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Introduction

Abstract: This research aims to develop interactive learning media for
Restaurant Operations 1 course in the D4 Hospitality Management study
programme at Padang State University. This course is a compulsory course
with a weight of 2 credits, consisting of 1 credit of theory and 1 credit of
practice. Currently, this course still uses modules in the form of PDF files that
only contain text and images. Therefore, developer software, especially
Canva, is needed to create interactive learning media. Canva is an online
design tool that can be accessed through websites and apps. This research uses
the ADDIE development method, which includes five stages: Analysis,
Design, Development, Implementation, and Evaluation. However, this study
only implemented the first three stages, namely analysis, design, and
development. The analysis stage consists of needs analysis and multimedia
system analysis. The design stage includes media structure design, content
design, and interface design. The result of the development stage is an
interactive learning media that is in accordance with the applicable
competencies. The initial product was validated by material experts and
media experts. Suggestions and input from experts are used for improvement
so that the learning media becomes valid and can be used in Restaurant
Operations 1 courses.
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dependent on the learning methods and media used.
Generally, the learning process involves direct

Improving the quality of education requires
innovation, especially in curriculum development,
learning methods, media, and teaching materials
(Aprianto & Wahyudi, 2023). The learning process plays
an important role in determining student success in
understanding the material (Luh & Ekayani, 2021). The
dynamic development of the world of education
demands innovation in learning. Therefore, educators
are expected to be able to create learning media that are
interesting and easily understood by students.

Students' success in learning can be measured by
the extent to which they understand the material
presented by the educator (Wijayanti & Ghofur, 2021).
Students' understanding of the material is highly

How to Cite:

interaction between educators and students, so that
students can receive information clearly. This interaction
allows educators to understand the characteristics of
each student, which in turn can support the achievement
of learning objectives. One way to achieve learning
objectives is by utilising the development of information
technology (Yasmin et al., 2016). This technology can
improve the quality of learning by providing media that
is easy to understand, interesting and flexible without
requiring face-to-face meetings (Syarifudin, 2020).

In 2019, WHO advised to avoid activities that cause
crowds during the Covid-19 pandemic. This has resulted
in the need to revisit the implementation of face-to-face
learning (Laili et al., 2019). The lecture process should
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avoid direct physical interaction between educators and
students. One of the solutions implemented during the
pandemic is online learning, which relies on technology
to provide accessibility, connectivity and flexibility in
the teaching and learning process (Buchori & Setyawati,
2015).

Online learning requires a stable internet network
and media that can support various learning
interactions. Universitas Negeri Padang (UNP) is one of
the universities that implemented online learning
during the Covid-19 pandemic. The utilisation of the
internet and multimedia technology allows for
innovative delivery of materials as well as an alternative
to traditional classroom learning methods. UNP
implements an E-Learning system, which allows
students to learn independently due to limited direct
interaction with lecturers. Therefore, the learning media
used must be based on internet and multimedia
technology that is flexible, innovative, easy to
understand, and interactive (Dermawan & Fahmi, 2020).

The effectiveness of online learning is an important
factor in achieving learning objectives. However, both
educators and students still face various challenges in
this process. One of the obstacles also occurs in the
Restaurant Operations 1 course in the D4 Hospitality
Management Study Programme at UNP. This course is a
compulsory course with a weight of 2 credits consisting
of 1 credit of theory and 1 credit of practice. Students are
expected to have knowledge and skills in preparing,
organising, and serving food and beverages in
restaurants. The material covered includes the concept
of service, restaurant organisational structure, the role of
waiters, restaurant operational needs, menus, mise en
place, table settings, and food and beverage service
procedures. The learning methods used include
assignments, demonstrations, exercises, case-based
learning, and team project-based learning (Sidiq &
Najuah, 2020). Assessment is based on participation,
individual and group assignments, attitude and skills, as
well as mid- and end-of-semester exams.

The results of interviews with students who have
taken Restaurant Operations 1 courses show some
obstacles in understanding practical material during
online learning, such as material on napkin folds. This
difficulty is caused by the learning media used, which is
a worksheet in PDF format that only contains text and
images. Some students admitted that they did not
understand the material provided, while others had
difficulty completing the practical tasks (Latifah &
Utami, 2019). In addition, the limitation of relevant
references on the internet is also an obstacle for students
in learning independently.

The lack of interaction in online learning reduces the
opportunity for students to ask questions if they have
difficulty in understanding the material. Most of the
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learning process is only done through E-Learning,
where lecturers only distribute worksheets without any
active discussion or question and answer session. The
lack of discussion groups on applications such as
WhatsApp is also an obstacle for students in finding
solutions to the problems they face.

Students feel that the material delivered in the form
of PDF modules is less interesting and makes them
bored quickly, making it difficult to do practical tasks.
Instead, they are more interested in more interactive
learning media, such as videos, which can be used as
examples in practice. Therefore, creative and interactive
learning media is needed so that students understand
the material better and remain motivated to learn (Yuni
et al., 2019).

Based on these problems, innovation is needed in
online learning, especially in providing learning media
that allows students to learn independently and
improve their understanding (Fausih & Danang, 2015).
Currently, the learning media used are still in the form
of PDF worksheets and videos from YouTube that are
searched by students themselves. Many students find it
difficult to understand the practical material with these
media. Therefore, learning media that includes
guidance, instruction, interaction, as well as video and
audio are developed to increase student participation
and motivation in learning independently. This course
requires innovation in the modules used, because the
material is a practicum that requires students to see,
understand, try, and innovate in practices such as
napkin folding and other materials. Therefore, learning
media that is only text and image-based is not enough,
so it is necessary to add video, audio, or animation to
make it more effective (Pratama & Saregar, 2019).

To overcome the obstacles in online learning,
especially in practical courses such as Restaurant
Operations 1, Canva-based interactive learning media
can be the right solution (Pratiwi & Ferryka, 2024). This
learning media allows the use of text, images, audio,
video, and other interactive features. Thus, this media is
expected to help students understand the material more
easily, imitate, and demonstrate practices based on the
learning videos provided. In addition, Canva makes it
easier for students to understand theoretical concepts
through more interesting images and materials
(Nurmaya, 2021).

Canva application is one of the digital platforms
based on online applications that can be used and
developed by teachers in the process of making learning
media, both with macrolearning and microlearning
approaches. Based on the results of research from
Sobandi et al. (2023) that the use of microlearning-based
media is one of the effective learning strategies to foster
student interest and creativity independently.
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The Canva application offers many interesting
features, among which are the availability of various
themes, templates, and fonts that can be used. Apart
from providing interesting features and elements in
making presentation slides, the Canva application also
offers a variety of other graphic designs such as; posters,
brochures, graphics, banners, invitations, photo editing,
and Facebook covers (Wulandari & Mudinillah, 2022).
Thus, the Canva application can help teachers when
designing technology-based learning media, as research
by Triningsih (2021) concluded that the use of the Canva
application in making learning media succeeded in
increasing learning interest and increasing student
motivation through the presentation of interesting
teaching materials.

Canva is a useful platform for creative and easy-to-
use graphic design. Canva can be accessed online
through a website or application, and offers various
excellent features such as ease of access, completeness of
features, and flexibility in use. Therefore, Canva is the
right choice to develop innovative and interactive
learning media to support online learning (Pratama &
Sakti, 2020).

Method

Interactive learning media in the Restaurant
Operations 1 course was developed using the ADDIE
method (Sari & Pratikto, 2022), which consists of five
stages: Analysis, Design, Development,
Implementation, and Evaluation. The ADDIE model is
one of the most recognised models in the field of
instructional design. Instructional design itself is a
systematic process of designing, developing, and
delivering learning materials. The purpose of
instructional design is to create effective and efficient
learning experiences by considering student needs and
appropriate teaching methods.

Through applying the ADDIE model, the
development of learning media in the Restaurant
Operations 1 course is carried out in stages, starting from
analysing student needs, designing learning concepts,
developing materials, implementing them in the
learning process, to evaluating the effectiveness of the
media for further improvement. Product Development
Procedure Figure 1.
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Figure 1. Product development procedure

Flow diagrams are in the form of diagrams that aim
to show the steps in a process. Below is a flowchart of
interactive learning media procedures using the ADDIE
method.

start

!

product analysis to be developed
(needs analysis, multimedia system analysis)

!

product design
initial product
development
|
v | 4
material expert media expert
validation validation

!

revision of
learning media

l

the final product is in the form of interactive
learningmedia for Restaurant Operations 1 course

!

finished

Figure 2. Effectiveness test analysis of gain score value

Analyze

At the interview stage, discussions were held with
several students who had taken the Restaurant
Operations 1 course at the D4 Hospitality Management
Study Programme at Padang State University. From
these interviews, it was found that students face several
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main problems in learning, such as the limitations of
learning media that are still based on PDF modules
which are considered less interactive and monotonous.
In addition, students also expressed the need for more
innovative learning media, such as videos explaining
practical steps, especially in Napkin Folds material.
With more interesting and varied media, students can
more easily understand the material and have a higher
interest in learning. Therefore, learning innovation in the
form of interactive media is needed to support the
learning process, especially in practice.

The curriculum is an important aspect of education,
and in this study, an analysis of the curriculum applied
in the Restaurant Operations 1 course at Padang State
University was carried out. This analysis includes the
competency standards that must be achieved by
students, the suitability of the material with the learning
methods used, and opportunities for innovation in the
development of learning media. The results of this
analysis provide references in the development of
interactive learning media that are aligned with
academic and practicum needs.

Currently, the learning media in the Restaurant
Operations 1 course is still module-based in Portable
Document File (PDF) format. This module includes
learning objectives, brief theory, practicum step guide,
as well as exercises and assignments. However, based on
interviews conducted, students feel that PDF-based
modules do not support their understanding of
practicum material because they are static and lack
interaction. Therefore, the development of more
interactive learning media with the integration of video,
audio, and other multimedia elements is needed to make
learning more effective and interesting.

Below is a picture of the current Operational 1

Al S waVy
‘7@'\/557M&ﬁ

n BH]

Figure 3. Operational learning job sheet
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Figure 4. Operational learning job sheet

From the picture above, it can be judged that the
display presented is still dynamic. Naturally, the
module is of the other PDF type, and the module also
contains images. Given today's sophisticated
technological developments, learning media in
Restaurant Operations 1 course can still be developed
with interesting and interactive features.

Analysis of Multimedia Systems: This analysis aims
to obtain information about the important and
mandatory elements of the learning media that will be
developed. Functional requirements analysis at this
stage, an analysis of service provision and features that
can be used in the developed learning media will be
carried out. Below are the requirements that must exist
in the media to be developed.

Table 1. Functional requirements analysis

Functional Re Description

support the learning The media that will be built can support
process the learning process so that it goes well.
Material Services The media that will be built can present
material that is easy to understand and

in accordance with their competence

Analysis of Learning Media Development Software
is a collection of electronic data that is stored and
controlled on hardware. This study uses Canva software
as a learmning media development. Canva is a useful
medium in graphic design that makes it easier for users
to design creative designs online. Canva can be accessed
online through a website or application. The variety of
advantages offered by Canva media, such as easy access,
completeness of features, and ease of wuse, are
considerations for choosing Canva to develop learning
media.

Design

At the design stage, all data obtained from the
analysis stage are applied to instructional media design
and coordinated with experts. The design stage is where
the initial product design is developed. This stage
determines how the learning media will be produced.
The activities at this stage are in the form of processes in
determining product design, such as interface design
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and media structure. This design stage will make it
easier for researchers in the development stage since the
design stage is an illustration of the form of media to be
developed.

Cover Page
Videos
main menu
text
cover cover
inst K cover Profile cover theory

Picture
audios

Figure 5. Media structure

Media Structure Design. Figure 5 is the design of an
interactive learning media structure for Restaurant
Operations 1.

Interface Design For the interface design stage,
namely the design for the Cover page, the Main Menu
design, the Guide design, the material design, the
Evaluation design and the profile design. Cover Page
The image below is a form of designing the cover page
of the media to be developed. The welcome page is the
page that will appear first when students open the
shared link. This page presents animation accompanied
by music or background. To start learning, students can
click the play button.

The Development of Canva Software-Based
Interactive learning media Using the ADDIE Method
can be said to be successful if the use of canva media can
have a very big influence on student learning outcomes.
The increase in learning outcomes of Canva Software-
Based Interactive Learning Using the ADDIE Method
obtained data on student learning outcomes with a
comparison of scores from before action, cycle I and
cycle I is presented in the Figure 6.

100% - 90%
80% -
60% 60%
60% -
40% 40%
40% -
20% A I 10%
0% T T 1
Pretest Posttest Cyclel Posttest Cycle I

B Classical Completion of Student Learning

Classical Incompleteness of Student Learning

Figure 6. Graph of improvement in learning outcomes
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As per the graph, there is a distinct substantial
improvement for student learning outcomes during the
study process. In the beginning, only 40% of the students
completed their study or only 11 students could achieve
the target of learning completeness. In cycle I, it showed
that 60% or 17 students achieved individual learning
completeness, while 40% with 11 students had not
reached the target of learning completeness. The class
average score was 73.75. From these results, the
percentage of student learning completeness in cycle I
was still below 80%, failing to meet the predetermined
success criteria to achieve 80% completeness. Therefore,
the learning outcomes in cycle I did not reach the desired
level of completeness for the entire class (classical
completeness), the researcher carried out further action
in the next cycle, namely cycle II as an effort to achieve
the desired success criteria. In cycle II the data obtained
the class average value reached 86.25. Among the
students, 25 achieved individual learning completeness,
resulting in a classic completion percentage of 90%.
However, there were 3 students who did not meet the
criteria for learning completeness, which is 10% of the
total students.

There were several reasons for the learning
incompleteness, including: the absence of home tutoring
resulted in students never studying at home, and some
students found it easier to understand the teaching
material using real objects than Canva media. Based on
the high level of success achieved in cycle II, it can be
concluded that the actions taken in this cycle have
exceeded the predetermined indicator of student
learning success of 80%. Based on this, the research can
be considered successful, and there is no need for further
action cycles because the research objectives have been
achieved and the expected success indicators have been
met.

The improved student learning outcomes from
cycle I to cycle II can be attributed to the effective
utilization of interactive. Afnisa et al. (2024) stated that
Canva learning media further supports the idea that
utilizing appropriate learning media significantly
impacts on improving the quality of learning, resulting
in higher quality learning. Utilizing Canva learning
media is able to simplify the understanding of subject
matter for students and stimulate their involvement in
learning activities (Oktavia et al., 2024). This is also in
line with Pelangi's opinion that the use of learning media
is essential in education, and incorporating canva media,
which offers a variety of attractive designs, can
significantly increase student engagement and interest
in the learning process. By utilizing canva's diverse
designs and features, students tend to stay focused and
enthusiastic about their studies, making the learning
experience fun and avoiding the monotony of learning.
In this canva learning media, researchers insert 3D
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images, videos of unique facts related to the learning
material.

These results convincingly show the positive impact
of utilizing canva media in improving student learning
outcomes. Because in Canva Software-Based Interactive
Learning Using the ADDIE Method students have
learning outcomes that have exceeded the desired
completeness criteria, the conclusion that can be drawn
is that the research is considered successful and does not
require further action or the next cycle.

Result and Discussion

Result

The validation test was conducted in two main
aspects, namely material validation and media
validation. This validation test was conducted by
material experts and media experts to determine the
feasibility level of the developed learning media.
Through this process, information is obtained about the
strengths and weaknesses of the media, as well as which
aspects need to be improved to better suit the learning
needs.

The results of the validation test provide an
overview of the extent to which the leamming media
fulfils the specified criteria. The assessment from experts
includes several indicators, such as the clarity of material
delivery, the integration of material with the curriculum,
and the effectiveness of presentation in improving
student understanding. In addition, media validation
includes technical aspects, such as visual appearance,
text readability, navigation, and media interactivity.

From the validation results, some aspects obtained
different scores. For example, the aspect of material
alignment with the curriculum obtained the highest
score, indicating that the compiled content was in
accordance with learning standards. In contrast, the
interactivity aspect of the media received the lowest
score, indicating the need for improvement in the
interactive elements to make students more actively
involved in learning.

The implication of this validation result is very
important for improving the quality of learning media.
Aspects that have received high scores should be
maintained, while aspects that received low scores
should be improved to make the learning media more
effective in supporting student understanding. Input,
suggestions, and comments from experts are very
valuable in improving the product, so that the media
developed can really overcome problems in the learning
process.

The following are the results of validation from
media experts who present an assessment of various
aspects of the learning media developed.
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Table 2. Media expert validation results
Score

Number of

Aspect statements obtained Overall score
Display quality 9 38 45
Legibility 3 11 15
Convenience 5 20 25
Layout 3 12 15
Total score 81 100

Based on the data from the media expert's
assessment of multimedia design, it was found that the
learning media developed was included in the very
feasible criteria with a score percentage of 81%. Material
expert validation results of the validity assessment on
the media aspect are presented in the following table.

Table 3. Material expert validation results

Aspect I;Itl;irelrlfgnc:sf ob tgicr?sg Overall score
Suitability 7 56 70
Completeness 1 8 10
Accuracy 3 25 30
Clarity 2 17 20
Convenience 2 17 20
Systematic s 5 42 50
Presentation

Total Score 165 200

Based on the data from the material expert's
assessment of multimedia design, it was found that the
learning media developed was included in the very
feasible criteria with a score percentage of 82.5%. Based
on the results of the research and development that have
been described, it can be concluded that the product
resulting from this research is the development of
research on the development of canva-based learning
media in the Restaurant Operations course. Data
analysis on the results of the research obtained
achievement results in the media aspect of 81%, and the
material aspect of 825 %. The average feasibility
assessment is 81.75% and is included in the very feasible
category, meaning that the product developed has met
the established quality standards and is suitable for use.

Discussion
This study aims to produce interactive learning
media in the Restaurant Operations 1 course. One of the
basics in developing this learning media is the
components of learning in the form of learning
materials, learning methods, educators, and students
(Pratama & Sakti, 2020). Learning is interpreted as a
process of changing behavior as a result of individual
interactions with their environment. Changes in
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behavior towards learning outcomes are continuous,
functional, positive, active, and directed. The process of
changing behavior can occur in various conditions based
on explanations from educational and psychology
experts (Khairunnisa & Apoko, 2023). Meanwhile,
learning is the process of interaction between students
and educators, with learning materials, delivery
methods, learning strategies, and learning resources in a
learning environment. Media is anything that can
channel information from information sources to
information recipients (Syafria et al., 2020). The media is
a container for messages that the source or distributor
wants to forward to the target or recipient of the
message, and that the material to be conveyed is a
learning message, and that the goal to be achieved is the
learning process occurring. Learning media is a set of
tools that can be used as a learning resource by teachers
in conveying material to students or students. There are
many kinds of learning media, such as print media,
audio media, and audio-visual media (Fatria, 2023).
Media development also depends on needs, one of
which is the development of computer-based media. The
development of computer-based learning media
maximizes the role of media images, sound and
interactive media (Setyaningsih et al., 2023). From the
notion of interactive learning above, interactive learning
media is a learning media that can encourage students
to learn more actively. Interactive learning media will
create interactions with users or students, such as paying
attention to pictures, videos, sounds, and animations.
Canva is a medium that embodies design features online
with a very attractive appearance and a variety of design
options and is easy to use and can be used for free.
Canva is a great choice to help develop learning media
(Fatria, 2023).

The steps in developing Canva-based learning
media are as follows: The first step that must be taken to
be able to use Canva is to visit the website
www.canva.com and then register an account so you can
log in to Canva Web (Kartiwi & Rostikawati, 2022). Or
users can also log in using an existing Google account or
email. After logging in, the user will be directed to the
main page view as shown below, to start designing, click
the "button" and then select the type of presentation
template that will be used. This research will develop
interactive learning media, for which the presentation
template was chosen. Canva has provided a variety of
attractive templates, making it easier for creators to
design. However, in this study, only one background is
needed. In this study, what will be developed is an
audio-visual based learning design (Yusril, 2024).
Choosing a background is the first process in this
section. There are two menus to choose from, namely
"Photos" and "Lat" or you can choose a template directly.
The next step is adding text. To add text to Canva, we
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can use two ways (Pratama et al., 2023). Our first option
can take the text that is in the Canva template. The
second option, the text can be searched manually. We
can also adjust the size, style, color and other variations
as shown below. Next, we can add audio-visual content.
Creators can explain the content of material on Canva
slides by showing faces. The following image is a way to
create audio-visual content. Creators can also directly
add existing or pre-made video and audio, by uploading
videos as shown in the image below (Kurniawan et al.,
2024). If you want to add music, Canva also provides
music, which we can select in the audio menu, and click
to add music. If the design process is complete, we can
share the final result in the form of a link and can also
save files offline. To download a file, click the share
menu, then select the download with the desired file
type. The image below is how to download files from
projects in Canva (Yasuda & Augustine, 2008).

This research uses the ADDIE development model,
with the research instrument using an expert validation
questionnaire which contains questions regarding
aspects of media presentation, and the content or
contents of the material. After the data from the
completed questionnaire is collected, data analysis will
be carried out as follows: based on the Likert scale which
consists of five categories, namely very good, good,
adequate, lacking, and very lacking, then the data
obtained is analyzed with the following formula
(Adinda et al., 2025).

S
PAV = ]Nx 100% 1)

Description:

PAV = validation questionnaire percentage
Js = the total score obtained

N = total score

Next, the results of processing the expert validation
questionnaire data are categorized according to the
Likert scale to show the feasibility of the product being
made. the categories are as follows.

Table 4. Eligibility categories

Rating range (%)
80 < PAV <100

Category

Very worth it

60 < PAV <80 Worthy
40 <PAV <60 Decent enough
20 < PAV<40 Not feasible
0<PAV<20 Unworthy

The product being developed is said to be valid if it
reaches a minimum of "decent" criteria.
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Conclusion

Based on the research results, the development of
interactive learning media in the Restaurant Operations
1 course has been successfully carried out using the
ADDIE method. The validation results show that the
developed media has a high level of feasibility both in
terms of material and technical aspects of the media. The
material expert gave a positive assessment of the
integration of the material with the curriculum and the
clarity of concept delivery, while the media expert
highlighted the visual aspects, navigation, and
interactivity that were good enough but still needed
improvement on some interactive features. The results
of the trial on students also showed that the use of
Canva-based interactive learning media can improve
their understanding and motivation to learn. Compared
to the previous media which was only a PDF module,
this new media is more effective in delivering practicum
material because it combines visual, audio, and video
elements that make it easier for students to understand
the practicum steps more clearly. The implications of
this research show that the development of interactive
learning media can be a solution to the challenges in
online learning, especially in courses that have a
practicum component. With more innovative and
interactive media, the learning process can be more
interesting and effective. Therefore, recommendations
for future research are to further develop interactivity
features and test the effectiveness of the media over a
longer period of time to see the impact on overall
student learning outcomes.
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