
In accordance with the objectives and development procedures used in the research that the researcher has carried out, the data obtained from the research are as follows.
1. Stage of Analysis (Analysis)
1. Needs Analysis
1. Analysis of Student Needs and Problems
1. Analysis of Student Characteristics
1. Institutional Needs Analysis
1. Target Analysis
1. Curriculum Analysis
1. Revision
1. Design Phase ( Design )
1. Determining Media Development Software
1. Selecting a Presentation Format
1. Making interactive multimedia-based learning media
1. The initial view contains the subject title, class and start navigation buttons.
[image: ]
         	Figure 1. Initial Product Appearance
1. After the user clicks the "start" navigation button, the user will enter the menu page. On this page there are several menus that students will choose from including instructions, indicators, materials, questions and profiles.
[image: ]
Figure 2. Menu display
1. Hint Display
[image: ]
     Figure 3 . Hint Display k

1. Indicator Display
[image: ]
    Figure 4 . Display indicators _


1. Material Display
[image: ]
Figure 5 . Material display
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     Figure 6 . Display sub-theme title
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Figure 7. Material display
1. Question Display
The question display contains the intro display for themes 1, 2, 3, 4 and 5 as shown in the following picture
[image: ]
        Figure 8 . Initial view of the first question
[image: ]
         Figure 9 . Initial appearance of the subject matter
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Figure 10. Question display

1. Profile
[image: ]
Figure 1 1 . Profile View
1. Designing Media i with Various Animations and Images.
1. Compiling Questionnaire
1. Development Phase ( Development )
The interactive multimedia development stage based on PowerPoint software includes validity and practicality tests .
1. Implementation ( implementation )
This implementation phase tests the effectiveness of interactive multimedia. In development research to see the effectiveness or product trials can be done by experimentation , namely by comparing the effectiveness of the old work system with the effectiveness of the new work system.
Data analysis aims to explain the results of the trial data. The test results are used as the basis for revising the developed materials.

1. Validity Data Analysis
Table 3 . Overall validation results 
	Validator
	Average
	Category
	Interactive Multimedia Validity

	Thematic Content Expert
	4
	Well
	4, 38 (Very Good)

	Linguist
	4.8
	Very good
	

	Content Expert
	4
	Well
	

	Language Constructor
	5
	Very good
	

	Media Expert
	4.1
	Well
	


From the validity results with an average of 4.38 , it can be said that interactive multimedia based on PowerPoint software is "very good". Thus, interactive multimedia based on PowerPoint software is already valid for testing.
1. Practical Data Analysis
Table 4 . Overall practical results 
	Validator
	Average
	Category
	Interactive Multimedia Practical

	Teacher
	4.8
	Very good
	4.7 (very practical)

	Student
	4.7
	Very good
	


	
From the practical results with an average of 4.7 , it can be said that interactive multimedia based on PowerPoint software is "very practical". Thus, interactive multimedia based on PowerPoint software is already practical to use in testing effectiveness.
1. Effectiveness Data Analysis
Table 5 . Posttest calculation data
	No
	Descriptive statistics
	Pretest
	Posttest

	1
	Average
	70
	86

	2
	Standard deviation
	8.96
	6.76

	3
	variance
	80.28
	45.67

	4
	Lowest value
	40
	73

	5
	The highest score
	80
	93



The test results obtained stated that 91% of the number of fifth grade students at SDIT Nurul Ilmi scored above the KKM after using interactive multimedia based on PowerPoint Software. Based on the previous researcher's determination that if 85% of the number of fifth grade students at SDIT Nurul Ilmi get a score above the KKM after using interactive multimedia based on PowerPoint software , then this product is declared effective. This is in accordance with what was stated by Sugiyono (2016), that the new work system will be effective if the value after treatment is greater than the value before treatment. Based on the research results, interactive multimedia based on PowerPoint software is effective for increasing students' knowledge .

CONCLUSION 
After conducting the research, the research data were then analyzed, so that from the data analysis it can be concluded that the results are as follows:
1. Based on the results of the validator, interactive multimedia based on PowerPoint software got an average score of 4.38 with the criteria of "Very Good". Thus, interactive multimedia based on PowerPoint software that has been developed is very valid and can be used for the learning process, especially science learning for grade 5 semester 1.
1. PowerPoint software-based interactive multimedia is very practical to use. This is known from the results of practicality by giving a questionnaire to 1 teacher and 11 students at SDIT Nurul Ilmi Pariaman City. The average score of the teachers is 4.8 with the criteria of "Very Good", the average score of the students is 4.7 with the criteria of "Very Good". Thus, interactive multimedia based on PowerPoint software gets an average score of 4.7 with the criteria of "Very Practical". This means that grade 5SD students are greatly helped in understanding the material by learning to use interactive multimedia based on PowerPoint software.
1. PowerPoint software-based interactive multimedia is very effective to use. This is known from the results of the students' pretest and posttest. The test results obtained stated that 91% of the number of fifth grade students at SDIT Nurul Ilmi scored above the KKM after using interactive multimedia based on PowerPoint Software. Based on the previous researcher's determination that if 85% of the number of fifth grade students at SDIT Nurul Ilmi get a score above the KKM after using interactive multimedia based on PowerPoint software , then this product is declared effective. Based on the results of the analysis, interactive multimedia based on PowerPoint software is effective for increasing students' knowledge.
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Selamat datang di multimedia
interaktif

Kamu dapat belajar mengenai
materi IPA kelas V Semester 1
yaitutema 1, 2, 3,4 dan 5
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ORGAN GERAK HEWAN DAN MANUSTA

Kompetensi Dasar:
3.1 Menjelaskan alat gerak dan fungsinya pada hewan serta cara memelihara
kesehatan alat gerak manusia

4.1 Membuat model sederhana alat gerak manusia dan hewan

Tndikator:
« Menyebutkan pengertian gerak

+ Menentukan alat gerak pada manusia

+ Menyebutkan nama organ alat gerak hewan

+ Menyebutkan fungsi dari masing-masing organ gerak hewan
+ Menjelaskan pengertian vertebrata

+ Menyebutkan hewan yang tergolong vertebrata

+ Menyebutkan karakteristik hewan vertebrata

+ Menjelaskan pengertian avertebrata

« Menyebutkan hewan yang tergolong vertebrata

+ Menyebutkan karakteristik hewan vertebrata

+ Menentukan tulang penyusun rangka manusia
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Ciri makhluk hidup adalah bergerak.

Bergerak adalah  berpindah  tempat atau
perubahan posisi sebagian atau seluruh bagian
dari tubuh.

Makhluk hidup akan bergerak apabila ada
rangsangan yang mengenai sebagian atau seluruh
bagian tubuhnya.

Gerak pada manusia dan hewan menggunakan
organ gerak yang tersusun dalam sistem gerak.
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