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Abstract: The use of teaching materials in elementary schools is not optimal, 
teachers tend to only use students' books as teaching materials. To overcome 
this problem, integrated thematic teaching materials were developed with the 
Discovery Learning model using interactive multimedia Adobe Flash CS6 in 
class V of elementary schools. This research aims to develop integrated thematic 
teaching material products with the Discovery Learning model using interactive 
multimedia Adobe Flash CS6. This research uses research and development 
(R&D) methods with the ADDIE development model. In the ADDIE 
development model there are five main stages, namely Analysis, Design, 
Development, Implementation, and Evaluation. Validation is carried out to 
determine the suitability of the teaching materials developed. The material 
aspect obtained 91.81% in the very valid category, the media aspect obtained 
90.83% in the very valid category, and the language aspect obtained 96% in the 
very valid category. At the Implementation stage, practicality tests and 
effectiveness tests are carried out. The results of the practicality test with teachers 
obtained an average of 95%, by teachers and 86% by students in the very 
practical category. Effectiveness testing was carried out on aspects of student 
motivation and learning outcomes. The motivation aspect obtained an average 
of 83% in the very high category. Learning outcomes in the knowledge aspect, 
posttest scores at SDN 09 Selayo were 82.66 with a Good predicate, and at SDN 
24 Selayo 85.33 with a Good predicate. From the research conducted, it can be 
stated that integrated thematic teaching materials with a discovery learning 
model using Adobe Flash CS6 interactive multimedia are valid, practical and 
effective for use in class V elementary schools. 
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Introduction  

 
In the era of Industrial Revolution 4.0, education 

needs to innovate so as not to be left behind. The 2013 
curriculum emphasizes developing student 
competencies in the aspects of attitudes, knowledge and 
skills. Integrated thematic learning in elementary 
schools, such as in class V, requires creative and effective 
teaching materials (Dahliana et al., 2023). The Discovery 
learning model is suitable for integrated thematic 
learning (Lena et al., 2019; Melindawati, 2020; 

Rahmatina et al., 2019; Wahyuni & Ananda, 2021). 
Discovery Learning encourages students to find 
information on their own, organize and conclude 
learning (Alfieri et al., 2011; Fahmi et al., 2019; Winarni 
et al., 2020). Teaching materials play an important role in 
completing the learning process, helping students think 
and achieve specified competencies (Arifin et al., 2018).  

Interactive multimedia Adobe Flash CS6 in 
learning can increase student engagement and make 
learning more interesting. Teachers need to understand 
students' needs, the learning environment, and choose 
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appropriate learning models, such as Discovery 
Learning, to achieve learning goals effectively (Magda et 
al., 2020). 

The background to the problem faced in this 
context is the need for innovation in education to keep 
up with the development of the Industrial Revolution 
4.0. The 2013 curriculum emphasizes the importance of 
developing student competencies in aspects of attitudes, 
knowledge and skills. In integrated thematic learning in 
elementary schools, especially class V, creative and 
effective teaching materials are needed (Trisnawati et al., 
2020). 

The Discovery learning model is considered 
suitable for integrated thematic learning because it 
encourages students to actively seek information, 
organize and conclude learning. The role of teaching 
materials is very important in supporting the learning 
process, helping students think and achieve the desired 
competencies (Suyono, 2015). The use of interactive 
multimedia Adobe Flash CS6 in learning is expected to 
increase student involvement and make learning more 
interesting. It is important for teachers to understand 
student needs, the learning environment, and choose 
appropriate learning models, such as Discovery 
Learning, in order to achieve learning goals effectively 
(Irsyad, 2020). 

 

Method  
 

This research uses a Research and Development 
(R&D) approach which aims to develop effective 
teaching material products in the context of school 
learning (Putra et al., 2020; Rostyawati et al., 2021; 
Zulfadewina et al., 2020). This development method 
focuses on testing the effectiveness of the resulting 
product. This research adopts the ADDIE Model which 
consists of five stages: analysis, design, development, 
implementation and evaluation (Desyandri et al., 2019; 
Siburian et al., 2020). 

The research procedure began with the Preliminary 
Study stage, where observations were carried out at 
SDN 24 Selayo and SDN 09 Selayo to spread the use of 
ICT-based teaching materials and the use of computers 
in learning which was not yet optimal. The Model 
Development Stage is carried out by designing teaching 
material products using Adobe Flash CS6 based on the 
ADDIE Model (Mubarok, 2022). 

Next, the analysis stage includes student analysis, 
curriculum analysis, and material analysis to identify 
product development needs. The Design Phase involves 
designing the appearance of an open material product 
with various features that support learning. The 
Development Stage involves product validation by 
experts and trials on students at SDN 09 Selayo and SDN 
24 Selayo. 

The Implementation stage is carried out to obtain 
feedback on the product, while the Evaluation stage 
includes evaluating the practicality and effectiveness of 
the product. Primary data was obtained from 
respondents and informants through questionnaires, 
interviews and documentation (Alam, 2021). Data 
collection instruments include validity instruments, 
interviews, and questionnaires to measure the 
effectiveness and practicality of the products being 
developed. 
 

Result and Discussion 
 

This research is development research that focuses 
on developing integrated thematic teaching materials 
with the Discovery Learning model using interactive 
multimedia Adobe Flash CS6, especially on theme 8 
"Our Friendly Environment" for fifth grade elementary 
school students. The development model used is 
ADDIE, which consists of five stages: analysis, design, 
development, implementation and evaluation. 

The research process lasted for two months from the 
beginning until the teaching materials were deemed 
valid by material, media and language experts. Initial 
observations were carried out through interviews with 
class V teachers at SDN 09 Selayo to identify needs for 
teaching materials, curriculum and related situations. 
Then, researchers created teaching materials with the 
Discovery Learning model using interactive multimedia 
Adobe Flash CS6.  

Once completed, the teaching materials are 
validated by experts, including Prof. Yalvema Miaz, 
MA., Ph.D., Drs. Syafri Ahmad, M.Pd., Ph.D., Silvia 
Handayani, M.Pd., Dr. Darmansyah, ST., M.Pd., and Dr. 
Nur Azmi Alwi, S.S., M.Pd. The aim of the product 
produced is to provide alternative teaching materials for 
teachers as an addition to schools. The process of 
developing teaching materials is carried out in several 
stages, including analysis, design, development, 
implementation and evaluation, with a focus on 
implementing the Discovery Learning model using 
Adobe Flash CS6 interactive multimedia (Sari, 2023; 
Syafriatma & Amini, 2021). The analysis stage in this 
research includes analysis of teaching material needs, 
curriculum analysis, and analysis of student 
characteristics. 
 
Learner Analysis 

Analysis of student characteristics aims to 
understand the level of student abilities, especially in 
critical and creative thinking (Suchyadi & Suharyati, 
2021). Teachers at SDN 09 Selayo reported that students 
were less active in learning, tending to only receive 
information without looking for it themselves. The 
characteristics of students at SDN 09 Selayo show 
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activity and a tendency to use traditional methods in 
learning. Lack of teacher understanding and creativity 
in developing teaching materials results in less 
interactive learning, causing students' need for 
interesting and interactive learning media. 

 
Curriculum Analysis 

The curriculum used at SDN 09 Selayo is the 2013 
revised 2017 curriculum based on integrated thematic 
learning. The goal of integrated thematic learning is to 
integrate learning content into "themes" to create a 

complete understanding for students. In class V theme 8 
"Our Friends' Environment", there are core 
competencies and basic competencies that must be 
adapted to the cognitive, affective and psychomotor 
domains. This analysis is the basis for developing 
teaching materials using interactive multimedia Adobe 
Flash CS6. 

The results of the analysis related to basic 
competencies from 5 subjects in theme 8 "Our Friendly 
Environment" are explained in Table 1. 

 
Table 1. Competence Base Theme 8 Subtheme 1 and 2 
Payload Eye  Learning Theme 8 
(Environment Friend We) 

 
Competence Base 

Subtheme 

1 2 

PPKn 1.3 Grateful diversity social public as the gift of God Almighty in the context of 
Bhinneka Single Ika 

v v 

2.3 Behave tolerant in diversity social culture society in context Bhinneka Single 
Ika 

v v 

3.3 Studying diversity social culture public v v 
4.3 Organize activity Which supports diversity social culture public v v 

 
Language Indonesia 

3.8  Elaborate sequence of events or Action Which there is on the text non-
fiction 

v v 

4.8 Serve return incident or Action with notice background behind Which there 
is on text fiction 

v  

IPA 3.3 Analyze cycle water and impact on event in earth and the survival of 
creatures life 

v v 

4.8 Make work about scheme cycle water based on information from various 
source 

  

Social Sciences 3.3 Analyze role economy in effort improving people's lives in the social sector 
and culture to strengthen unity and unity nation Indonesia as well as 

relationship with characteristics room 

v v 

4.3 Presents the results of an analysis of the role of economics in effort 
prosperous life society in field social and cultural for strengthen unity and unity 

nation 

v v 

SBdP 3.2 Understanding stairs tone v  

4.2 Make story pictures v  

 
 Based on competence base, formulate it indicator- 

indicator for support achievement competence base. 
Results analysis indicator learning on theme 8 
(Environment Friend we) sub theme 1 (Humans and the 
Environment is carried out by means develop indicators 
that have been created by the fifth grade teacher in SDN 
09 Selayo. The results of the indicator analysis can be 
seen at Table 2. 
 
Design 

To produce teaching materials using Adobe Flash 
CS6  , a flowchart and storyboard are created as a design 
plan  from material teach with model discovery learning 
use interactive multimedia adobe flash CS (Haj et al., 
2024; Ratnaningsih et al., 2022). 

 
Making Flow chart 

Having a flowchart will help in development of the 
teaching materials that will be made and each part of the 

flowchart have a certain relationship (Afifah et al., 2023; 
Sitompul, 2021). The following is a flowchart of model 
teaching materials discovery learning using Adobe Flash 
interactive multimedia CS6. 
 
Making Storyboarding 

Storyboarding containing all data Which will 
appear in screen and data supporters who will help in 
creating parts of the teaching materials (Albana & 
Hartayu, 2023; Rudiansyah et al., 2021). Following 
Storyboarding from model discovery learning use 
interactive multimedia adobe flash CS6. 

Based on the flowchart and storyboard that have been 
created be produced material teach with model discovery 
learning use multimedia interactive adobe flash CS6 . For 
appearance material teach model discovery learning use 
multimedia interactive adobe flash CS6 can see in the 
attachment. 

 



Jurnal Penelitian Pendidikan IPA (JPPIPA) August 2024, Volume 10, Special Issue, 466-474 
 

469 

Development 
At this development stage, multimedia product 

validation is carried out learning. The purpose of this 
product validation is to find out appropriateness and 
quality from material teach. Testing validity that is with 

validate learning teaching materials by experts and, then 
revision was carried out. The validation of this teaching 
material is validated by experts material, expert media, 
and expert Language. Suite activity Which carried out 
based on the development carried out until stated valid. 

 

Table 2. Results Analysis Indicator 
Indicator Learning in School Indicator results Analysis 

Learning 1 
Language Indonesia 
3.8.1 Explain characteristic features text non-fiction 3.8.1 Identify incident- incident or action Which there is 

on text non-fiction (C4) 
3.4.2. Conclude characteristic features text nonfiction (C5) 

4.4.1 Tell the story of the event there is on text non-fiction 4.4.1 Serve map thought about benefit water for humans, 
animals and plants correctly (P3) 

IPA 
3.8.1 Explain cycle water Which happen in earth Analyze the benefits of water for man, animal and land 

(C4) 
Identify impact cycle water on events on earth as well life 

sustainability (C4) 
4.8.1 Understand benefit water for human survival, and life on earth. Make scheme cycle water based on information and 

source right (P5) 
Serve information Which related benefit water for man, 

animal and plant (P5) 
Learning 2 
Language Indonesia 
Read text about cycle water 
Read text fiction 

Analyze picture about group water cycle (C4) 
Analyze the sequence of events on text fiction with use 

language Indonesia is good and right (C4) 
4.8.1 Tell fill song lyrics 4.8.1 Identify order events in reading with correct (P4) 

4.8.1 Analyze fill verse song (P4) 
IPA 
3.8.1 Explain cycle water based on observation picture 3.8.1 Analyze cycle water based on observations image 

(C4) 
4.8.1 Make chart about cycle water 4.8.1 Serve chart about cycle water based on information 

from various source (P5) 
SBdP 
3.2.1 Sing a song correctly Find elements Which there is on song (C4) 

Summarizing elements Which there is on song (C5) 
4.2.1 Identify various ladder tone correctly 4.2.1 Serve elements ladder tone (P3) 
Learning 3 
PPKn 
3.3.1 Observe diversity social community culture Indonesia Find diversity in environment around (C4) 

Conclude benefit diversity social culture public Indonesia 
(C5) 

3.4.1 Mention diversity social community culture Indonesia 4.3.1 Develop activities associated with 
socio- cultural diversity public Indonesia (P4) 

Social Sciences  
3.3.1 Read about types business in surrounding environment Compare types business in environment around Which 

process source Power natural in a way group (C5) 
Identify types business and activity economy public (C4) 

4.3.1 Mention the diversity of types type of business and economic 
activity public Indonesia 

4.3.1 Develop types business activity economy public (P5) 

Language Indonesia 
3.8.1 Reading the text about          diversity culture in Indonesia Identify text about diversity culture in Indonesia (C4) 

Conclude text about diversity culture in Indonesia in 
reading correctly (C5) 

4.8.1 Explain the sequence of events in reading 4.8.1 Identifying sequences events in the reading correctly 
(P3) 
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(a) (b) 

  

  
(c) (d) 

  
(e) (f) 

 
(g) 

Figure 1. Storyboarding from material teach model discovery learning: (a) Homepage; (b) Cover page; (c) Menu page; (d) Page 
instruction; (e) KI page; (f) Appearance learning 1-9; (g) Page evaluation 
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Validation by Expert Material 
Validation carried out by material experts related to 

the material which served on multimedia learning. 
Expert material Which validate multimedia learning 
This there are three person that is Mrs Drs. Syafri 
Ahmad, M.Pd., Ph.D is expert education Teacher school 
base at a time lecturer program postgraduate education 
base in University Padang State; Mr Prof. Yalvema Miaz, 
M.A., Ph.D., is expert education Teacher school base at a 
time lecturer program postgraduate education base in 
University Padang State; and Mrs. Silvia Handayani, 
M.Pd is an elementary school teacher Already own 
experience teach more from five years. As for results 
validation by validator expert material seen on Table 3. 

 
Table 3. Results Validation by Validator Expert Material 
Validator Results evaluation Percentage % Information 

Validator 1 106 96.36 Very valid 
Validator 2 97 88.18 Very valid 

 Average 91.81 Very valid 

 
Based on the results of validation by material 

experts, it is obtained average as big as 91.81% with 
category very valid and can tested with revisions 
according to suggestions from the validator. As for 
suggestions and comments provided by material expert 
validators. 

 
Validation by Expert Media 

Validation carried out by media experts is related to 
aspects suitability media, design and layouts and 
convenience in operation. Expert media Which validate 
multimedia This lesson is Mr. Dr. Darmansyah, ST, 
M.Pd. He is an expert in Educational Technology at 
Padang State University. As for results validation expert 
media Which complete by expert media can shown in 
Table 4. 
 

Table 4. Validation by Expert Media 
Aspect Which assessed Results Evaluation 

Appearance 80 

Programming 29 

Average  90.83 

Category Very Valid 

 
Based on the validation results by media experts, 

the average value was obtained an average of 90.83% is 
in the very valid category, this is significant that the 
teaching materials developed contain appropriate 
designs attractive and proportional and easy to use by 
students (Sukariasih et al., 2019), so that student can use 
material teach in a way independent. 
 
 
 

Validation by Expert Language 
Data validity Language obtained from expert 

Faculty Knowledge Education namely Mrs. Dr. Nur 
Azmi Alwi, SS, M.Pd by means provide an assessment 
sheet as shown in Table 5. 

 
Table 5. Results Validation by Expert Language 
Validator Results evaluation 

Validator Expert Language 96 
Average  96 
Category Very Valid 

 
Implementation 

At this stage, limited testing was carried out on 
teachers and student. Trials Which intended. The level 
practicality and effectiveness material teach Which 
developed in increase motivation and results study 
student. Trials limited This consists from 1 person 
teacher and 15 person student class V SDN 09 Selayo, 1 
person teacher and 15 students class V SDN 09 Selayo. 
 
Results Test Practicality Material Teach to Teacher 

The level practicality material teach Which 
developed, a practicality test is carried out on teachers. 
On The practicality test stage for teachers is carried out 
by asking teacher to fill out a practicality questionnaire 
sheet regarding teaching materials which was 
developed as shown in Table 6. 
 
Table 6. Results test practicality by Teacher 
Teacher School Score 

NR SDN 09 Selayo 10 
M.S SDN 24 Selayo 9 
Average  95% 
Category Very Practical 

 
Results Test Practicality Material Teach to student 

The level practicality material teach Which 
developed, so done test practicality to student. On stage 
test practicality to student done with method request 
students to fill out a practicality questionnaire sheet 
regarding teaching materials which was developed. The 
results of the practicality tests carried out to students can 
seen on Table 7. 
 
Table 7. Results Test Practicality to Student 
Amount Student School Amount Acquisition 

Mark 

15 SDN 09 Selayo 130 
15 SDN 24 Selayo 128 
Total Acquisition Mark 258 
Results Practicality 86% 

 
Evaluation Aspect Knowledge 

In the knowledge aspect, a pre-test and post-test 
were carried out form question objective for know level 
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success material teach Which developed in increase 
results Study student. Based on the results of students' 

answers, results are obtained recapitulation pretest 
scores and posttest Which served on Table 8. 
 

Table 8. Results Recapitulation Aspect Knowledge 
School Amount Participant Pretest value Predicate Posttest value Predicate 

SDN 09 15 58.66 D (Not enough) 82.66 B (Good) 
SDN 24 15 60 D (Not enough) 85.33 B (Good) 

 
After all stages have been completed and declared 

feasible and can be used as a learning resource, 
furthermore is stage evaluation. Evaluation is stages 
which final after the product to be developed goes 
through the analysis stage, stage planning, and stage 
development Which Where onstage development 
includes feasibility tests, group trials (both small nor test 
try group big) and test try educator. On stage this 
researcher spread or promote product end form 
multimedia interactive Adobe Flash CS6 On stage This 
researcher insert multimedia into CD-Interactive which 
is then distributed in a way on line in web. Matter This 
done so that product Which has developed can be used 
as a learning medium and can continued by future 
researches. 
 

Conclusion  

 
Development of integrated thematic teaching 

materials with the Discovery Learning model using 
interactive multimedia Adobe Flash CS6 for class V 
Elementary School in theme 8 subthemes 1 and 2 shows 
excellent validity, high practicality, and effectiveness in 
increasing student motivation and learning outcomes. 
This teaching material is proven to be very valid because 
the material is in accordance with basic competencies 
and learning objectives. Apart from that, this teaching 
material is very practical to use with navigation buttons 
that are easy for students to operate. The use of 
interactive multimedia in this teaching material is 
effective in increasing student learning motivation 
through attractive visuals and animations. 
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