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This research is motivated by the low level of student
involvement in Pancasila Education learning, particularly in
the topic of recognizing norms in society. This condition is
influenced by teacher centered learning practices and the
limited use of interactive and technology based learning
media in the classroom. As a result, students tend to be
passive and less motivated during the learning process. This
study aims to develop IN-WAY GENORA learning media
(Interactive Wayground based Material on Recognizing
Norms in Society) and to determine its feasibility and
practicality for sixth grade elementary school students. The
research employed the Research and Development (R&D)
method using the ADDIE model, which consists of analysis,
design, development, implementation, and evaluation
stages. Data were collected through wvalidation
questionnaires completed by media experts, material
experts, and language experts, as well as response
questionnaires from teachers and students. The results
indicate that the IN-WAY GENORA media achieved
feasibility percentages of 91% from media experts, 91%
from material experts, and 97% from language experts, all
categorized as very feasible. Furthermore, student responses
reached 86% and teacher responses reached 82%, both
classified as very practical. These findings indicate that IN-
WAY GENORA is highly suitable and practical for
supporting Pancasila Education learning in elementary
schools.

1. Introduction

Education can be understood as a process, action, or activity in teaching, as well as
the methods used to deliver education. Every individual needs education that can
support their growth and development in cognitive, affective, and psychomotor
aspects (Dewi et al., 2022). Currently, education serves as a platform for growth
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and development, particularly in important areas such as intellectual development
and quality of life. This is especially true given the rapid development of technology
(Arafah et al., 2023). In today's global era, both formal and non formal education
are constantly challenged to improve quality by adapting to ever advancing
technological advances (Yonani et al., 2025). The introduction of technology into
learning plays a crucial role in creating more varied and meaningful learning
experiences (Sari & Zulherman, 2025).

Learning in elementary schools needs to be designed effectively so that teachers
and students are able to achieve learning objectives. A good learning process is
interactive, inspiring, motivating, and encouraging, and provides students with
more opportunities to develop their creativity and abilities based on their skills and
abilities. Students must be more involved and teachers must act as facilitators in the
classroom, while teachers must be able to create a learning environment that
inspires students to be more involved in their studies. Several factors influence
learning activities, one of which is the selection of educational media that is easy to
use, interactive, and interesting (Sukriadi et al., 2023; Maisaroh et al., 2025;
Setiawan & Widiyanti, 2025; Putri et al., 2025).

Educational learning media plays a crucial and irreplaceable role in the learning
process at school. Its integral role makes it a key element in achieving learning
objectives efficiently and effectively. In an educational context, the media has a
remarkable ability to explain topics that may be unclear or poorly understood by
students (Permana et al., 2024). Learning media serves as a supportive tool in the
teaching and learning process, creating a more efficient learning environment and
achieving educational goals. Furthermore, learning media can increase students'
motivation and interest in learning and is highly beneficial in enhancing their
understanding because the information presented is presented in a more engaging
and easily understood manner (Arafah et al., 2025; Juliani et al., 2025; Sari et al.,
2025; Suarmita et al., 2025). In line with this strategic function of learning media,
its use is also highly relevant in Pancasila Education learning, particularly in the
material "Understanding Norms in Society." This material is a crucial part of
Pancasila Education learning because it builds attitudes, behavior, awareness, and
character that align with students' Pancasila values. Norms are rules or regulations
that govern the lives of citizens. Norms are guidelines or laws that govern social
life. Norms also serve as a reference, structure, and regulator of behavior
(Drastawan, 2021). Simply put, norms are rules or customs that teach us what is
good and what is bad behavior in everyday life. The norms that apply in society
consist of several types, namely religious norms, moral norms, norms of politeness,
and legal norms, all of which complement each other in regulating human behavior
to create an orderly, peaceful, and orderly life.

In relation to the problems in the learning process and the use of learning media,
researchers conducted research at SDN 015 Samarinda Ulu. Based on the results of
observations and interviews conducted, it was found that learning activities were
still dominated by the role of teachers through lecture methods, so that student
participation in learning was not optimal and tended to be passive. Furthermore, the
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learning media used was still less varied and mostly relied only on textbooks and
student worksheets, which resulted in a decline in student interest and motivation
to learn. The use of interactive digital technology has also not been optimally
implemented, while the use of projectors and presentation media such as
powerpoint is only used on certain occasions. In addition, teachers face limitations
in understanding and time in developing technology based learning media. This
condition indicates the need to develop innovative learning media that are in
accordance with the demands of current educational developments that are moving
towards technology based learning and the digitalization of education in Indonesia.
The use of this technology makes learning activities in the classroom more
interesting and interactive (Safitri et al., 2024).

As a solution to the identified problems, this study seeks to develop IN-WAY
GENORA (Wayground based Interactive Material on Understanding Norms in
Society). The Wayground application/website is a Quizizz platform that has
undergone a change of identity to Wayground and is used as an interactive learning
medium in teaching and learning activities (Sugiarto et al., 2025). The development
of IN-WAY GENORA media is expected to increase learning engagement, improve
students' understanding of norm related material, encourage active participation in
Pancasila Education learning at the elementary school level, and support teachers
in managing the teaching and learning process more efficiently. Through this
interactive learning media, teachers are also expected to be able to convey learning
messages and information to students more effectively (Zahwa & Syafi’i, 2022).

Based on previous studies, they focused more on developing Wayground based
teaching modules used as guides for teachers in implementing learning. Unlike my
research, this study develops interactive Wayground based learning media designed
for direct use by students. Therefore, the differences lie in the product's format and
target audience, making this study distinctly novel despite using the same platform.

Based on the explanation above, this study focuses on three main elements. First,
to determine the development phase of the IN-WAY GENORA learning media
regarding the material Recognizing Norms in Society for sixth grade elementary
school students. Second, to evaluate the feasibility of the media based on
assessments from media experts, material experts, and language experts. Third, to
determine the responses and reactions of students and teachers regarding the use of
learning media. Through this study, it is hoped that the IN-WAY GENORA
learning media can be an innovative, feasible, and effective choice in helping
teachers deliver material. In addition, this research is expected to increase student
participation, motivation, and understanding in the learning process and contribute
to the development of interactive learning media that can be used and developed
further in the world of education.
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2. Methodology

This research falls into the development category known as Research and
Development (R and D). This type of research involves processes or steps aimed at
creating new products or improving existing ones (Fadhillah & Octarya, 2023). By
conducting research on educational issues, solutions can be found to develop and
implement more innovative learning methods, one of which is Research and
Development (R and D) (Okpatrioka, 2023). The researcher used the ADDIE
development model, a five stage research and development model (Analysis,
Design, Development, Implementation, and Evaluation), which is considered more
systematic, adaptable, and appropriate for various learning needs (Rasyid, 2022).

This research was conducted at SDN 015 Samarinda Ulu located at JI. Anggur,
Sidodadi Village, Samarinda Ulu District, Samarinda City, East Kalimantan
Province. Then, the subjects of this research were teachers and students totaling 1
teacher and 23 students consisting of 12 boys and 11 girls. The object of this research
is IN-WAY GENORA as a Wayground based Interactive Learning Media
Development for the Material of Recognizing Norms in Society in grade VI of
Elementary School. The data collection methods used by the researcher included
observation, interviews, and questionnaires. The instruments used to collect data
included observation sheets, interview sheets, expert validation questionnaires
(including three experts in media, language, and materials), and teacher and student
response questionnaires. Aspects to be observed in the observation sheets and
interviews included needs analysis, curriculum analysis, and materials analysis. Data
collection instruments are the means used to obtain data in the field (Sahir, 2022).

Next, the media suitability questionnaire is assessed from three aspects: visual
appearance, media readability, and function or content. The material suitability
questionnaire is assessed from three aspects: content, language, and presentation.
The language suitability questionnaire is assessed from three aspects: language
suitability, readability, and language creativity. The questionnaire contains several
statements with answers in the form of a Likert scale, a five point scale used to
allow individuals to express their agreement or disagreement with certain
statements (Bariah et al., 2024). Data obtained from the assessment scores on the
expert validation sheet is then analyzed to determine categories on a likert scale,
can be seen in table 1, as follows:

Table 1. Expert Assessment Categories Based on Likert Scale

Score Category
5 Very Good
4 Good
3 Enough
2 Less
1 Very Less

Source: (Effendi et al., 2021)
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Meanwhile, the teacher and student response scale questionnaire was intended to
determine student and teacher responses to the product the researcher developed. The
use of a four point scale in this study was chosen because it allows teachers and
students to determine their attitudes more definitively, without providing a neutral
option as a middle answer. In this way, the data obtained is expected to more clearly
illustrate the tendencies of student and teacher assessments of learning media.
Furthermore, the four point scale is considered simpler and easier to understand by
respondents, both elementary school students and teachers. Therefore, the use of this
scale is expected to reduce potential tendencies in filling out the questionnaire and
produce more accurate data. This can be seen in table 2 as follows:

Table 2. Response Assessment Categories Based on Likert Scale

Score Criteria
4 Strongly Agree
3 Agree
2 Disagree
1 Strongly Disagree

Source: (Alvianto, 2025)

The data analysis techniques in this study included qualitative and quantitative
analysis. Qualitative data analysis was used to analyze data obtained through
interviews, observations, and input from experts and teachers. Meanwhile,
quantitative data analysis was applied to process data in the form of scores obtained
from expert validation questionnaires and student and teacher response
questionnaires regarding the developed learning media (Saputra et al., 2022).
Furthermore, the obtained assessment data was calculated using the validity test
formula according to Anas Sudijono in (Kurniawati et al., 2024) as follows:

P—F><1000/

The results of these calculations are then used as the basis for determining the
product's feasibility and response practicality, as presented in tables 3 and 4:

Table 3. Product Feasibility Scale

Average Score Category
81% - 100% Very Feasible

61% - 80% Feasible
41% - 60% Quite Feasible
21% - 40% Less Feasible
0% - 20% Not Feasible

Source: Ishaq and Luthfi on (Mastiah et al., 2021)

Table 4. Practicality Criteria for Teacher and Student Responses

Average Score Category
81% - 100% Very Practical
61% - 80% Practical
41% - 60% Quite Practical
21% - 40% Less practical

0% - 20% Very Impractical

Source: (Fadhillah & Octarya, 2023)
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The variable P represents the percentage of the desired score, f represents the total
score awarded by the validator, and n represents the maximum score.

3. Results and Discussion

This development research adapts the ADDIE development model and includes
five sequential stages: Analysis, Design, Development, Implementation, and
Evaluation. The first stage is analysis (analisis), which includes needs
analysis, curriculum analysis, and material analysis. The results of the needs
analysis include conducting observations and interviews with the homeroom
teacher of grade VI A of SD Negeri 015 Samarinda Ulu to obtain the
information needed regarding the development of learning media. The results
found that learning is still teacher-centered with lecture methods, while the use
of interactive technology and digital materials is still rarely done.

Projectors and powerpoint are only used occasionally due to the teacher's
limited understanding of technology based media, even though the facilities
are adequate. These conditions impact the learning process and cause students
to easily feel bored and tired. The results of the curriculum analysis in grade
VI-A of SD Negeri 015 Samarinda Ulu use the independent curriculum. The
final process of the analysis stage is material analysis, where the researcher
reviewed the learning content related to the topic of recognizing norms in the
life of the sixth grade community. The analyzed material was selected based
on the learning resources used in the school, then mapped for suitability with
the learning objectives and achievements set in the curriculum. Through this
analysis, researchers ensure that the IN-WAY GENORA media that will be
developed in learning media is truly relevant, accurate, and able to optimally
support students' learning needs.

The second stage is design (desain). Researchers began designing the IN-WAY
GENORA media. Planning is carried out inseparably from problem analysis
which is then adapted to the media to be developed and then designed by the
researcher. The planning stage begins with the researcher formulating an initial
design for the learning media to be developed. The design is carried out by
creating a visual display using Canva, so that the material and graphic elements
can be presented in an attractive, systematic, and easily understood way by
students. Each slide is designed with consideration for the suitability of colors,
icons, illustrations, and the flow of material presentation to support the
achievement of learning objectives.

After the design was finalized, product development (pengembangan) was
carried out according to the plan. Developing quality learning media requires
attention to the principles of effectiveness, novelty, and accessibility (Kurnia
et al., 2025). At this stage, the media was developed digitally using the Canva
platform and then integrated into the Wayground application. In addition to
media integration, evaluation items were also developed in the Wayground
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application, such as interactive quizzes in the form of essays, word clouds,
video based questions, dropdown, polls, matching, fill in the blank, multiple
choice, drag-drop, and labeling. The results of the product development in the
form of IN-WAY GENORA media can be seen in figure 1:

1
! Norma adalah aturan atau

e pedoman yang mengatur perilak:
! manusia/masyarakat agar hidup
i menjadi tertib dan aman

NGy N Mt :
N sz - Tujuan adanya norma:

B 1 ketertiban, k
* Menegakkan keadilan
! = Memberikan rasa aman dan nyaman

Ao, tonton videonya balk-bak! Kamy tahu nggak, apa yang terjod di sana?

Norma adalah ~ atou pedoman yang mengatur perilaku manusia / masyarakat agar hidup menjoditertib dan
aman

Mengucapkan .. etelah menerima bantuan merupdlan saldh sotu contoh peneropan norma kesopanan Saling menghormati teman yang berbeda keyakinan termasuk sikap yong sesucl dengan norma

Terima kosih

Figure 1. View of IN-WAY GENORA
GENORA IN-WAY Media Link:
https://wayground.com/admin/presentation/693fc4e78e¢a98327a25331a97?source=l1
esson_share

The next development stage included a media review and validation process by
experts using a validation questionnaire provided by the researcher. The overall
scores from each expert and practitioner were then combined and averaged to
produce the final validity test score (Slamet, 2022). Validators included experts in
the fields of language, materials, and media. Next, the researcher made
improvements based on the validators' suggestions and notes to produce a quality
product suitable for use in the learning process. Table 5 displays the results of the
IN-WAY GENORA media assessment after the media, materials, and language
validators validated it.
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Table 5. Results of the Assessment of IN-WAY GENORA Media by the Validator

Total Scores Maximum Score Percentage

Expert Validator Obtained (F) N) (%) Category
Media Expert 32 35 91% F;;Zgle
Language Expert 34 35 97% F;gllzgle
Subjeot Mater 3 35 91% Fensible

Table 5 shows the results of each validator. The results of the IN-WAY GENORA
media validation from media experts fall into the “Very Feasible” category with a
percentage value of 91%, the results of the language expert validation fall into the
“Very Feasible” category and obtained a percentage value of 97%, and the results
of the material expert validation fall into the “Very Feasible” category with a
percentage value of 91%. In addition to being used to assess the feasibility of the
IN-WAY GENORA media product, the expert validation questionnaire also serves
to collect suggestions, input, and criticism that become the basis for product
improvement or revision, so that the media can be perfected before being tested on
students. After conducting validation on the media, material, and language aspects,
researchers obtained various forms of revisions and suggestions that became the
basis for improving the IN-WAY GENORA media.

The media expert validator provided suggestions for adding researcher
identities to the IN-WAY GENORA media. Before the revision, the
wayground page did not contain any identity of the person developing the
media, while after the revision, a new page was added to include the
researcher's identity. Furthermore, revisions were made to the background of
the Wayground evaluation slide, which appeared dark. The researcher
attempted to improve the appearance by changing the background color to a
brighter one, but this was not possible because the background was the default
color of the Wayground application. Then, revisions were made to the text on
the evaluation question slide to enlarge it.

After the revision, it was discovered that the text in the evaluation quiz feature
in the Wayground application could not be enlarged because it was the
application's default setting. However, when the evaluation quiz feature in
Wayground was accessed via a mobile device, the text size automatically
appeared larger and was clearly legible. This is one of the weaknesses of
wayground based learning media because the text in some sections could not
be edited because it was the application's default setting. Certain elements have
been set as default components so users do not have access to modify their
appearance. This condition limits the process of content customization,
because creators must adapt the material to the format provided by the system.
In addition, linguists also provide several suggestions which can be seen in
table 6. As follows:
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Table 6. Summary of Validator Suggestions and Product Improvements

After Refinement

Fix to be
“manusia/masyarakat”and
“dipercaya”

NORMA
KESOPANAN

ion tats krame atau tinghah Lok dalam

Notma inf meagsjarken ita eara bersikap baik dsn sopan dalsm
heidpan seharhari

Suggestion
£8 Improvements to Before
by Language
. Products Refinement
Validator
Error in Correcting
Word separate words
Separation. to be combined
according to
EYD.
ESUSHAAN SANNSIY ANG[DIBERINAK]
Error in the word
“manusia/masyarakat”
and “di percaya”
Error in not Correct punctuation
putting at the end of
aperiod (.) atthe sentences.
end of several
it
sentences R
Tu-gonyz antuk meriags husangst bark dzngan orrg (s
‘Meaciptakan Keharmonisan das saling menghargai
BENTUK CONTOH
PENERAPANIDI
M i
+ Tidak merusak fasilitas umum seperti faman otau
lampu jalon (Norma hukurm).
. Menolong orang yang membutuhkan tonpa
pamrih (Norma kesusiloan).
+ Berpokaion rapi dan sopan di tempat ibadeh otou |
scararesmi Norma Kesopanun). |
The error at the end of
the sentence is not
marked with a period.
Error in Correct the
combining combined
words words to

separate them
to according
EYD

Adding a period at the end
of a sentence.

Tujusnnya untulk menjaga hubungan baik dengan oran lain.
Wenciptakan keharmorisan dan saling menghargal

BENTUK{CONTOH
PENERAPAN|DI
[MASYARAKAT

 Menghormati orang yang berbada agoma [Norma
agame).

« Tidak merusak fasilites umum sepsrtl famon atou
lompu jalan [Norma hukum).

+Henolong orang yung membufubkon fonpa
pamiih (Norma kesusiloon).

. Barpakaian rapi dan sapon di fempat ibadh afau
acara resmi (Norma Kesopanan).
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Hyphen (-)

Error in Fixed capital
use of letters.
capital

letters.

Error innot using capital ~ Correcting letters that
letters “kesopanan,  should be capitalized.
agama, hukum,

kesusilaan, bangga,

senang” because it is
considered a new
sentence, the first letter
must be capitalized.

“berterima kasih” dan
“di bawah”

Adding conjunctions to

words

“norma-norma’”’

Pargin perycm & e e sk e g s

After going through the development process and obtaining feasibility approval
from media, material, and language experts, the IN-WAY GENORA media is ready
to enter the fourth stage, namely implementation. At this stage, the media can be
applied to learning activities attended by all students in class VI-A of SD Negeri
015 Samarinda Ulu on November 26, 2025. The trial was conducted to obtain
practicality data from students and teachers. At the implementation stage, after
testing the media, students and teachers were asked to complete a response
questionnaire. Student responses based on the questionnaire aimed to determine the
level of practicality and also to determine student understanding (Rizaldi et al.,
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2023; Julkifli et al., 2025; Syahrir et al., 2025; Sudarno et al., 2025). Table 7 shows
the summary of student responses from the trial use of the IN-WAY GENORA
media.

Table 7. Recapitulation of student response results

Assessment Aspects Score (f) Maximum Score (n)
Media Display 314 368
Presentation 158 184
Language 159 184
Amount 631 736
Percentage 86%
Category “Very Practical”

Referring to table 7, it can be concluded that the results of the trial by students
showed a percentage of 86%. The score of the student response questionnaire in the
trial of the IN-WAY GENORA media fell within the percentage scale range of
81%-100% with the category of "Very Practical" used in learning activities.
Furthermore, a questionnaire given to teachers was used to explore teacher
responses and measure the practicality of the media developed. The assessment of
the practicality of the IN-WAY GENORA media can be seen in table 8.

Table 8. Teacher response questionnaire results

Assessment Aspects Score (f) Maximum Score (n)
Content 11 12
Instructional Media 6 8
Appearance 9 12
Language 7 8
Amount 33 40
Percentage 82%
Category “Very Practical”

Based on the results obtained in table 8, it can be concluded that the teacher's
response to the IN-WAY GENORA media shows a percentage value of 82% with
the category "Very Practical". Next, the final evaluation (evaluasi) stage is the final
step in the product research and development model. At this stage, researchers
refine each development phase, as all stages of the IN-WAY GENORA learning
media development process need to be reviewed based on the questionnaire results
and student responses. Following the assessment, experts provide notes and
suggestions for improving the learning media. This stage is crucial for refining the
media before it is assessed by media, material, and language validators. This
evaluation identifies the weaknesses and shortcomings of the IN-WAY GENORA
media. These weaknesses and shortcomings are then revised to create a better, more
appropriate, and more effective product (Yuberti et al., 2021).

Every work created by humans certainly has its advantages and disadvantages, as
does the IN-WAY GENORA learning media. The advantages of the IN-WAY
GENORA learning media are that it provides various types of activities and
evaluations, supports various formats such as creating interactive lessons in the
form of presentations, videos, and is able to integrate presentations and evaluation
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quizzes. However, this media still has disadvantages such as some elements cannot
be edited, then there are technical constraints such as unstable internet connections
because it still depends on an internet connection (Ahmad et al., 2025). Although
the IN-WAY GENORA learning media has advantages and disadvantages, this
media is still suitable for use in the learning process. IN-WAY GENORA is able to
provide information and support learning activities. In line with the statement
(Adikasari, 2025) the use of wayground based media provides a more interactive
learning experience as well as a real learning experience, building active
interactions and learning motivation among students.

4. Conclusion

Based on the results of the development research that has been conducted, it can be
concluded that all research questions have been answered well. The process of
developing IN-WAY GENORA media based on Wayground on the material of
recognizing norms in society for grade VI students at SD Negeri 015 Samarinda
Ulu has been carried out systematically according to the stages of the ADDIE model
and has run smoothly. The resulting media is considered suitable for use based on
the validation results of material experts, media experts, and language experts who
showed very good quality in terms of content, appearance, and language use. In
addition, the results of student and teacher responses show that the learning media
is practical, easy to use, and able to increase student involvement and understanding
in the learning process. The success of this research is evident in the achievement
of all research objectives, namely the development of appropriate and practical
learning media that were well received by students and teachers. Therefore, this
development research can be declared successful, and the developed learning media
can be used as an alternative interactive learning medium to support Pancasila
Education in elementary schools and has the potential to be developed and applied
to other learning materials.

References

Adikasari, A. E. (2025). Inovasi Media Flashcard Wayground untuk Meningkatkan
Keterlibatan Siswa pada Pembelajaran IPAS di Sekolah Dasar. Jurnal
Pendidikan Indonesia, 503), 308-313.
https://doi.org/10.59818/jpi.v5i3.1970

Ahmad, Azis, A., & Rasyad, L. (2025). Pemanfaatan Aplikasi Wayground Sebagai
Pembelajaran Interaktif Di MA Darul Amin Palangka Raya. Jurnal
Pengabdian Kepada Masyarakat, 3(1), 143—146.

Alvianto, R. (2025). Pengembangan Media Pembelajaran Berbasis Powerpoint
Interaktif Untuk Meningkatkan Motivasi Belajar Siswa Pada Pembelajaran
Seni Musik Kelas IV SD. Jurnal Ekspresi Estetik, 3(1), 26-39.

Arafah, A. A., Nurlina, D., Sukriadi, & Masriani. (2025). Pengaruh E-Kombus
(Elektronik Komik Balok dan Kubus) terhadap Peningkatan Hasil Belajar
Siswa Sekolah Dasar. Jurnal Pendidikan Mipa, 15(1), 120-128.




880 Nayla Mayzurra et al. / Journal of Educational Sciences Vol. 10 No. 1 (Jan, 2026) 868-882

https://doi.org/https://doi.org/10.37630/jpm.v1511.2199

Arafah, A. A., Sukriadi, & Samsuddin, A. F. (2023). Implikasi Teori Belajar
Konstruktivisme pada Pembelajaran Matematika. Jurnal Pendidikan MIPA,
13(2), 358-366. https://doi.org/https://doi.org/10.37630/jpm.v1312.946

Bariah, S., Setyaningrum, V., Windiany, E., Kusumastuti, S. Y., Pranata, A.,
Prisuna, B. F., & Budianto, A. (2024). Buku Ajar Konsep Dasar Penelitian.
Kalimantan Timur: Sonpedia Publishing Indonesia

Dewi, S., Nulhakim, L., & Hendracipta, N. (2022). Pengembangan LKPD Berbasis
Model Auditory Intellectually Repetition (AIR) Pada Materi IPA Kelas I'V.
Jurnal Bidang Pendidikan Dasar, 6(1), 24-34,
https://doi.org/https://doi.org/10.21067/jbpd.v6i1.6185

Drastawan, A. I. N. (2021). Kedudukan Norma Agama, Kesusilaan, Dan
Kesopanan dengan Norma Hukum Pada Tata Masyarakat Pancasila. Jurnal
Komunitas Yustisia, 4(3), 928-939.

Effendi, R., Herpratiwi, & Sutiarso, S. (2021). Pengembangan LKPD Matematika
Berbasis Problem Based Learning di Sekolah Dasar. Jurnal Basicedu, 5(2),
920-929. https://doi.org/https://doi.org/10.31004/basicedu.v5i2.846 ISSN

Fadhillah, F., & Octarya, Z. (2023). Pengembangan Media Pembelajaran Interaktif
Menggunakan Articulate Storyline 3 Pada Materi Larutan Elektrolit dan
Non Elektrolit. Jurnal Pendidikan Kimia Dan Terapan, 7(01), 31-42.
https://doi.org/10.24014/konfigurasi.v711.21556

Juliani, T. S., Ma’ruf, Z., & Sahal, M. (2025). Implementation of the Flipped
Classroom Learning Model Assisted by Educational Videos on Elasticity in
Training Critical Thinking Skills of High School Students. Journal of
Education and Learning Research, 3(1), 37-46.
https://doi.org/10.62208/jelr.3.1.p.37-46

Julkifli, F., Hardiansyah, H., & Hakim, A. R. (2025). The Influence of Augmented
Reality (Ar) Media on The Learning Outcomes of SMP Negeri 2 Woha
Students in Ict Subjects. Journal of Educational Sciences, 9(5), 4594-4607.
https://doi.org/10.31258/jes.9.5.p.4594-4607

Kurnia, A., Reinita, Waldi, A., & Nisa, S. (2025). Development of Canva
Interactive Media in Pancasila Education Learning Using Problem Based
Learning (PBL) Model for Grade V Elementary Schools. Journal of
Educational Sciences, 9(3), 1535-1545.
https://doi.org/https://doi.org/10.31258/jes.9.3.p.1535-1545

Kurniawati, K., Tukiyo, T., & Sakti, B. P. (2024). Pengembangan Media
Pembelajaran Berbasis Cerita Bergambar Untuk Meningkatkan Hasil
Belajar Siswa Kelas V SDIT Persada Bayat. Jurnal Pendidikan, Bahasa
Dan Budaya, 2(2), 187-197.
https://doi.org/https://doi.org/10.47861/jdan.v2i2.1237

Maisaroh, Munatayeva, E., Rakhymbekova, V., Islami, N., & Nasir, M. (2025).
Development of Multiple Representation Based Physics Module to Improve
Students’ Conceptual Understanding and Scientific Attitude. Journal of
Educational Sciences, 9(3), 1109-1126.
https://doi.org/10.31258/jes.9.3.p.1109-1126

Mastiah, Mutaqin, N. S., & Tirsa, A. (2021). Pengembangan Buku Cerita Rakyat
Berbasis Kearifan Lokal Suku Dayak Randuk. Journal of Culture, Arts,




Nayla Mayzurra et al. / Journal of Educational Sciences Vol. 10 No. 1 (Jan, 2026) 868-882 881

Literature, and Linguistics, 7(1), 53-66.
https://doi.org/http://dx.doi.org/10.30872/calls.v7i1.5113

Okpatrioka. (2023). Innovative Research And Development (R&D) in Education.
Jurnal Pendidikan, Bahasa Dan Budaya, 1(1), 86—100.

Permana, B. S., Hazizah, L. A., & Herlambang, Y. T. (2024). Teknologi
Pendidikan: Efektivitas Penggunaan Media Pembelajaran Berbasis
Teknologi Di Era Digitalisasi. Jurnal Pendidikan Dan Sosial Humaniora,
4(1), 19-28. https://doi.org/https://doi.org/10.55606/khatulistiwa.v4i1.2702

Putri, E. K., Islami, N., & Hermita, N. (2025). Needs Analysis for the Development
of Snowball Throwing Based Multimedia on Science Learning for Middle
School.  Journal  of  Educational  Sciences, 7(1),  48-58.
https://doi.org/10.31258/jes.7.1.p.48-58

Rasyid, F. (2022). Metodologi Penelitian Kualitatif dan Kuantitatif Teori, Metode,
Dan Praktek. Kediri: IAIN Kediri Press

Rizaldi, R., Syahwin, & Hasanah, U. (2023). Praktikalitas e-Modul Praktikum
Fisika SMA Berbasis Model Pembelajaran Problem Based Learning (PBL)
terhadap Keterampilan Proses Sains Siswa SMA. Jurnal Pendidikan MIPA,
13(4), 1030-1037. https://doi.org/https://doi.org/10.37630/jpm.v1314.1275

Safitri, A., Arafah, A. A., Septika, H. D., Makmun, Hidayat, T., & Sukriadi. (2024).
Pengembangan Media Pembelajaran Smart Apps Creator Terintegrasi
Genially pada Materi Penjumlahan Bilangan Cacah Kelas IV Sekolah
Dasar. Jurnal Pendidikan Mipa, 14(4), 889-896.
https://doi.org/https://doi.org/10.37630/jpm.v1414.1972

Sahir, S. H. (2022). Metodologi Penelitian. Medan: KBM INDONESIA.

Saputra, H., Nisa, K., & Jiwandono, 1. S. (2022). Pengembangan Buku Cerita
Bergambar Berbasis Kearifan Lokal NTB untuk Menanamkan Nilai-nilai
Karakter pada Siswa Kelas IV Sekolah Dasar. Journal of Classroom Action
Research, 4(1), 61-67.
https://doi.org/https://doi.org/10.29303/jcar.v4i2.1684

Sari, N., Armis, A., & Yuanita, P. (2025). Implementation of Problem Based
Learning to Improve Students’ Mathematics Learning Outcomes at UPT
SMP Negeri 10 Tapung. Journal of Education and Learning Research, 3(1),
29-36. https://doi.org/10.62208/jelr.3.1.p.29-36

Sari, A. Y., & Zulherman. (2025). Assisted E-Book Media Development Hyzine-
Flipbook Food Chain Materials Science Subjects to Increase Students’
Interest in Learning in Elementary School. Journal of Educational Sciences,
6(3), 4139-4153. https://doi.org/https://doi.org/10.31258/jes.9.5.p.4139-
4153

Setiawan, M. A., & Widiyanti, W. (2025). The Impact of CNC Learning Module
Implementation on Technical Threading Skills Using CNC Turning
Machines at SMK Islam 1 Blitar. Journal of Educational Sciences, 9(4),
2005-2016. https://doi.org/10.31258/jes.9.4.p.2005-2016

Slamet, F. A. (2022). Model Penelitian Pengembangan. Malang: Institut Agama
Islam Kalijogo Malang

Suarmita, S., Suarman, S., & Gusnardi, G. (2025). Development of Multimedia-
Based Interactive Module Teaching Materials to Increase Learning




882 Nayla Mayzurra et al. / Journal of Educational Sciences Vol. 10 No. 1 (Jan, 2026) 868-882

Independence Learners. Journal of Education and Learning Research, 2(2),
141-151. https://doi.org/10.62208/jelr.2.2.p.141-151

Sudarno, N. L., Anggoro, S., & Fukui, M. (2025). Development of Augmented
Reality Learning Media Based on Inquiry Based Learning Using Assemblr
Edu on Light and Properties Material. Journal of Educational Sciences,
9(5), 3322-3335. https://doi.org/10.31258/jes.9.5.p.3322-3335

Sugiarto, S., Souhoka, R., Wattimury, 1., Kilikily, C. C., Umarella, M. 1. S.,
Sairiltiata, S., Rumtutuly, F., & Johansz, D. (2025). Pelatihan Pemanfaatan
Quizizz dan Kahoot dalam Rangka Peningkatan Literasi Digital Guru pada
Evaluasi Pembelajaran Interaktif. Jurnal Masyarakat Madani Indonesia,
4(4), 900-905. https://doi.org/https://doi.org/10.59025/exk4dz55

Sukriadi, Kusdar, Djangka, L., & Febiola, D. (2023). Pelatihan Pembuatan Dan
Penggunaan Matematika Kreatif Augmented Reality Sebagai Media
Pembelajaran Geometri Bagi Guru Dan Mahasiswa PGSD. Jurnal Budimas,
05(02), 1-5. https://www .jurnal.stie-
aas.ac.id/index.php/JAIM/article/view/10956

Syahrir, F., Zulnuraini, Z., Kamisani, N., Azizah, A., & Pendit, S. S. D. (2025).
Development of Learning Modules Based on Augmented Reality (AR) as a
Means of Visualizing Abstract Concepts IPAS Theme Knowing Our Earth.
Journal of Educational Sciences, 9(4), 2647-2658.
https://doi.org/10.31258/jes.9.4.p.2647-2658

Yonani, S., Khermarinah, & Aryati, A. (2025). Teachers’ Strategies in Using Canva
Media in Aqidah Akhlak Learning to Increase Students’ Learning Interest.
Journal of Educational Sciences, 9(6), 4964-4975.
https://doi.org/https://doi.org/10.31258/jes.9.6.p.4964-4975

Yuberti, Wardhani, D. K., & Lathifah, S. (2021). Pengembangan mobile learning
berbasis Smart Apps Creator sebagai media pembelajaran fisika. Physics
and  Science  Education  Journal (PSEJ), 1(2), 90-95.
https://doi.org/https://doi.org/10.3063 1/psej.v1i2.746

Zahwa, F. A., & Syafi’i, 1. (2022). Pemilihan Pengembangan Media Pembelajaran
Berbasis Teknologi Informasi. Jurnal Penelitian Pendidikan Dan Ekonomi,
19(01), 61-78.

How to cite this article:

Mayzurra, N. N., Sukriadi.,, Hidayat, T., Iksam., & Makmun. (2026).
Development of IN-WAY GENORA Learning Media (Interactive Wayground
Based Material for Recognizing Norms in Society) Elementary School. Journal
of Educational Sciences, 10(1), 868-882.




