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Abstrak  

Peran media pembelajaran di masa pandemic ini sangatlah penting untuk membantu siswa dalam memahami 

materi pelajaran. Penelitian ini bertujuan untuk menganalisis kebutuhan siswa terhadap multimedia interaktif 

berbasis inquiry training pada pembelajaran sains dimasa pandemic. Subjek penelitian adalah siswa sekolah 

dasar di Kecamatan Setiabudi sebanyak 125 orang yang dipilih secara random sampling. Data dikumpulkan 

dengan menggunakan teknik wawancara semi terstruktur dan angket kepada beberapa guru dan siswa. Hasil 

wawancara semi terstruktur menunjukkan bahwa adanya keterbatasan media yang diberikan guru kepada siswa 

pada pembelajaran sains di masa pandemic ini. Hasil analisis angket kebutuhan siswa menunjukkan bahwa 1) 

media ajar yang dibutuhkan siswa adalah multimedia interaktif dan 2) materi yang dibutuhkan siswa adalah 

system pencernaan dan pernapasan pada manusia, serta system reproduksi, dan peredaran darah pada manusia. 

Penelitiani ini merupakan bagian dari studi awal pengembangan multimedia interaktif berbasis inquiry training 

pada pembelajaran sains di masa pandemic. Penelitian ini dapat  memberikan kontribusi dan solusi bagi para 

pengajar di masa pandemic untuk selalu berinovasi mengembangkan media yang mampu meningkatkan kualitas 

pembelajaran. 

Kata Kunci: multimedia interaktif, inquiry terbimbing, analisis kebutuhan 

 

Abstract 

The role of learning media in this pandemic situation is very important to help students to understand the learning 

matterials. This study aims to analyze students' needs for inquiry training-based multimedia in science learning 

during the pandemic. The research subjects were 125 elementary school students in Setiabudi District who were 

selected by random sampling. Data were collected using interview techniques, semi-structured and 

questionnaires to several teachers and students. The results of structured interviews show that there are 

limitations to the media that teachers provide to students in science learning during this pandemic. The results 

of the student needs analysis show that 1) the material needed by students is interactive multimedia and 2) the 

material needed by students is the digestive and respiratory systems in humans, as well as management systems 

and blood circulation in humans. This research is part of an initial study on the development of inquiry-based 

multimedia training in science learning during a pandemic. This research can provide contributions and 

solutions for teachers during a pandemic to always innovate to develop media that can improve the quality of 

learning. 
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INTRODUCTION 

The COVID-19 pandemic has changed the way people live in the world. The Indonesian government has 

issued many policies related to preventing the spread of Covid 19 which have an impact on the internal and 

external conditions of the Indonesian government. One of the government policies in the field of education is 

the home learning policy. Teaching and learning activities that were previously carried out face-to-face must be 

carried out remotely. In online learning, students become less active in conveying their aspirations and thoughts, 

so that it can lead to saturating learning. In addition, the limitations of teachers in providing learning cause 

students do not fully understand the material (Dhawan, 2020; Widodo et al., 2020).  

Learning from home is certainly different from learning activities at school, in addition to the existence 

of learning tools, learning activities are also supported by learning media to make it easier for students to 

understand the materials. One of them is in learning science. In these subjects, there is material that is very 

difficult to explain if taught in distance learning. Some of these include the human digestive system, respiratory 

system, and circulatory system. This causes students do not understand optimally if taught abstractly. The 

presence of learning media can be used as a communication tool in the science learning process, it is said that 

because in the learning process there is a process of delivering messages from educators to students (Booth, 

2016; Kim, 2019; Yosso, 2020). Learning media is also defined as one of the external factors that influence the 

success of learning activities, in general the benefits of media. Media provides opportunities for teachers to 

focus their duties on individual guidance and counseling in learning activities (Rihatno & Nuraini, 2017; 

Wuryan & Yufiarti, 2017). Which indirectly, the use of media in the learning process increases the effectiveness 

of the role of teachers to students. 

As knowledge and technology advance, the media has developed into multimedia. As it means, multi is 

more than one, multimedia is a combination of more than one media that can facilitate the learning process. 

Multimedia is able to facilitate students with various learning styles (auditory, visual, kinesthetic) (Huang, 2019; 

Shangguan, 2020; Xu, 2016). In addition, the use of multimedia is more effective because it can present 

information that can be seen, heard and carried out. In this case the researcher will develop an interactive 

multimedia in science learning during this pandemic. Interactive multimedia is not linear, which means students 

can choose according to the menu offered. In addition, interactive multimedia offers feedback that can increase 

learning motivation (Anisimova, 2020). Thus, interactive multimedia is multimedia that is suitable to use as a 

medium in learning, one of which is science learning. Interactive multimedia is a media that is equipped with a 

control device that can be operated by students, resulting in interaction and direct involvement of students in 

learning (Kang, 2018). 

In this study, the researchers developed an interactive multimedia in science learning for elementary 

school students. Some relevant research (Bron & Barrio, 2019; Krajka, 2016; Leonard, 2017) shows that the 

existence of multimedia that has been implemented in elementary schools in the form of presentation slides, 

instructional videos, and animation videos. In this study, researchers will create an interactive multimedia 

application in which there are text, graphics, audio, video, and animation and interactivity. Interactivity is also 

a part of the elements needed to complete the interactive communication process in using multimedia. Each of 

these elements has their respective roles in creating interesting and memorable information. Interactivity is not 

a medium. Interactivity is the design behind a multimedia program. Interactivity allows a person to access 

various forms of media or channels in a multimedia program so that the program is more meaningful and more 

satisfying for users. Interactivity is also called interface design or human factor design (Borodzhieva, 2020; 

Sukardjo, 2018). In addition, interactive multimedia that will be developed is integrated with the inquiry training 

approach where students are guided in exploring, observing, explaining a phenomenon to solving a problem 
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(Ellis & Bliuc, 2019; Siburian et al., 2019). Thus, the existence of interactive multimedia based on inquiry 

training will increase activeness and facilitate students to understand the lesson. 

Based on the analysis of some of the above studies, the researchers ares interested in conducting a need 

analysis study related to interactive multimedia in elementary schools. This research seems to show something 

that is different from the previous one, the research subjects are elementary school students and the research 

method used was descriptive qualitative and the sample population were in the Setiabudi area which is certainly 

different from its socio-economic and emotional background with previous research. This research is important 

to study because it is a preliminary study of further development research. 

 

METHOD 

This research is a qualitative descriptive study with a survey method which was conducted from February 

to March for elementary school students. The population was all fifth-grade of elementary school students in 

the Setiabudi district. The sample was randomly selected as many as 125 students. Technique of data collection 

used semi-structured interviews and questionnaires. The interview technique used a video call application to get 

additional or complementary data. Researchers conducted interviews with several teachers to obtain additional 

data sources. The questionnaire was distributed online via google form. These questionnaires and interviews 

contain questions that aim to obtain data about the learning media provided during the pandemic, the teaching 

media needs desired by elementary school students, and what material is difficult to understand during online 

learning in this pandemic. The research data were analyzed descriptive qualitatively. 

 

RESULT AND DISCUSSION  

Based on the results of semi-structured interviews with teachers, data is obtained as listed in table 1.The 

data from the questionnaire results that were distributed to 125 students related to the learning media provided 

during the pandemic are shown in table 1, while the questionnaire results data related to the teaching media 

needs desired by elementary school students shown in table 2.The data from the questionnaire results related to 

material that was difficult to understand in online learning during this pandemic is shown in table 3. 

Table 1 

Interview Results 

No. Interview result 

1 During the pandemic, 87% of teachers only delivered structured assignments through WhatsApp 

groups, while others taught with the help of the google classroom application and zoom meetings. 

2 The learning media that teachers provide to students in science learning are limited to power points, 

videos downloaded from YouTube, educational radio, and television broadcasts related to science 

learning. 

3 Many students are saturated and passive in this online learning 

4 The teacher is transfixed in delivering teaching materials from books provided by the government. 

5 There are students who find it difficult to understand abstract science materials 

6 The difficulty of teachers directly accessing online media 
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Table 2 

Instructional media provided during the pandemic 

No. Media Amount (%) 

1 Textbooks for lessons 22.4% 

2 YouTube videos 27, 2% 

3 Educational Radio 8.8% 

4 Television 10.4% 

5 Power point 31, 2% 

 

Table 3 

Types of material that are difficult to understand during online learning during this pandemic 

No. Science Learning Materials 

1 Human Digestive System 

2 Human Respiratory System 

3 Blood Circulation in Humans 

4 Reproductive System in Humans 

Based on the results of structured interviews with several teachers, it shows that during this pandemic, 

87% of teachers only delivered structured assignments through the WhatsApp group, while others taught 

assisted by the google classroom and zoom meeting applications. This fact illustrates that the online learning 

process at home is only limited to doing structured assignments from the teachers. Of course, if learning is not 

varied, it will result in boredom and burdens for elementary school students. This condition can be caused by 

several factors, one of which is the limitations of teachers in creating communicative teaching media to students 

and a lack of initiative in developing interactive learning. This factor can be proven from the media that teacher 

applies to students in science learning as limited as PowerPoint, videos downloaded from YouTube, educational 

radio, and television broadcasts related to science learning. Teachers are still fixated on the concept of material 

contained in textbooks. In essence, these textbooks are sufficient to be used as a reference only, the rest can be 

developed based on the teacher's own innovation. With the online learning model that is carried out, it causes 

student learning outcomes not optimal. Many of them have difficulty understanding the subject matter. As a 

result, the learning that is carried out becomes meaningless. With the online learning model that is carried out 

it causes the unoptimality of student learning outcomes. Many of them have difficulty in understanding the 

learning matterials. As a result, the learning that is carried out becomes meaningless. 

Essentially, media development is one of the obligations for teachers to improve their existence as 

professional educators. Basically, learning media is anything that can be used to transmit messages from sender 

to receiver so that it can stimulate students' thoughts, feelings, attention, and interests in such a way that the 

learning process occurs. In accordance with its function, learning media is basically to improve the quality of 

teaching and learning. Therefore, in the teaching and learning process in schools, learning media has very 

important benefits (Fahrurrozi et al., 2019; Muflihah & Aziz, 2018; Rahmat, 2019). 

The learning media provided during the pandemic were textbooks, YouTube videos, educational radio, 

television, and power points. In this case, the power point slide shows is in the highest score (31.2%), then 

followed by YouTube videos (27.2%), textbooks (22.4%), television (10.4%), and radio education (8.8%). The 

results showed that most of the teachers gave power points in the form of presentation slides to students. This 

media is quite good but has limitations, among others, the lack of an element of student interactivity towards 

the media. Based on research (Abu-Arqoub, 2020; Imole, 2015) show that people remember 20% of what they 

see, 40% of what they see and hear, but about 75% of what they see and hear and do simultaneously. This is 

illustrated in the cone of Edgar Dale's experience. This statement shows that students will better understand and 
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interpret the lesson if it is assisted by interactive media. This multimedia combines text, graphics, audio, video, 

and animation and interactivity so that learning will be more fun and contextual (Anisimova, 2020). Multimedia 

can also facilitate all learning styles, both auditory, kinesthetic, and visual (Huang, 2019; Shangguan, 2020; 

Wuryan & Yufiarti, 2017; Xu, 2016). Thus, interactive multimedia can be a solution to existing problems. 

Then the next table explains what types of material are difficult to understand during a pandemic. Most 

of them answer the material of the digestive and respiratory systems in humans, the reproductive system, and 

the blood circulation. All this material is intended so that we can know how the processes or uses of our body 

organs are as humans, so that we can understand our bodies as a whole and treat our bodies well. This material 

is indeed abstract, so it requires media that is able to provide students’ optimal understanding. 

In the development of learning media, we really have to pay attention to several things. The main principle 

of selecting instructional media is the effectiveness of learning media in achieving learning objectives and its 

effectiveness in helping students understand the learning material to be presented. We have to consider whether 

a learning media to be used is more effective when compared to other media. Learning media must also be 

selected based on the principles of students' level of thinking. The third principle that must be considered in 

selecting media in classroom learning is interactivity and flexibility (Alexander et al., 2016; Booth, 2016; 

Puspita & Setyowati, 2015). The learning media chosen by the teacher for teaching and learning activities in 

their class should have good interactivity and flexibility. The learning media is said to have good flexibility if 

it can be used in various situations. Thus, some of these things are used as a consideration for researchers in 

developing learning media. 

From the results of the needs analysis, researchers will develop inquiry-based interactive multimedia to 

increase students’ activeness and understanding. The multimedia development that will be carried out refers to 

the 4-D model development procedure developed by Thiagarajan which consists of Define, Design, Develop, 

Disseminate (Kurniawan & Dewi, 2017; Rachmadtullah, 2018). The reason for choosing the 4-D model is based 

on the procedures used in this model to provide opportunities for textbook makers to revise (evaluate) 

continuously at each stage that is passed so that it can produce better media. The 4-D development model is also 

simple but systematic in implementing it. The limitations of multimedia that will be developed are the 

availability of mobile phone facilities for students and their ability to organize the hyperlinks contained therein. 

Therefore, the involvement of teachers and parents is very important in guiding students to carry out learning 

at home (Lammert et al., 2018; Patrikakou Eva N.1, 2016). 

 

CONCLUSION 

Based on the data from the research and discussion that has been done, it can be concluded that the 

obstacles faced in learning science are the absence of interactive media that can provide understanding and are 

interesting in delivering science material, especially material that is abstract. This research is a preliminary study 

of further development research. This study can provide input for further researchers to develop suitable media 

to be given to students during this pandemic so that the resulting learning will be fun and of quality. In addition, 

the results of this study can provide contributions and solutions for teachers in this pandemic to always innovate 

in developing media that can increase students’ understanding. Media products that will be developed by 

researchers will also be useful as new media that have an element of interactivity integrated in inquiry training 

so that they can be used as references and input for the advancement of science in the future. 
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