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ABSTRACT 

 

This research is the development of learning media for geography based on multimedia word wall (website) 

which aims to develop learning media for geography which is monotonous to be interesting and so far it has 

only relied on textbooks which can make students bored every time they study in class. The development 

model used is the ADDIE model (Analysis, Design, Development, Implementation, and Evaluation). The 

subject of this study was Senior High School (SHS) 1 Padangbolak Julu. The research population was 

students from SHS 1 Padangbolak Julu, the results of the validation test were the results of the assessment of 

the two validators. 3.68% "valid" with the validity category is in the interval (2.5 ≤ 𝑀 ≤ 3.5), the percentage 

of teacher responses is 90.22% positive, the percentage of student responses is 98.6% positive, the teacher's 

ability to manage learning is 3.87 is in the criteria (3.5 ≤ 𝐾𝐺 < 4.5) is very good, the percentage of student 

activity is 95.75% which is in the percentage interval (80 ≤ 𝑃 ≤ 100) is very good, the value of student 

learning outcomes is categorized as high. Wordwall-based learning development media in the subject of 

Geography has effectiveness and practical validity and is suitable for use in the teaching process to students. 
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INTRODUCTION 

 

Education is a critical need in human life. In the development aspect of a country, 

quality human resources are the cornerstone. Through quality and good knowledge, quality 

human resources will be formed and able to compete with other countries in the era of 

globalization. Therefore, education is an aspect that is highly considered in every country, 

especially Indonesia, and described in Law No. 20/2003 concerning the national education 

system, namely. The purpose of education is to bring students to changes in good behavior, 

morals, and society so that they can live independently as human beings. Educational goals 

will be achieved well if the collaboration between educators and students in the teaching 

and learning process goes well (Suasti et al., 2018). 

Realizing that education has a very important role in the development of a nation, the 

government is trying to improve the quality of education through a quality learning process 

(Komalasari et al., 2020; Mehmood, 2021). Efforts that have been made include improving 

the curriculum, building infrastructure, using appropriate media, increasing the ability of 

educators, and using good learning strategies. Of the efforts that have been made to 
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improve the quality of education due to the causes of the low quality of learning, another 

cause of the low quality of learning is the teacher's learning process which is still 

monotonous. Therefore, in the process, an educator must be creative in the teaching and 

learning process so that the material presented can be understood by students and can 

present interesting material for students so that students feel comfortable and easily grasp 

the subject matter. One of the processes carried out by an educator in learning is how to be 

able to choose the right learning method. The development of information technology is 

one of the supports for developing learning innovation, especially in learning media 

(Salmiyanti et al., 2022). The method currently being developed is optimizing multimedia 

as a learning media tool. 

The learning media used in each school are not the same as one another, so it is 

necessary to make observations first (Chandra et al., 2019). After making observations on 

the subject of geography at SHS 1 Padangbolak Julu, based on the observations of 

researchers the learning media used using a blackboard with verbal communication 

methods through the teacher's oral narrative so it is still not interesting. It is difficult to 

repeat the material given because it uses conventional media. Learning media based on 

interactive multimedia is still little used so the use of computers as learning aids is still not 

optimal. Based on the description above, it is necessary to conduct research and 

development. The research in question is developing interactive multimedia-based learning 

media with the research title "Development of Interactive Multimedia-Based Learning 

Media in Geography Subjects at SHS 1 Padangbolak Julu". 

 

 

METHODS 
 

The results of the development research carried out resulted in an interactive learning 

media product by going through various stages starting with product validation, then 

testing the practicality of the resulting media, and testing the effectiveness of using 

interactive learning media produced in class X SHS 1 students Padangbolak Julu North 

Sumatra. The research results are presented as follows. 

 

3.1.1 Geography learning media validation test results 

The results of the Validation Test assessment of multimedia-based interactive learning 

media in Geography subjects can be seen in Table 1 below. 

 

Table 1. Learning media validation test results 

No Rated aspect 
Value from 

validator 
Average Information 

1 Learning media that has an attractive appearance 3 4 3,5 Very Valid 

2 The components in the learning media are in 

accordance with the learning objectives 

4 4 4 Very Valid 
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No Rated aspect 
Value from 

validator 
Average Information 

3 The composition of the media displayed is 

appropriate in place 

4 3 3,5 Very Valid 

 

4 The media displayed is not boring 3 3 3 Valid 

5 Medium color contrast is good 4 4 4 Very Valid 

6 Easily visible to all students in the classroom 4 4 4 Very Valid 

7 Easy for students to understand 4 3 3,5 Very Valid 

8 The language used is easy to understand 4 4 4 Very Valid 

Total Average (M)   3,68 Valid 

 

Based on Table 1 above, it can be seen that the average aspect that is assessed or the 

result of validating geography learning media from experts suggests that the average aspect 

of multimedia-based interactive geography learning media in geography subjects is 3.68. 

In the results of the validation test, the results of the assessment of the two validators were 

3.68% "valid" with the validity category at an interval of 2.5 ≤ 𝑀 ≤ 3.5. 

 

3.1.2 Results of teacher response questionnaire analysis 

The results of the analysis of teacher responses to interactive geography learning media 

based on wordwall multimedia, the average percentage of teacher responses to interactive 

geography learning media based on wordwall multimedia has a value greater than 50%. Of 

all the aspects asked of the teacher, the percentage of the teacher's response was 90.22%, it 

was concluded that the response of SHS 1 Padangbolak Julu teachers to the interactive 

geography learning media based on multimedia word walls used was positive. 

 

3.1.3 Results of analysis of questionnaire assessment of student responses 

The results of the average percentage of responses of SHS 1 Padangbolak Julu to 

multimedia-based interactive learning media have a value greater than 50%. So from all 

the aspects asked, the percentage of student responses was 98.6%, and student responses to 

interactive Geography learning media based on multimedia word wall can be concluded 

that the Geography learning media used is positive. 

 

3.1.4 Effectiveness data analysis results 

Based on the results of the Learning Management Analysis at each meeting, there will 

be observations on learning management. This observation must be carried out to 

determine the level of effectiveness of the learning media that will be developed whether it 

has very good value and the teacher's ability to manage Geography learning outcomes 

using interactive learning media. The results of observations of learning management can 

be seen in Table 2 below. 
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Table 2. Results of teacher ability analysis in managing learning 

Assessment Aspects 

Meeting 

Average 

I-II 

Information 

Learning Activities 

Deliver apperception of the material provided 4 Very good 

Delivering learning objectives and learning methods 3,75 Very good 

Average 3,87 Very good 

Core Activities 

Introducing learning media to students and asking problems related to 

learning media 

4 Very good 

Mengarahkan siswa untuk lebih fokus belajar 3,75 Very good 

Motivate students to easily remember the lesson 4 Very good 

Guiding students to do critical thinking about the lesson 3,75 Very good 

Average 3,87 Very good 

End Activities 

Give assignments related to learning media 3,75 Very good 

Presenting the material to be studied at the next meeting 4 Very good 

Average 3,87 Very good 

Class Situation 

Students are enthusiastic in learning media in the learning process 4 Very good 

Teachers are enthusiastic about using media in the learning process 3,75 Very good 

Activities according to the scenario in the RPP 4 Very good 

Average 3,91 Very good 

Overall Average 3,90 Very good 

 

Based on Table 2 above, the results of the data analysis on the teacher's ability to 

manage Geography learning using interactive learning media based on multimedia word 

wall. ≤ 𝐾𝐺 < 4.5) which can be interpreted, namely the teacher's ability to manage 

geography learning using interactive learning media based on multimedia word wall is a 

very good category. 

 

3.1.5 Results of observation analysis of student activities 

The results of the analysis of observing student activity in the learning process can be 

seen in Table 3 below. 

 

Table 3. Results of student activity analysis 

Aspects of observation of student activity 

Percentage of 

student activity 

1 2 

Students understand and observe the lessons in the media 96,5% 98,5% 

Students remember lessons more quickly with this media 92,5% 95% 

Students discuss answers to existing problems with their group mates 94,5% 97,5% 

Students can work together on a problem 91.5% 96,5% 

Students draw conclusions or summaries of the material that has been studied 95,5% 97,5% 

Average Percentage 94,1% 97% 

Overall Average Percentage 95,5% 
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The results of the analysis after using the Interactive Geography learning media 

multimedia word wall obtained the results of the analysis of student activities with an 

average percentage of all meetings of 95.75% which was at a percentage interval of 80 ≤ 𝑃 

≤ 100. It can be interpreted that student activity is very good. 

 

3.1.6 Results of learning outcomes test analysis 

Based on the results of the analysis of student learning outcomes test scores at SHS 1 

Padangbolak Julu after the learning process using interactive learning media based on 

multimedia word wall can be seen in the following Table 4 below. 

 

Table 4. Frequency distribution and percentage of learning outcomes achievement scores 
Score Category Frequency Percentace 

0-39 Very low 2 6% 

40-59 Low 1 3% 

60-74 Medium 3 9% 

75-90 High 24 73% 

91-100 Very high 3 9% 

 

Based on Table 4, it can be seen that of the 33 students who took the learning outcomes 

test, some students were in the very low category at 6%. Students who are in the low 

category are 1%. Students who are in the medium category are 3% while students who are 

in the high category are around 73% and those who are in the highest category are at 9%. 

That is the conclusion of the table above that the average student score is high. 

 

3.1.6 Discussions 

The results of this study are the development of multimedia word wall-based learning 

media, it can be explained that a word wall is a media website that can be used as learning 

media materials such as games, guesswork, and others and can be arranged in geography 

learning media, making multimedia interactive learning media has gone through stages 

analysis, design, development, implementation, and evaluation. 

− Analysis: This stage is resistant to identifying and looking for problems in the learning 

process in the classroom, in this problem, it is really necessary to find solutions so that 

learning media is not always boring. For students who have difficulty understanding or 

have difficulty remembering lessons, the development of multimedia word wall-based 

learning media can help students have difficulty remembering lessons. By making 

students active and liking the way they learn, students will easily understand and 

remember the subjects that have been conveyed by the media. This is the opinion of 

Wicaksono (2016) that the role of the media is very important in the learning process so 

that the material presented by the teacher arrives quickly and is easily accepted by 

students. 

− Design: This stage is the design of the stages of the learning process, designing learning 

media, and evaluating learning media. The design stages of the learning media process 
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are taken from the class X work module and developed with multimedia-based media 

about basic knowledge of geography, and this design will involve several expert 

geography teachers and typist teachers as well as students. 

− Development: The development stage is the creation of interactive learning media based 

on word wall multimedia by carrying out the validation stages so that the validity of the 

media can be implemented for these students, making media for the basics of geography 

is called being made with the help of the world wall website on the word wall website 

researchers can design game-based learning media, quizzes, word matching, random 

words on word wall. after opening the website we can choose the media we will make, 

researchers make quizzes and games that present the basics of geography. based on the 

validator results the average of all aspects is valid. 

− Implementation: The implementation phase was carried out at SHS 1 Padangbolak Julu 

in class X, while the learning media was implemented involving 33 students in the 

class. In the first stage the researcher acted as an observer in the continuity of the 

teaching process in the class, and on the second day I asked the researcher to ask 

permission to implement this multimedia-based learning media in the classroom. when 

studying with this media students are very active and focused on the media because the 

media is like a guessing game so students don't get bored. 

− Evaluation: The evaluation stage was carried out to test the practicality and 

effectiveness of learning media for the basics of geography. The practicality of learning 

media can be seen in the teacher's response questionnaire and student response 

questionnaire. It can be seen that the results of the teacher's response questionnaire to 

this learning media are positive, while in effectiveness it can be seen from the results of 

the student's questionnaire that it is very good. This is to the opinion (Arsyad, 2015) 

stating that "the more sensory organs used to receive and process information, the 

greater the information is understood and can be retained in memory".  

 

 

CONCLUSIONS 
 

The development of interactive geography learning media based on multimedia word 

wall on the basic material of geography knowledge, developed using the ADDIE Model 

method is an acronym for the five stages of the development process namely analysis, 

design, development, implementation, and finally evaluation. ADDIE is very based on 

each stage carried out in that sequence, even so, the focus of the model will be reflection 

and iteration (repetition) managing learning media, student activities are also assessed to 

see the development of students who are starting to be active and student learning 

outcomes. word wall-based learning media in Geography subjects have effectiveness and 

practical validity and are appropriate for use in the teaching process to students. 
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