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INTRODUCTION

Technological advancements have affected every aspect of human existence, including
education (Kenedi et al., 2019). The implementation of technology in the educational system
is extremely beneficial to the administration of education. One of the ways that technology is
used in education is to implement the learning process in schools (Helsa et al., 2019). Because
of the growth of the industrial revolution 4.0 period, which requires the use and development
of technology in every area of life, including the learning process, the use of technology in the
learning process is extremely essential to adapt. Because of the problems that must be met in
the learning process, such as the education system's ability to create graduates with a variety
of abilities based on mastery of technology, the period of the industrial revolution 4.0
necessitates the use of technology in the learning process (Helsa and Kendi, 2019). This is
because graduates will confront increasingly complicated challenges in the future, which will
necessitate mastery of technology in the problem-solving process. As a result, the use of
technology in the learning process must be integrated.

The implementation of technology in the classroom has a positive influence on learning
quality. 2011 (Hicks). Incorporating technology into the learning process can increase student
learning results (Lee et al.,, 2011; Gadburry-Amyot et al., 2013, Naik et al., 2020).
Furthermore, the usage of technology can help learners enhance their critical, creative, and
higher-order thinking abilities (Pucer et al., 2014). As a consequence of the findings of this
study, it can be stated that incorporating technology into the learning process can increase
learning quality and that teachers must be able to apply it. It is the responsibility of teachers to
be able to develop learning procedures that use technology. Teacher creativity is required in
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learning design in order to build an original, creative, dynamic learning environment that
motivates students to learn via the use of technology.

Developing learning media is one of the ways technology may be used in the learning
process. Studying media is a tool that teachers use to help pupils grasp what they're teaching
(Helsa et al., 2019). The utilization of learning material is critical in the learning process.
They are incorporating the learning process into the primary school curriculum. Students at
elementary school are those who are in the midst of a certain operational time (Kiswanto,
2017, Pratiwi et al., 2020). Children learn via actual objects and direct student experience at
this time. As a result, the instructor must be able to show real-world items and connect student
experiences to the learning that will take place. The incapacity of all teachers to offer real
things in the learning process is, nevertheless, a common stumbling block. As a result, using
learning media as a manipulative tool to teach a topic to pupils is required. As a result, it is
the teacher's responsibility to create learning media that is appropriate for the students'
developmental stage.

Teaching methods and learning strategies have been developed around the world to
improve students' English skills (Wang et al., 2011: 128)1. Applying interesting teaching and
learning methods but still including the local wisdom of the surrounding community, which is
very useful for supporting oral and written communication skills. The learning method used in
this study is a game. The use of games in learning can make it easier for students to master the
material with high enthusiasm.

Teachers did not employ instructional media throughout the learning process, according
to observations conducted by researchers at SMPN Satu Atap Pulau Tunda in Tirtayasa
District, Serang Regency. The subject is solely explained in a traditional manner by the
teacher. As a result, learners simply paid attention to the teacher's delivery of content.
Students are likely uninterested in the subject provided by the teacher, and others appear
bored when the material is presented. When the teacher assigns the task, the pupils appear to
be uninterested in doing it. Students express dissatisfaction with the homework they have
been assigned. Even learners strive to imitate their friend's work. According to the
researcher's interpretation of the observations, the issue was that the instructor did not employ
learning material that was appropriate for the students' growth, resulting in poor student
motivation. The findings of this study are bolstered by the outcomes of distributing learning
motivation questionnaires to students. In the low category, these results show an average
score of 54 students.

Based on the description above, researchers feel the need to provide an update on
teaching materials based on Macromedia Flash by adopting materials about Local Wisdom.
The researchers' update was the learning process that was previously carried out face-to-face
in the classroom. Now with the application of learning media with Macromedia Flash, the
learning process can be carried out remotely.

Development of Local Wisdom Based Learning Model

Learning is an effort so that students can be independent with their abilities. Conscious
learning is carried out to translate actual and perfect things to achieve superior and perfect
humans who are suitable for learning and life goals (Mudyaharjo, 2012; Muhmidayeli, 2011).
Therefore, the quality of learning must continue to be improved with the challenges and needs
in preparing quality and competitive human energy sources. The increase in the quality of
learning must also be in line with efforts to protect Indonesian culture, which is starting to be
replaced by foreign culture by westernization. (Suharni, 2019) said that westernization is an
excessive imitation of Western-style by adopting their lifestyle in totality without any filter
filtering it, imitating all aspects of life both in terms of fashion, behavior, culture, and others.
The imitative behavior interferes with national culture and language. Cooperation between
countries and the massive influence of globalization provide benefits and negative
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consequences that criticize Indonesian culture. Indonesian culture is starting to be displaced
by foreign cultures such as television activities, exposing young people to foreign styles and
cultures, and reducing their attention to Indonesian regional arts (Surahman, 2017). In view of
this, students must be encouraged from an early age to get closer and understand the local
culture. Each region in Indonesia has values that need to be internalized. Therefore, it means
to include local wisdom as the main content of teaching materials in elementary schools.

Teaching materials based on local wisdom act as a facility for internalizing cultural
values and are more comfortable to understand because they are more contextual, close to
student learning areas, and can improve learning outcomes (Anggramayeni, Yolida, &
Marpaung, 2018; Zinnurain & Muzanni, 2018). Teaching materials based on local wisdom
will be more useful if they have local cultural values and can also improve the survival skills
needed in this 21st century.

Teaching materials have a significant position in achieving the educational goals that
have been planned. Teaching materials are data, equipment, and readings needed by
teachers/instructors to design and pursue educational applications systematically arranged
based on the competencies students want to understand in the educational process (Prastowo,
2014; Sofan & Ahmadi, 2010). Teaching materials used in education are not only practicing
novels from the government, but teachers can also improve teaching materials based on local
wisdom. Local wisdom is often referred to as local wisdom, local wisdom, people knowledge,
local knowledge, folk knowledge, indigenous knowledge, or traditional wisdom. For Kun
(2013), local wisdom can be referred to as local ideas that have wisdom, prudence, good
values, which are believed and adhered to by members of the community. Local wisdom is a
way of thinking about life and knowledge and various life strategies in the form of activities
that are tried by local residents in responding to various cases related to their needs. (Maryani
& Yani, 2015) said that as a result of local wisdom, everything that lives and is believed to be
true from one generation to the next becomes a guide for residents on how to behave.

Macromedia Flash

Macromedia Flash 8 is software designed to create vector-based animations, and the
resulting size is smaller. Initially, this software was designed to create animations or internet-
based applications (online). But in its development, it is widely used to create animations or
non-internet (offline) applications. With the 2.0 Action script included with Flash, Flash can
be used to develop games or teaching materials, such as quizzes or simulations.

Understanding Online Games

Online games are games that are used by someone for personal enjoyment and online
games can also be used as educational tools. Goals, rules, challenges, and interactions that
occur are the most important parts of online games. Therefore, online games have positive
and negative impacts on learning, especially in learning a new language. Every learning must
have both of these impacts. There is no learning that only has a positive impact. The impact of
playing online games is that we can have a sense of anxiety and a sense of being motivated
for new things. Anxiety is a negative impact because when someone is learning from online
games, they will indirectly learn vocabulary that is not in the context in the game itself. While
the positive impact that we can get from online games is that someone will be able to improve
concentration, language skills, and the ability to interact with others (Reinders & Wattana;
2014)2,

RESEARCH METHOD

The model through which the study is conducted is referred to as the research method
(Borg & Gall, 1983). Because of its applicability, the model employed in this study was used
by some of the participants. The preliminary study stage of the research entails document
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analysis, classroom observation, and interviewing; the development stage entails writing,
internal expert judgment, and revision; and the field testing stage entails try out, external
expert judgment, and revision.

Needs Analysis

At this stage, the Research Chair conducts a needs analysis in the form of gathering
information about learning materials that will be delivered with Macromedia Flash. The
problems analyzed are analyses of problems contained in the learning process in the field to
identify possible solutions that can be applied to overcome these problems. Content analysis
to find out the learning components in the form of Competency Standards, Basic
Competencies, Learning Objectives, and Material Content in accordance with the syllabus.

Design: The design stage was carried out by Research Member 1 to find appropriate and
interactive learning media based on material that had been determined in the previous stage.
At this stage, a screen display design sketch is needed to make it easier for programmers to
translate into a more real form. The design is made in a storyboard to facilitate the
implementation of the design. Design Implementation: The implementation session is the
process of translating the design into the actual view which is carried out by the Chair and
Research Members. The development used is PC-based multimedia. The program used to
translate this design is in the form of a Macromedia Flash program to create animations in the
form of photos or readings.

Then, Testing: This session is where this educational media is checked. This session is
more about checking the navigation buttons whether there are errors in giving commands,
inaccessible navigation, checking interfaces, module errors, or arrangement errors. This
session is reviewed one by one by the author manually and will be reviewed by media experts
and module experts in the educational media validation session. Then, Expert Validation: This
stage is the stage of testing or checking whether the learning media has navigation buttons,
whether there are errors in issuing orders, navigation errors, and errors in the material. The
next stage is the expert verification stage or expert judgment. In this study, the verification
stage is the initial test. This is done to find out whether the media created is suitable for
interactive learning media. If the verified media is in accordance with its category and does
not need to be modified, interactive learning media can be implemented in the field. At the
same time, the materials expert will evaluate the completeness and applicability of the
materials and media based on the syllabus, and the media expert will evaluate the media
design. Revision: After expert verification, the interactive learning media will be modified
based on expert input. If the verified media is in accordance with its category and does not
need to be modified, interactive learning media can be implemented in the field.

Feasibility Test: After the expert stated that the interactive learning media was feasible,
a field trial was carried out on the media (in this SMP learning). The school that became the
resource person for the media trial was grade 2 students. Students tried to produce media and
provide their responses. Media Improvement: After the test is carried out in schools with
students as respondents, input from students will be increased. If improvements cannot be
made, input will be given for further research. Last, Products: The products produced are in
the form of English animal name recognition educational games, suitable as learning media in
the learning process at school.

This research has been carried out a needs analysis (initial) in January 2021 and the
design will be carried out in February-March 2021; before this research is carried out, in April
- Media experts and material experts will carry out may testing, and in May it will be carried
out testing by respondents. The object to be studied in this research is the second-grade
students of junior high school on the coast of Pulau Tunda.
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RESEARCH FINDINGS AND DISCUSSION
Research Findings
Stage of Product Development

The development of learning media using the Macromedia Flash program has the
procedure steps that have been carried out, namely:
Design Stages

Before defining the first product design idea of learning media using Macromedia Flash,
the design stage must be completed. The following are some of the first actions that have been
completed: Design learning materials: Determine Competency Standards in accordance with
the curriculum, making Semester Syllabus and Learning Plans, determine the material to be
used, determine reference books that are in accordance with the material, make an evaluation,
designing learning media designs using Macromedia flash collect material (materials in the
form of graphics, images, sound, pictures, animations, videos, and presentations.

Production Stage.

The study's findings have resulted in the creation of interactive learning tools for
English classes. This lesson material is in the form of flash (swf) and HTML, and it can be
viewed using Adobe Flash Player.

The display of English learning media programs using Flash is as follows:

Intro Display

°
a
|

“2\NOe B~y

Mulai

The picture shows the direction to press Mulai to start the media.

Home Menu Display

Vocabulary
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The image depicts the display of the home menu, which contains various options,
including Conversation, Story, Quiz, and Vocabulary.

Display of Conversation
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The picture shows the animation of conversation.

Display of Story
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Fie_tew_Cortrd_Oeg

Surosowan Palace was built during the reign of Sultan Mawlana Hasanuddin (1525-1552). Most of buildings were .
totally damaged during an attack lead by the Dutch Governor General Daendels in 1808, To the south of the square
lay the impressive 5 Palace, desi d by a and later razed by his countrymen. The Surosuwan
Palace was pulled down by blasted attack of Daendels because Sultan Syaifudin refused strongly of Daendels' order
of Grootepostweg project that begun from Anyer to Panarukan and order to develop new port in Lada Bay. Even,
Sultan flapped Du Puy off, a vice officer of Daendels, and sent his head to Daendels. Daendels was getting up set,
and then he demolished the Surosuwan and Kaibon Palace. Now becomes ruins, leave the red bricks and several
sites. Like water castle, the alleys and the moats.

Once upon a time the Palace covered an area of some 30,000 square meters with 2 meters high walls 5 meters
thick and while the perimeter walls are still relatively intact inside looks like some cowboy builders have just tipped
their bricks haphazardly round the site. Ground works are visible and a keen eye could probably make an educated
guest mate as to how the Palace leoked in it's former glery. The main entrance would have been on the northern
side and in the European style there was a bastion on each corner protecting the flanks. Moats once encircled the
whole but today just 2 remain, the southern one especially being a turgid, stagnant pond almost, creamy in color
and foul in stench. It was constructed in the mid-16th Century.

Silgs nglovonoonmny

In front of the palace, there is a museum that houses artifacts discovered during the excavation at the palace,
Museum closed on Mondays. The cannon Ki Amuk was located at K. but is now in front of the

Surosowan Museum. On the cannon islamic inscriptions can be feund, and around the muzzle, a sun is drawn, which
reminds of the pre-Islamic kingdom of Majapahit. An old legend tells that one wha is able to put his arms around *
the cannon will see all his wishes come true.

Display of Quiz

Which one is more difficult or ?
What do you think about ?

Which one does you like best or

Are you interest in ?

What" s your opinion on ?

Which one is more important or ?
Do you think that is boring?
Doyouhaveanopinionon __ subject?

29.  What is your favorite between and ?
10How do you feel about subject?

-~
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Display of Vocabulary
‘B , =T
) < 3 Ji ; 4 E‘ &) ;‘ e > =
= Make a conversation with your friend about schoof subject by compleing the question bellow. -
] Use the subject in the box o help you. ‘

% | |» English + Sport o Performing Art
2| |» History + Automotive o Computer -
<1 |+ Biology + Social culture + Science b
“21 e Math + Administration o Business
"6 Chemistry + Technology + Economy

s Music + Religion o Physic

—o

Evaluation Stage
Data Analysis of Materials’ Validation Result

Validation of material experts was carried out by Dr. Yayu Heryatun, M.Pd, Senior
Lecturer at the UIN SMH Banten English Language Department. She is a Doctor of applied
Linguistics. She also taught Methodology of TEFL. Based on the results of the material
aspects validation, it can be seen the quality of the instructional media material developed.
This validation aims to determine the suitability of the material needed by students. Material
aspects are related to material suitability with Competency Standards, Accuracy of material
coverage, Material truth, Up to date material, Digestibility of materials, Submission of
coherent material, Useful material, Depth of material, Weighted material, Interesting material,
Ease of material delivery, Evaluation for measuring student ability, student involvement in
learning activities, accurate learning resources, and quality feedback (can motivate students).
In the notes of suggestions and comments, the material expert suggested to the researcher to
immediately apply this media to the students. In addition, material experts gave criticism to
add competency standards to one of the slightest. The score obtained is 4.60. Based on the
conversion, qualitative values are included in the excellent category.

Data Analysis Results of Media Aspect Validation

Rizki Fatullah, S.Kom., MTI, conducts the validation of media specialists. He is a
computer specialist and lecturer at the University of Banten Jaya's Design & Multimedia
Courses. He's also a specialist in the subject of learning media, with a specialization in
Macromedia Flash applications. The display quality and learning media programs produced
may be seen based on the results of the media aspect validation. Aspects of the media include
font selection, font size, color, graphics, background selection accuracy, image display,
animation, music accompaniment, sound, screen design, language usage, navigation, button
consistency, clarity of usage instructions, ease of use, efficiency layer usage, text efficiency,
speed, anticipating possible student responses. Based on advice from media experts, several
writings must be corrected, improved videos, and quizzes. When viewed from the scores
obtained, the learning media in the good category is 4.05.

Test Results on Student

It is used as a basis for knowing the breadth and appropriateness of the content with the
demands of students based on the results of the trials on students. These factors include the
readability of the program’s instructions, the quality of the image display, the presentation of
animation, the background composition, the selection of background, music support,

JOLLT Journal of Languages and Language Teaching, October 2021. Vol. 9, No. 4 | 428



Fajri & Saputri Development of English Learning ...........

navigation, the clarity of competency standards and basic competencies to be mastered, the
clarity of learning instructions, and the ease of understanding, the substance of the lesson,
correctness of presenting sequence, breadth of practice/quiz delivery, the function of learning
media in providing insight and understanding, clarity of feedback/response, and increased
interest in learning.

The information gathered from student trials was then translated to a 5-point scale.
Based on the data analyzed, with 17 items verified by 33 students, the number of students
who picked the category was very good was 79, the categories were 272, enough categories
were 167, there were 12 categories that chose poor, and there were ten categories that chose
very poor. After being tested on students, the learning material is placed in the good category
with an average score of 3.60.

Discussion

Because middle school learners are in the concrete operational stage, learning in middle
schools must employ learning media. Children must learn from actual items at this stage, and
teachers must be able to offer real objects or manipulative objects so that students can
comprehend the learning content (Mansur et al., 2017). Junior school kids need to be
motivated to learn. The quality of learning will be influenced by learning motivation (Hamdu
and Agustina, 2011). As a result, teachers must be able to enhance learners' drive to study.
Based on these findings, a learning medium that can boost student learning motivation in
accordance with the features of primary school children, as well as the characteristics of the
fourth industrial revolution age, is required. As a result, in order to improve the learning
motivation of junior high school learners, interactive multimedia employing Macromedia
flash 8 software must be created.

The next stage is to examine the curriculum after determining the main reason for
producing multimedia. The goal of curriculum analysis is to figure out what kind of
multimedia content needs to be created. The design stage is the next step. There are two
actions at this stage: creating flowcharts and creating narrative boards. The goal of flowcharts
is to demonstrate the flow and interrelationships of the programs that have been created. The
storyboard is created when the flowchart is completed. The purpose of the narrative board is
to offer details about the multimedia creation process. Following the creation of flowcharts
and storyboards, Macromedia flash 8 is used to create interactive multimedia. After the
multimedia has been created, expert validation is performed. The goal of expert validation is
to assess whether the created multimedia is feasible. Media expert validation, material expert
validation, and linguist validation are the three specialists involved in expert validation.

This learning material has been approved by material and media specialists, and it has
progressed through the phases of development in the same way. The material expert
validation yielded a score of 4.60, the media expert validation generated a score of 4.05, and
the results of student exams were included in the good criterion with a score of 3.60. This
learning material contains strengths and limitations as a result of product development. The
following are some of the advantages: (1) a different perspective on the learning media
previously utilized. This learning media is an interactive learning media that students may
access at any time and from any location, (2) The primary appeal of learning media utilizing
this Macromedia Flash 8 program is the presentation of the content provided by presenting
numerous animations, as well as the availability of quizzes and summaries. (3) Having
interactive and consistent navigation buttons to allow students to quickly explore each slide
(4) The program's qualities include minimal file size, making it highly profitable if it's
uploaded to the internet, (5) Because it has been published in the.Exe format, this program has
an auto-run file and is instantly executed/running. As a result, the Macromedia Flash 8
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application does not need to be installed before it can be utilized; (6) It may be used for self-
study.

This research claims that interactive multimedia created with macromedia flash 8
software helped junior high school pupils become more motivated to learn. This result
demonstrates that incorporating aspects of technology into learning material can increase the
quality of learning. This study may be utilized as a resource for educators, particularly those
working in secondary schools, who want to improve student learning motivation by
developing technology-based learning media. However, because it focused solely on one sub-
theme of class VII, this study had limitations. To make the research findings more reliable,
further research is required.

CONCLUSION

Based on the results of data analysis and discussion can be concluded as follows: The
creation of learning media with Macromedia Flash has gone through several stages, including:
(1) the analysis phase, which includes the identification of learning media objectives and
student characteristics; (2) the development phase, which includes the creation of learning
media with Macromedia Flash; and (3) the implementation phase, which includes the creation
of learning media with Macromedia Flash. (2) The design stage entails creating storyboards,
deciding layouts, drawing block diagrams, and gathering resources in the form of graphics,
pictures, sound, picture, animation, and choosing the application software to be utilized,
among other things. (3) the production step, which involves putting together layouts, designs,
and resources that have previously been created to produce a learning media product, (4) The
evaluation stage, during which it was reviewed and evaluated by a group of material and
media specialists. Compact Disk contains the results of the Macromedia Flash 8 program's
development.

The quality of learning media products in the English course at SMPN Satu Atap Pulau
Tunda was assessed based on material experts' and media experts' assessments, as well as the
results of a survey. Student trials, which included features of material feasibility based on
material specialists' assessments, scored very well, with a mean score of 4.60. The factor of
media feasibility has a mean score of 4.05. It is based on the opinion of media professionals in
a good category. The trial outcomes for students are adequately classified, with a mean score
of 3.60. So that students and lecturers may utilize it as a learning medium in the classroom.
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