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ABSTRACT

Name

: Ulimta Rusda

Major

: English Education Program

Tittle

: Developing English Digital Magazine Based on 3D Pageflip
Professional as Supplementary Material to Study English at
Islamic Junior High School An-Nizham Jambi.

The objective of the study was to develop English digital magazine for
seventh grade students of Islamic junior high school An-Nizham Jambi. The method
of study was Research and Development (R&D) which used ADDIE model. The
instrument used to collect the data were quistionnaire, interview and observation.
Development model procedures, consist of five stages. The first stage is
analysis. In this stage, the researcher analyze the students need by using
quistionnaire and interview. The second stage is design. In this stage the magazine
was designed by using software 3D pageflip professional. The third stage is
development. The important part in development stage is product validation process.
The product was validated by material expert and design expert. The next stage is
implementation. In this phase the product was tried out to the students of Islamic
junior high school An-Nizham Jambi. The last stage is evaluation. This was the
action of analyzing the result of try out. The results of the evaluation were used to
provide feedback to the user models/methods.
Keywords : Learning media, English digital magazine, 3D Pageflip Professional
English skills.
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ABSTRAK

Nama

: Ulimta Rusda

Jurusan

: Pendidikan Bahasa Inggris

Judul

: Pengembangan Majalah Digital Bahasa Inggris
Berdasarkan 3D Pageflip Professional sebagai Bahan
Pelengkap untuk Belajar Bahasa Inggris di MTs An-Nizham
Jambi.

Penelitian ini bertujuan untuk mengembangkan majalah digital bahasa
Inggris untuk siswa kelas tujuh Madrasah Tsanawiyah An-Nizham Jambi.
Metode penelitian ini adalah Penelitian dan Pengembangan (R&D) yang
menggunakan model ADDIE. Instrument yang digunakan untuk pengumpulan
data adalah kuesioner, wawancara dan observasi.
Prosedur model pengembangan, terdiri dari lima tahap. Tahap pertama
adalah analisis. Pada tahap ini, peneliti menganalisa kebutuhan siswa dengan
menggunakan kuisioner dan wawancara.. Tahap kedua adalah disain. pada tahap
ini majalah didisain menggunakan software 3D pageflip professional . Tahap
ketiga adalah pengembangan. Bagian terpenting dalam tahap pengembangan
adalah proses validasi produk. Produk sudah divalidasi oleh ahli materi dan ahli
disain. Tahap selanjutnya adalah implementasi. Pada tahap ini produk sudah
diuji cobakan kepada siswa Madrasah Tsanawiyah An-Nizham Jambi. Tahap
terakhir adalah evaluasi. Ini merupakan tindakan penganalisaan hasil dari uji
coba. Hasil evaluasi yang digunakan untuk memberikan umpan balik kepada
pengguna model atau metode.

Kata Kunci : Media pembelajaran, Majalah digital Bahasa Inggris, 3D Pageflip
Professional, kecakapan Bahasa Inggris.
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MOTTO
ِاس
ِِ ِين َع
َِ ْظ َو ْٱل َعاف
َِ ِين ْٱل َغي
َِ ون فِى ٱلسَّرَّ آ ِِء َوٱلضَّرَّ آ ِِء َو ْٱل َٰ َكظِ م
َِ ُيُن ِفق
ِ ن ٱل َّن
َِ ٱلَّذ
ِين
َِ ْٱلمُحْ سِ ن
ِين
ِٱّللُ ُيحِب
َِّ َو

Al-ladziina yunfiquuna fii ssarraa-i wadhdharraa-i walkaatzimiina lghayzha
wal'aafiina 'ani nnaasi walaahu yuhibbu lmuhsiniin.
Who spend (in the cause of Allah) during ease and hardship and who
restrain anger and who pardon the people - and Allah loves the doers
of good.
(Q.S Al-imran : 134)
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CHAPTER I
INTRODUCTION
This chapter presents the discussion of the Background of the Study,
Identification of the Problem, Delimitation of The Problem, Objective of The Study,
Product Specification, and Significances of the Study.
A. Background of The Study
Entering the era of information and communication technology is
perceived needs and the significance of the use of computer in the learning
process to improve the quality of learning expected. With technology of computer
we can increase the quality of education by opening widely the access of science
and information technology in implementing quality of education. Particularly the
implementation of high tech and high touch approach.
Information technology is developed in line with the theory and
communication and technology which support the learning process. Learning
through television or video, computer, learning web based (e-learning), computer
assisted instructional (CAI), audio visual aid (AVA) are the examples of the use
of technology.
Computer technology has contributed to the occurrence of the revolution
in various fields, including education. Eric Ashby (1972) said the world of
education has been entered the fifth revolution, the packaging and the use of
information and communication technology in learning process, especially
computer technology and internet for the significance of improving learning
process.
Development of technology in education give impact in learning
process. The learning process must be planned, implemented, evaluated and
monitored in order to run effectively and efficiently. The development of
technology and information should provide facilities to the learning process.

This happened because the learning process is about delivering
information, where we can use the tools as a transmitter of information or
material which becomes instructional objectives. Tools transmitter is called the
learning media.
Nowadays, the development of media based on computer is quick and
becoming the new innovation in education. The magazine in this case is a
collection of news, articles, stories, advertisements printed on quarto-size sheets
of paper and bound in book form, published periodically.
Magazine is already widely used in various fields such as the media
community education campaign and educational information, both story and
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design are specifically designed to deliver educational messages. Magazine is one
of graphic media used in the world of education as the tool to clarify the
materials, create the deeper sense in clarifying the materials. The media is needed
to create the effectivity and efficiency in learning. Getting the price of the
effectiveness from the instructional media is not easy for the teachers. Teachers
need to do know how to use the media.
The use of instructional media will greatly assist the teacher to do
teaching process in way of delivering messages of the materials. . Instructional
media have motivational functions that can draw attention and motivation of the
students on the content, and it also makes the students be more focus and active
in learning process (Rusman:2012,P.163). And also Hamalik (1986) in Azhar
Arsyad (2011,P.15-16 ) argues that the using of learning media in learning
process can arouse new desires and interests, generate motivation and stimulation
of learning activities, and even bring the psychological effects on students. The
use of learning media at the stage of learning orientation will greatly assist the
effectiveness of the learning process and the delivery of messages and
content.Therefore, we need the selection of instructional media which matches
with the material to be taught because the learning motivation of students in the
learning process is one of indication that presenting of information in the learning
process is successful.
Learning process always put the students as objects to be filled with a
variety of information and teaching materials which is quite a lot. Meaningful
learning aspect is not well implemented because the material which is provided
by teacher is not understood but the material is memorized by the student. We
know that English skill is difficult to learn for some students. It is necessary to
use a learning media that allows students to gain knowledge, not only
theoretically but also on learning experience more realistically. A good learning
media is media that is capable of displaying images, text, and sound.
The observation has been done to analyse the needs of the students. The
interview also has been done to the students of Islamic Junior High School Annizham Jambi.The students have difficulties in understanding the materials of
English from the book explained by the teacher. This affects the ability of
students in English learning on speaking, writing or listening. Most of the
students have smartphones which connected to the internet and in break time they
often used their phones. They could access everything such as articles, pictures
and videos on internet.
Based on the data gathered at the school, The facilities provided by the
school such as a few of computers and projectors are only used for ICT
(Information and Communication Technology) subject. Even the facilities is
complete, but it is not utilized optimally by teacher. Even the computer is
provided by school, the tendency of teacher in using textbook to deliver materials
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can not be avoided. Markers and whiteboard are only used and the conditions of
learning process become less of interests. And also designing the learning media
takes time.Therefore, it makes teacher be uncreative in creating media to support
the learning process, and the teacher also use the same media repeatedly. It
becomes monotonous and boring for students.
Based on conditions of The Islamic Junior High School Annizham
Jambi, there is need for an appropriate solution to make students be able to
learning English as supplementary. Students are expected to learn by themselves
at school or can be doing at their house. Developing the media which is instantly
and easily to used is a good solution and new available interesting contents is
needed to provide at this problem.
Digital magazine become the media which the researcher intends to
develop because it is appropriate with the situation and condition of the school
and also based on the need analysis of the students that most of them like to
access online graphic media. The researcher take the conclusion that the students
like to follow the trend which is exist in modern technology. The researcher
thought that digital magazine must be a new proper media which can support the
learning process.
Related to digital magazine the researcher has reviewed some previous
studies. The research conducted by Muhammad Dedy Heriansyah (2016) entitled
Pengembangan majalah kimia elektronik pada materi struktur atom di SMAN 10
kota Jambi. He founds that e-magazine can help the students and make it
interesting to them while the material difficult to understand and so bored. It
indicate that media more often students use to make it easier to learn.
In addition, Hammiyati Fitri (2017) conducted a research entitled
Pengembangan Modul elektronik fisika menggunakan aplikasi 3D pageflip pada
materi momentum dan implus kelas XI SMA. The researcher state that E-Modul is
a modul that can be featured the images, video, audio, photo, animation which is
interactive so can created the active learning.
The differences between this research and previous studies are that the
pervious researchers focused on one subjects are chemistry and physics. The
researcher did not find previous studies which develop digital magazine for
English subject.
Based on the description above, the researcher intends to develop A
Digital Magazine as English supplementarial for The Students of Islamic Junior
High School Annizham Jambi. In expectation Digital magazine will be an
effective media to support the learning process if it is rested with the facts found
in the school, facilities, teacher, and students. This media will become the first
and newest to use at this school.
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B. Identification of The Problem
Based on the Background of The Study, the problems that can be
identified are as follows:
1. Lack of understanding students againts to English materials presented by the
teacher.
2. Teacher does not use media to support learning process in classroom except
markers and whiteboard.
3. Teacher has tendency to teach by using textbook and not maximally utilizing
the existing technology although the facilities are provided by school.
C. Delimitation of The Problem
The researcher limits the study on developing a digital magazine as
supplementary material to study English for seven grade students which is
suitable for the students‟ need at The Islamic Junior High School Annizham
Jambi. In this aspect, the media will be a guide media to make students easier in
learning English.
D. Objective of The Study
Objective of the study is to develop a digital magazine of English as
supplementary material to study English at Islamic Junior High School Annizam
Jambi.
E. Product Specification
Product specifications expected in this research are:
1. Digital magazine of English as supplementary material to study English which
the contents or materials are in accordance with the text book.
2. Digital magazine stored in the form of book format and developed into
application for Microsoft windows or android devices by dowloading 3D
pageflip reader on playstore. File will be presented as flash-slide shapes
(presentation) which telling the story line of the magazine based on materials.
3. The file will be served in exe format in easily to make it more compact and
simple.
F. Significances of The Study
The result of the study is expected to support learning process. The
media can be used not only at school but also at students‟ homes. Media is
suitable in formal class and self-learning activities.
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The result of this study is also expected to give new great information to
the teachers and the students‟ needs to find the way of teaching and learning by
using digital magazine as supplementary material to study English. The teacher
can also get new way to do teaching. Hopefully, the description of the interaction
in the class can give a valuable input to improve the quality of language,
especially in English class. The last, this study can be the additional reading book
for the readers and give the benefits for them.
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CHAPTER II
REVIEW OF RELATED LITERATURE

This chapter presents the discussion of Media, Digital Magazine, English
Skill, Conceptual Framework, Development Model, and Relevant Studies.

A. Media
1. Definitions of Media

The word of media is around us, we can find it easily in everywhere.
Media is made in various types and substances. Many people use it for any
purposes. The following will be explained the definition of media. As cited
from Syaiful Bahri Djamarah and Aswan Zain (2006) The word of “media” is
derived from Latin and the plural form of word “medium”, which literally
means “mediator or conductor”. Thereby, media is a vehicle of transferring
information of knowledge or message.
Media can be interpreted as introduction. Robert Hanickin Arsyad
Azhar (2011,P.4) defines the media is something that carries information
between the source and receiver of information. Still in the same angle, Kemp
and Dayton in Arsyad Azhar (2011,P.4) suggests the role of media in the
communication is as a sender (transfer) that is transmitting the message from
the sender to the recipient of the message or information (receiver).
Based on the definition, the media have important role for people to
get information. Therefore, many teachers use the media as a tool to teach the
students in the classroom to transfer knowledge.
2. Kinds of Media
The teacher‟s creativity in using the media can increase students‟
comprehension in understanding the lesson in the class. There are many kinds
of media that can be applied in teaching-learning activity. According to
Djamarah and Zain (2006), media is divided into three types, namely audio,
visual, and audiovisual media. Audio media refer to sound element, visual
media refer to visual element, and audiovisual media refer to both sound and
visual element.
In addition, Gerhard added that in the media itself, including various
kinds of materials, and he specified and classified them in four general
categories as the following:
6
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1) Listening/viewing materials
Silent films; TV commercials, quiz shows, cartoons, news,
comedy show, dramas, movies, and soap operas; radio news, dramas, and
ads; professionally audiotaped short stories and novels; pop, rock, country,
film, and children‟s songs; home videos; professionally videotaped travel
logs, documentaries, and sales pitches.
2) Visual materials
Slides; photographs; paintings; sketches; drawing by children;
stick-figure drawings; wordless street signs; silhouette; calendar pictures;
pictures from travel; news, and popular magazines; ink blots; postcard
pictures; wordless pictures books; stamps; X-rays.
3) Printed materials
Newspaper articles, cartoons, advertisements, movie
advertisements, astrology columns, sport reports, obituary columns, and
advice columns; travel magazines science, math, and history books; short
stories; novels; books of photographs; lyrics to popular, rock, folk, and
children‟s song; restaurant menus; street signs; postcards; currency; cereal
boxes; candy wrappers; tourist information brochures and tourist
guidebooks; university catalogs; departments store catalogs; telephone
books; world, city, and relief maps; calendars; TV guides; driver‟s licenses;
comic books; greeting cards; business cards; bank checks and deposit
forms; grocery coupons; hotel registration forms; pins with messages; bus,
plane, train, taxi, and jitney schedules; teletext subtitles for the hearing
impaired.

4) Realias
Jerry G. Gebhard (2009) mentions the realias; Dolls, puppets,
currency, key rings, scissors, folded paper, toothpaste, toothbrushes, combs,
stuffed and toy animals, wall clocks, balloons, walkietalkies, candles, fly
swatters, string, thread, chewing gum, glue, rules, tacks, paper clips, rubber
bands, trains, aprons, plastic forks and spoons, dishes, glasses, bowls,
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umbrellas, wallets, purses, balls, phones, fishing reels, furniture, people,
cars, bug collections, play money, stones, plants, sand, clay, ink, sticks,
jars, coffee cans, chalk, credit cards, hats, Halloween masks, mannequins.
From those categories, not all of them can be applied in the
classroom, so teacher should choose one of the appropriate media that can
be used in teaching the students by considering to the objective of learning,
the effectiveness, the efficiency, the function, the cheapness, and related to
the material of learning.
Usefulness or the contribution of learning media according to Kemp
and Dayton (Daryanto, 2011: 106) is as follows :
a. Submission of instructional messages can be standardized.
b. Learning can be more attractive
c. Learning can be more interactive by applying learning theory.
d. The timing of the learning can be shortened.
e. The quality of learning can be improved.
f. The learning process can take place whenever and wherever needed.
g. A positive attitude of students towards learning material and the learning

process can be improved.
h. The role of the teacher changes toward positive

a. Aspect of Book Assessment

According to BSNP (BadanStandar Nasional Pendidikan) on
Permendiknas (PeraturanMenteriPendidikan Nasional) Number 2 Year of
2008 the aspects is considered in the assessment of good textbook or
textbooks and non-text book lesson are as follows:
1) Contents Feasibility
Feasibility standard contents are are follows:
(a) Alignment with SK (StandarKompetensi) and KI (KompetensiInti)
subjects, child development, community needs. Good textbooks
should contain material that supports the achievement of SK
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(competency standards) and KI (core competence) of these subjects.
Feasibility content of textbooks can be judged from completeness
of material, breadth, and depth.
(b) The substance of science and life skills
(c) Insights for developed and developing
(d) The diversity of social values
2) Linguistic Feasibility
This linguistic components broken down into the following
subcomponents or indicator:
(a) Written by following Indonesian rules and correct terminology and
clear.
(b) In accordance with the level of development and education of
students.
(c) Communicative.
(d) Coherently and have unity idea.
3) Presentation Feasibility
This presentation components broken down into the following
subcomponents or indicator:
(a) General presentation of the organization
(b) Organization of presentation each chapter
(c) Considering the significance and usefulness
(d) Involve students actively
(e) Develop knowledge formation process
(f) In addition, the presentation also includes the feasibility standards:
(g) Variations in the delivery of information
(h) Ability to improve the quality of learning
(i) Pay attention to the code of ethics and copyright
4) Graphic Feasibility
Feasibility component is broken down into the following
subcomponents or indicator.
(a) Size

(d) Quality paper
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(b) Design of the skin

(e) Print quality

(c) Design of contents

(f) Binding quality

b. Criteria of Media Selection

Nana Sudjana and Rival (2010: 4-5 ) the criteria for selecting instructional
media should pay attention to the following matters:
1) The accuracy of the learning objectives
2) Support to the content of the lesson material
3) Ease of obtaining media
4) Skill in the use of teachers
5) Available time to use it
6) In accordance with the level of student thinking
Criteria for selection of learning media according to AzharArsyad
(2011: 75) are as follows:
1) In accordance with the objectives to be achieved
2) Right to support the learning contents that are facts, concepts,
principles, or generalizations
3) Practical, flexible, and enduring
4) The teacher skillfully use it
5) Technical quality
B. Digital Magazine
1. The Definition of Magazine
Magazine is one of graphic media used in the world of education as
the tool to clarify the materials, create the deeper sense in clarifying the
materials.
Nana Sudjana and Rival Ahmad ( 2005: 64 ) gives matching
definition that Magazine is something that reveals the shape of cartoon
characters, giving information and act out a story in a sequence that is closely
associated with the image to give entertainment to the readers. The
descriptions of these magazine can lead to the conclusion that the magazine
are series of images,story, information, and comic are arranged to convey
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information, usually arranged in the form of a separate book, or published in
various print media.
2. Advantages of using digital magazine
Digital media provide more profit for digital magazine, the digital
form, the magazine has a broad reach than print magazine, where the origins
of the digital magazine itself is a print magazine. According to Yang (2003)
reported in magazine in Education , the magazine has five advantages when it
is used in learning. The advantages that include:
1) Motivating
The main advantages of the magazine as a media of learning is the ability
to motivate students.
2) Visual
magazine is a composition of image with other images, thus basically
magazine is a visual media. Images and text on the magazine has the same
position in conveying a story.
3) Permanent
Using magazine as supplementary material is much different from using a
movie or animation. Although film and animation is also a visual media,
they can only be seen without being able to repeat it as we please.
Magazine, unlike them, is a permanent media. For example, if students do
not understand a movie scene or animation, they can‟t repeat, but with
magazine, they can repeat what they want.
4) Intermediaries
Magazine can directs students to the discipline of reading, especially those
who do not like to read or have worries about the error. Magazine can be a
bridge to more serious reading .Haugaard (1973) in Yang (2003) said that
magazine could change the students who do not like reading student form
the buff.
5) Popular
The popularities of digital magazine has been start 3 years ago in android
devices and be a popular culture..According to Morrison et al (2002) in
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Yang (2003) said that incorporate popular culture into the curriculum can
be as a bridge the gap when students feel on the inside and outside of
school. The magazine is part of popular culture.
C. Conceptual Framework
Teaching is the process of attending to people‟s needs, experiences and
feelings, and making specific interventions to help them learn partiular things.
Paul Hirst (1975) concuded, „being clear about what teaching is matters vitally
because how teachers understand teaching very much affects what they actually
do in the classroom‟. Hirst (1975) makes two very important points. For him
teaching should involve;
Setting out with the intention of someone learning something. Considering
people’s feelings, experiences and needs. Teaching is only teaching if people can
take on what is taught.
The interventions commonly take the form of questioning, listening,
giving information, explaining some phenomeno, demonstrating a skill or
process, testing understanding and capacity, and facilitating learning activties
(such as note taking, disussion, assignment writing, simulations and practice.
Position of instructional media is one of an effort to enhance the
interaction process and communication between teachers and students as well as
the interaction between students and their learning environment. Technological
development is currently very close to the students. Media development by
leveraging technology can improve the quality of the learning process. The use
of appropriate media and varies can overcome the passive attitude of students. In
this case the media of education is useful for stimulating learning.
The media are often used in The State Islamic Junior High School still
revolves around the printed book, student worksheets and modules, while LCD
and computer lab are only used when the IT subject will be done. Utilization of
varied teaching media can assist teachers in improving the quality of learning.
Making digital magazine can support students and teachers in the learning

13

process. Development of supplementary material‟s media such as digital
magazine is expected to increase students' anxiety.
In this research, the development of research methods used to produce a
particular product in the form of digital magazine. Learning media created with
the specified standards, the media needs to be validated and tested to determine
the success of the media. Validation is intended for comments/ corrections on the
products developed. Field testing on students to determine the feasibility of the
products developed and determine the increase students' motivation after using
instructional media in the form of digital magazine.

D. Development Model
The development model in this study will be ADDIE. ADDIE was
developed by Dick and Carry and that model is to design a learning system. there
is an example of the activities at each stage of the development model:

1. Analysis
At this stage, the main activity is to analyze the need for the
development of models/new learning methods and analyzing the feasibility
and the terms of the development of models/new learning methods. The
development of new learning methods is preceded by a problem in the
model/learning methods that have been applied. Problems can be occur
because the model/learning methods that exist today is no longer relevant to
the needs of the target, the learning environment, technology, characteristics
of learners, etc.
After analysis of the problem, the researcher need to develop
models/new learning method, researchers also need to analyze the feasibility
and the terms of the development of models/new learning methods.
In this analysis, there should be no draft models/methods are good
but can not be applied due to some limitations such course no tools or
teachers are not able to carry it out. Analysis of new learning methods need
to be conducted to determine the feasibility when learning methods are
applied.
2. Design
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In designing the model/learning methods, stage design has
similarities with designing learning activities. This activity is a systematic
process that starts from the set of learning objectives, designing scenarios or
learning activities, designing learning tools, designing learning materials and
tool evaluation of learning outcomes. The design of the model/learning
methods are still conceptual and will underpin the next development
process.
3. Development
Development model of ADDIE contains the realization of product
design activities. In the design phase, it has been prepared a conceptual
framework application of the model/new learning methods. In the
development phase, which is still conceptual framework is realized into
products ready to be implemented. For example, if the design stage has been
designed using the model/new methods that are still conceptual, then at the
stage of development, it is prepared or made learning device model/new
methods such as lesson plans, media and subject matter.
4. Implementation
At this stage, design and methodes that have been developed are
implemented in a real situation, that is in the class. During implementation,
the design models/methods that have been developed is applied to the actual
conditions. The material that is presented in accordance with the model/new
method was developed. After application of the method, then it will be
performed an initial evaluation to provide feedback on the application of the
next model/method.
5. Evaluation
Evaluation is done in two forms, there are formative and summative
evaluation. Formative evaluation is conducted at the end of each face-toface (weekly) whereas summative evaluation is conducted after the activity
ends as a whole. Summative evaluation measures the final competence of
subjects or learning objectives to be achieved. The results of the evaluation
are used to provide feedback to the user models/methods. Revisions were
made in accordance with the results of the evaluation or needs that have not
been met by the model/new method.
E. Relevant Studies
1. Huriyah (2015) entitled “Developing A Digital Comic As One Of Learning
Media To Improve Students‟ Motivation In The Introduction Of Banking For
Grade X

Accounting Student At Smkn 1 Bantul Academic Year Of

2014/2015”. The results of this research shows that the results of the
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validation analysis of media Based on the assessment of material expert, the
feasibility of digital comic on the topic of transfer, clearing and collection,
obtained the average score of 4, 19 for overall aspects. This result showed that
the media is considered to be feasible as a learning media used in the subject
of Introduction of Banking. Based on the assessment of media expert, the
feasibility of digital comic on the topic of transfer, clearing and collection,
obtained the average score of 4, 2 for overall aspects. the assessment of
practitioner, the feasibility of digital comic on the topic of transfer, clearing
and collection, obtained the average score of 4, 19 for overall aspects. The
assessment of student, the feasibility of digital comic on the topic of transfer,
clearing and collection, obtained the average score of 4, 04 for overall aspects.
Students‟ motivation obtained the average score of 3, 98 (high category) to 4,
44 (very high category). This result showed that the media can improve
students‟ motivation.

2. Muhammad Dedi Heriansyah (2013) entitled "Pengembangan Majalah Kimia
Elektronik Pada Materi Struktur Atom di SMA 10 Kota Jambi" and the result
of this research show that the results of the validation analysis of media that
reached 77.50% and the results of the validation analysis of the material
which reaches 80.00%. The differences between this study and the research
will be conducted is located in schools and subjects studied. This research was
conducted in senior high schools, whereas in this study will be conducted in
junior high schools. In this study, digital magazine applied in chemistry,
researchers will apply in the subjects of the introduction of atom structure. In
this study examines the feasibility of the media and media effectiveness seen
in the results of learning, while the research will be conducted by researchers
only examined the feasibility of the media and to improve students‟
motivation.
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CHAPTER III
RESEARCH METHOD
This chapter presents the discussion of the Research Design, Development
Stage, Research Setting and Subject, Data Collection Technique, Instruments of
Data Collection, and Data Analysis Technique.

A. Research Design
In this research, the researcher used R&D (research and development
method). According to Borg and Gall (1983, P.772) Research and Development is a
process used to develop and validate educational product. The steps of this process
are usually referred to as the R&D cycle, which consist of studyinng research
findings pertinent to the product to be developed, developing the products based on
the findings, field testing it in the setting where it will be used eventully, and
revising it to correct the deficiencies found in the filed-testing stage. In more
rigorous programs of R&D, this cycle is repeated until the field-test data indicate
that the product meets its behaviorally defined objectives.
According to Nana Syaodih Sukmadinata (2009,P.164) research and
development is a process or steps for develop a new product or enhance existing
product, and can be responsible. According Endang Mulyatiningsih (2011: 161)
research and development purpose to make new product by developing process.
This research aims to develop a digital magazine of english as supplementary
material to study English.

B. Development Stage
The development procedure adapted ADDIE development model, in this
model development consists of five phases that include analysis, design,
development, implementation and evaluation. ADDIE development model is
developed by Dick and Carry for designing learning systems analysis (Endang,
2011,P.200). Researchers developed English digital magazine based on the students
need.
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Development procedures of making digital magazine as instructional
media, consists of five stages, there are:

1. Analysis

To analyze the students‟ need, the researcher has interviewed and
spread of inquiries. The interview was conducted on february 22-25 2018.
Based on the data obtained from the interview they like to try something new
and the digital magazine is interesting for them. Based on inquiries
characteristics and the needs of students, about 96,8% students agreed if
digital magazine held as english supplementary material.
2. Design
In this stage the magazine was disigned by using software 3D pageflip
professional. The design of English magazine illustrate in this Flowchart :
COVER
(Text,
Image)
MATERI
AL
(Text,
Image)

REDACTI
ON

TABLE OF
CONTENT

(Text,
Image)
PREFACE

(Text, Image)

(Text,
Image)
QUIZ

INTRODUCTI
ON
(Text, Image)

(Text,
Image)
AUTHOR
(Text,
Image)
CLOSING
(Text, Design of English Magazine
Figure 01. Flowchart
The next step is that Image)
the researcher was make Storyboard based on
flowchart illustrated. The storyboard serves as the benchmark to make
English digital magazine.
3. Development
After designing the media researcher developed English digital
magazine by using software 3D pageflip professional. English digital
magazine was made based on Storyboard from flowchart. The form of
English digital magazine is like book in computer that can be opend and
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closed like magazine in real life. It can be develope by using 3D pageflip
professional.
The important part in development stage is validation process of
product assessment which was conducted by experts (material and media) and
teacher to provide an assessment based on rational thinking and product trials.
At this stage the initial product was validated by lecturer as a material expert
who assessed the appropriateness or correctness of the concepts included in
the digital magazine, another lecturer as a media expert who assessed the
digital magazine in terms of learning, material/content, language,
presentation, graphic, and visual communication. And then the validation was
continued by the teacher as the practitioner before the field test is done. The
validation was done depend on the readiness of the product. The result was
suggestions, comments, and feedback that can be used as a basis for revising
the media.
After the validators reviewed the media, the digital magazine was
revised or corrected based on the suggestion that was given by the experts and
teacher before the product was tested in the field. The revision was stopped
after the validators validated the product.

Briefly the stage of development can be seen in the image below:
Initial
Product

Validation

Media
Expert and
Material
Expert
Second
Product

Revision
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Validation
Media
Expert and
Material
Expert
Valid
Product

Revision

Rated by User

Students
Responses

Revision based on the results
of experiment
Final
Figure 02. Development stages
Product
4. Implementation

In this phase, the media was tested to the students of Islamic junior
high school An-nizham Jambi. Questionnaires was distributed to find out the
opinion/student responses on the media. If it is needed, the advanced revision
was conducted based on the inputs and suggestions from students.
5. Evaluation

Evaluation is important process of the study. It was done to check the
completion of the stages. This was the action of perfecting the development of
the media and the study. The evaluation can be the measurement that the
study is already to stop, continue, or repeat.
The results of the evaluation are used to provide feedback to the user
models/methods. Revisions was made in accordance with the results of the
evaluation or needs that have not been met by the model/new method.

Figure 03. Development Procedure Using ADDIE Model
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Need Analisys
Analysis of Programs/Applications
Competences & Analisys Instructional

Manufactures of Product
Validation
Revision

Trial Test

Students Questionnaire Data Analysis
Final Product

Figure 04. Stages of The Study
C. Research Setting and Subjects
This study was conducted at Islamic Junior High School annizham Jambi
The school is located on Jl.Rd Inu kertapati komplek DPRD kec. Telanaipura,
Jambi. The study was done by the researcher in a period of second semester of the
academic year 2017/2018 which included the planning, research and reporting. The
subjects in this study was students of Islamic Junior High School Annizham Jambi.
D. Data Collection Technique
1. Questionnaire

The data in this research was collected by using questionnaires.
According to Sugiyono (2011,P.199) questionnaire is a technique of data
collection which is done by giving a set question or statement to the
respondent to answer. The questionnaire in this study was used to collect data
on the feasibility of digital magazine which will be filled by experts. The
questionnaire of students‟ responses was given after learning process.
2. Observation
Non-participatory observation was used in this study because the
researcher participates indirectly in learning activity while the observation
is arranged based on some structured categorizes. Observation is the
activity of observing the subject of the research in order to gather the data
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needed. The checklist uses to strength then the questionnaire based on the
activities find in learning process.
3. Interview

The researcher was structured interview with several questions for the
students before and after the learning process with digital magazine. List of
questions are in Indonesian language to make students‟ understand well.
E. Instruments of Data Collection
Instrument of the data collection in this study were questionnaire,
observation and interview. Instrumental in this research which will be used to obtain
data from students.
Questionnaire in this study which was filled by the students.
Questionnaires was used to measure students‟ responses and the quality of the
media which will be developed.
The instrument of data collection in observation is the observation
checklist to strength then the questionnaire based on the activities find in learning
process. Observation is the activity of observing the subject of the research in order
to gather the data needed.
To interview the students, the researcher used list of questions which were
in Indonesian language in order to make the students‟ understand well. The
researcher used structured interview with several questions for the students before
and after the learning process with digital magazine.

F. Data Analysis Technique
In order to understand the collected data, the data was analyzed on the basis of
their characteristics and purpose. The subjects‟ responses on the questionnaire was
calculated in the form of percentages. The answer from each question was scored
based on Likert Scale (Riduwan, 2016: p.39), which are:
Table 3.1 Category Convention Table
Category
Score
Strongly Agree (sangat setuju/SS)

5
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Agree (setuju/S)

4

Neutral (netral/N)

3

Disagree (tidak setuju/TS)

2

Strongly Disagree (sangat tidak setuju/STS

1

To analyze the percentage, the researcher used the following formula:

NA = PS x (100 %)
SM

Where: NA

= Final Score

PS

= Score Obtained

SM

= Maximum Score

The result of this analysis is used to revise the development product, give
utilization suggestion, and to get a conclusion about the product.

Table 3.2. The range of score interpretation criteria proposed by Riduwan
(2016: p.41)

Score Interpretation Criteria

Category

0 % – 20 %

Very Low

21 % – 40 %

Low

41 % – 60 %

Sufficient

61 % – 80 %

High

81 % – 100 %

Very High
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The product was accepted if the category of score obtained are High and
Very High, and the product was rejected/validated if category of score obtained
are Sufficient, Low and Very Low.
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BAB IV
DEVELOPMENT RESULT AND DISCUSSION
This chapter is devided into Result of research and five sections of model.
Firstly, discuss about the first step in designing supplementary book based on
ADDIE model, it is analysis stage. The second, about design result stage. The
third about development result stage. Then, continued the implementation result
stage. Then, continued the implementation result stage. The fifth, ebout the
evaluation result stage.

A. Research Result
Media is one important component in education, mainly in teaching and
learning. According to Ega rima (2016:3) learning media is components of
learning that contains to the instructional material who can motivates the
students to learn. This product can be visual media and audio also that expected
to ease learning process, increase student‟s motivation and the learners‟
knowledge and or experience of the language. This English digital magazine
which provided based on students‟ context is aimed to help students ease to
understand. Furthermore, the students can be ease to learn English.
English digital magazine was developed in accordance with the 2013
curriculum and the English syllabus in Islamic junior high school (MTs) AnNizham Jambi. This product also has been validated by material expert and
design expert. The material expert was an English lecturer of English education
program. The design expert was a lecturer who has good competence in
instructional design. Both of them are English lecturers in English education
program.

B. Development Result
The result of media development for English lesson was a supplementary
material which was created in form of Englsih digital magazine based on 3D
pageflip professional and learning approach.
24
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1. Need Analysis Stage
Designing magazine is aimed at making learning process easier, increase
students‟ interest, and to increase students‟ skill,espsecially in English skill. An
analysis was needed in order to develop product to create good English material.
The analysis stage in developing magazine for English lesson, especially English
skill, was conducted in students‟ need analysis.
At this stage, the researcher gave questionnaire and interview to identify the
students‟ need. Based on the data obtained from the questionnaire about 96,8%
students agreed if digital magazine held as english supplementary material. Based on
the interview they like to try something new and interesting to the product.
Based on the students needs analysis of the field, the researchers determine the
product to be developed, namely English digital magazine based on 3D pageflip
professional that refers to the syllabus of seven graders of state Islamic junior high
school An-Nizham Jambi. The goal of E-dzine based on 3D pageflip professional is
the 7th grade student of Islamic junior high school An-Nizham Jambi.
This supplementary material is expected become solution and guide to learn
English. This digital magazine consists of example, cartoon pictures, video, audio
and quiz that related to students‟ life and life environment. Therefore, the students
will be easier to understand the English material and produce idea to learn English.

2. Design stage
After the material were organized, the next step is designing the magazine.
Designing is the first stage to develop sketch into form of English digital magazine.
The phases of the designing magazine are explained as follows:

a. Design Cover
Designing the cover of this magazine involved background with children
universal picture. The pictures describe about English is universal language. The
researcher put title of magazine, students‟ level and a text of invitation students to
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learn English. Then, the researcher also put name of the writer. It can be seen on
figure 05 below.

Figure 05. Stages of The Study
b. Design content
Designing content of this magazine consisted of several parts; desigining preface,
introduction and learning material. In designing preface page in this magazine ,
researcher used background which contained stamp with the word preface. Next to
preface, the researcher put the table of contents.

Figure 06. Stages of The Study
Furthermore, in designing content of this magazine, there were eight topics for
English skill. The topics were based on main material in the syllabus of Islamic
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junior high school (MTs) An-Nizham Jambi. The arrangements of the topics were
greeting, introducting self, expressing gratitude, expressing apology, asking for
information, giving command, expressing prohibition and politeness. Each topic
was followed by syllabus on 2013 curriculum.

Figure 07. Stages of The Study
English digital magazine was developed based on the students needs and
interest in learning English. In developing the English digital magazine based on 3d
pageflip porfessional, the writer used some attractive fonts, different colors,
pictures, dialogues, audio and video to make the students enjoy in learning process.
English digital magazine was made based on 3D pageflip professional which used
which students‟ contextual social life. To conclude, the content of magazine had
been designed appropriate with the syllabus.

3. Development stage
Developing is the stage of carrying the sketch in design stage into real
performance of the magazine. In this stage, the magazine considered components of
learning media such as stylistic, selecting words, pictures, shapes, and colors. The
layout of magazine was designed using Microsoft PowerPoint Publisher 2010.
Product development began with the manufacture of English digital magazine,
material management and the last is production. After making an English digital
magazine by selecting the appropriate materials with the syllabus. So developing
English digital magazine based on 3D pageflip professional ready for production.
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The next stage is validation. The product was validated by an English education
lecturer, the material expert and design expert. Then, the researcher revised the
product. After revising the product the researcher tried out the product to 32 seventh
graders of the Islamic junior high school An-nizham Jambi. From the results of the
trial use, students are asked to fill out the questionnaire so that the students'
feedback data on developing supporting English materials based on English Digital
magazine.

a. Product Revision Result
English digital magazine was developed based on 3D pageflip professional
through two stages of validation. The first validation was conducted by material
expert at the Islamic University of Jambi. The second validation was conducted by
design expert at the Islamic University of Jambi. Based on the results of the
validation of the experts, the feasibility data obtained from English digital magazine
based on 3D pageflip professional and improvement suggestions. The suggestion is
used for product revision. The product revision was also done twice, revision was
done in accordance with the suggestion from the English lecturers as material expert
and design expert at the Islamic university of Jambi.
 First Revision
The first revision refers to an English lecturer at the Islamic university of
Jambi. Suggestions and revisions done at this stage. There are some things related to
the completeness of the English materials presented. The Suggestion is then used by
the researcher for product revision.
1. English lecturer gave advice to change the English material (Grammar).

Then the researchers changed the material that totally match for 7th grade
than before.
2. There are some grammatical error and incorrect spelling in the writing of

English magazine. Then the lecturer suggested to return attention in
writing. And the researchers re-correct the typing of writing.
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3. The lecturer gives advice on the introducing others material that give an

example is better. Than the researcher give the example on that chapter.
Revisions or improvements made by researchers based on these three
suggestions can be seen in Table 4.1 below:

Tabel 4.1. Results of Product Revision Based on Material Expert Suggestion
No
1

Before Revision
a.

b.

After Revision

30

2

 Critics and suggestion is needed here to Critics and suggestion are needed here
make this English digital magazine be to make this English digital magazine
better.

be better.

 Greeting is someting friendly or polite Greeting is something friendly or
that you say or do when you meet or polite that you say or do when you
welcome someone.
 Command.
Every single day we ever ask someone
to do something, that called Commond.

meet or welcome someone.
Command.
Every single day we ever ask someone
to

do

something,

that

called
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Command.
3

a.

 Second Revision
The second revision was made based on suggestions from Design subject,
expert suggestions submitted by English lecturer and revisions made by
researchers are as follows:
1. At the time of validation by the English lecturer, English lecturer gives
advice to change the book cover. Then the researchers changed the cover
and made the cover more interesting.

Tabel 4.2. Results of Product Revision Based on Design Expert Suggestion
No

Before Revision

After Revision
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1

4. Implementation stage

Implementation is the stage of implementing the English digital magazine to the
students as the users. Before the product was implemented to the users, it was
validated by two experts; Material expert and design expert. The material experts
was lecture from English education program. The lecture assessed, suggested and
gave comments toward content of the magazine and also validated the accuracy of
materials displayed in the magazine. Meanwhile, the second is design expert. The
expert also lecture from English education program. The expert assessed, suggested
and gave comments toward cover, pictures, font size, and types presented in the
magazine. After the product was validated by the experts, the researcher tried out the
product to the students.
There were thirty two students of VII grade at Islamic junior high scool AnNizham Jambi. Before the students used the product, the researcher show the
product to the students in order to explain the process of using the product. They
were asked to use the magazine. The researcher also asked them to read some
statement given. Then, they were asked to give opinion and checklist in each
statement. The students‟ checklist were analyzed as the evaluation in revising the
magazine. This was conducted to investigate the users‟ respond on the product.

5. Evaluation stage
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In the evaluation stage, it was focused on all process of five stage in the
developing. Evaluation was conducted after the data acquired from the
implemetation stage. The data needed to be analyzed and summrized. Result of the
analysis were used to revise the magazine in term of students‟ difficulties and
another possible revision.

D. Discussion
1. Product Development Analysis
This research and development aims to produce English digital magazine
based on 3D pageflip professional. Research and development refers to ADDIE
model, which is limited in several stages. The stages carried out in this study
include the data collection, designing, development, validation, revision, and
field use trials.
Information gathering stage includes field study. From the results of field
studies conducted through a questionnaire. Based on the results of the statement
in the questionnaire, that students are very difficult to understand the command
and language in the textbook, so there are still many students in the seventh
grade state Islamic junior high school (MTs) An-Nizham Jambi. So researchers
developed English digital magazine based on 3D pageflip professional.
Researchers took English digital magazine based on 3D pageflip professional
targeting the seventh grade students of the state Islamic high school junior high
school An-Nizham Jambi because many students liked learning something new.
The next stage after information gathering is the planning stage.
Planning phase begins by making English materials with interesting and in
accordance with the syllabus of the seventh grade state junior high school AnNizham Jambi. The material presented is in accordance with the syllabus,
example greeting, introduction, and gratitude.
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The next stage is the development stage. Development stage begins with
the collection of data information. Information collected in the form of a
questionnaire and view the seventh grade syllabus. After that make appropriate
syllabus English material and make digital magazine to English magazine. After
English magazine in accordance with the syllabus, English digital magazine
based on 3D pageflip professional are ready to be published.
The next stage is validation and revision. Validation and revision of
product is done by English lecturers. The validation resulted in the evaluation
materials used on English digital magazine based on 3D pageflip professional
and improvement suggestions. The advice given by the lecturer is to change the
cover, there are errors in the structure, and grammar materials are do not match.
Based on the proposed revisions, the revisions are made. The result of the
revision is then used for subsequent validation of the English lecturers of
Islamic University of Sultan Thaha Saifuddin Jambi. From result of validation
of English lecturer got rating data of English digital magazine based on 3D
pageflip professional and suggestion of improvement. The suggestion is re-used
for revision. The results of the revisions were then used for trials on the use of
thirty-two seventh grade students of the Islamic junior high school An-Nizham
Jambi. Field trial results student are responses on English digital magazine
based on 3D pageflip professional.

2. Product Feasibility Analysis
a. Data analysis results validation by material expert
The lecturer assesses three aspects, namely the suitability of English
magazine with syllabus, learning support materials, and English magazine
presentation techniques. Number of assessment indicators is 18. The number of
scores obtained on this validation is 56 with a score of 68. The average score is
then converted into Likert scale with reference table 4.3 below:
Tabel 4.3 Convergence of expert score with Likert scale
Score Interpretation Criteria

Category

81% - 100%

Very High
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61% - 80%

High

41% - 60%

Sufficient

21% - 40%

Low

0% - 20%

Very Low

Source: Primary data are processed by researchers according to the results of the
study.
In detail the results of validation by material expert can be seen in table
4.4 next page:

Table 4.4. Rating of material experts
Total score

Score

Percentage

Category

82,3%

Very High

obtained
68

56

Source: Primary data are processed by researchers according to the results

To concluded that English digital magazine based on 3D pageflip
professional included in the category very well. Total score obtained 56 with
average score 82,3%.
b. Data analysis results validation by design expert
The data was gotten by using questionnaire. Based on the data has been filled by
expert, the validation from design expert was considered from three aspects: 1)
Variety; 2) Attractive performance and; 3) Interesting content. Design expert was
who should validate the English digital Magazine in term of performance. The
average score in this stage is then converted into Likert scale with reference table
4.3.
In detail the results of validation by design expert can be seen in table
4.5 below:
Table 4.5. Rating of design experts
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Total score

Score

Percentage

Category

84,1%

Very High

obtained
44

37

Source: Primary data are processed by researchers according to the results

c. Data Analysis of Student Use Test Results
Based on table 4 it is known that the student's use trials are used to find
out students' responses to English digital magazine based on 3D pageflip
professional through questionnaires. Number of assessment indicators is 9. The
number of scores obtained on this validation is 2076 with a score of 4.6 The
average score is then converted into Likert scale with reference table 4.6 next
page:

Tabel 4.6. Conversion Score of Student Response with Likert Scale
Score Interpretation Criteria

Category

81% - 100%

Very High

61% - 80%

High

41% - 60%

Sufficient

21% - 40%

Low

0% - 20%

Very Low

Source: Primary data are processed by researchers according to the results
In detail the results of students‟ response of English digital magazine can
be seen in table 4.7 below:
Tabel 4.7. Results of Student Responses to English magazine
Total score

Average Score

Percentage

Category

37

65

4,6

94%

Very High

Source: Primary data are processed by researchers according to the results

Based on the assessment of English teacher in table 4.6 it can be
concluded that English digital magazine based on 3D pageflip professional
included in the category very well. Total score obtained 65,00 with average
score 4.6.
Based on data analysis of validation result of experts and data analysis of
test result of usage by student, then can be concluded that English digital
magazine based on 3d pageflip professional included in very good category.
Average scores were 56 ( Material Experts), 37 (Design Expert) and 4.6
(Student). Thus English digital magazine based on 3D pageflip professional for
seventh grade students of Islamic junior high school An-Nizham Jambi with
greeting, introduction, command, possessive pronoun, gratitude and prohibition
materials.

3. Evaluation of the Product
Evaluation stage is the stage where the magazine was revised based on
comment and suggestions that had been evaluated by experts and users.
a. First evaluation
Magazine that had been developed was validated by the experts. Based on
the evaluation, comments and suggestions from expert, magazine still have
weakness that must be revised.
b. Second evaluation
Magazine was performed to seventh grade students An-Nizham Jambi. It
was aimed at identifying lack of the magazine. Through the students, it
obtained students‟ comment and suggestion. Based on the students‟
comment, this magazine has been good. However they put some
suggestions to this magazine. Those are: add more interesting color and
make font to be clear.
4. Description of the Product
The English digital magazine is describe in term of material and design. It term of
material, the students‟ need were designed based on the curriculum and syllabus.
The contents of module covered functional texts; Introduction, greeting, language
focus and some components in evey unit; Those are components in every unit.

38

Further in term of design. The design of the magazine considered the students‟
interest such as lay out, stylistic, selecting word, colors, size, shape, artsand
attractive pictures. The magazine should have attractive presentation. Students will
be interested if physical appearance of the magazine is good and also the
performance of the materials content have to be considered in term of text type,
attractive colors and photograph (Tomlinson,1998; 3-5)
To conclude, a good learning material should have an impact to students to attract
their interest to learn such a magazine should have good material based on the
curriculum and syllabus, good performance of module design which is suitable with
the students‟ of magazine design whic is suitable with the students‟ ages and
background knowladge.
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BAB V
CONCLUSIONS AND SUGGESTION

A. Conclusions
The results of this research and development can be concluded that developing
the English digital magazine based on 3D pageflip professional, it was developed
through five stage using development model First, need analysis where student‟s need
were analyzed through curriculum, syllabus and the worksheet used. Student‟s interest
was analyzed through interview. Second stage was designing the sketch of magazine
covered design schedule, cover and content. Third, development stage was developing
the framework of magazine, and finishing the all components to be real product.
Furthermore, involved two experts to assess the Magazine to get revision. Based on the
data obtained from the experts by spread the inquiries with the percentages are 82,3%
(material expert) and 84,1% (design expert). Therefore the magazine could be
implemented the students as the users. Fourth, stage is implementation. The magazine
was implemented to seventh grade students as group evaluation. Last stage was
evaluation of all data from the experts and users through questionnaire to create final
product of the magazine.

The materials for seventh grade students of Islamic junior high
school. It was supplementary material namely English Digital Magazine as
the additional learning English. The contents of this magazine covers first
semester main topics of greeting, introduction, gratitude,possessive pronoun,
gratitude, command and prohibition.
The conclusion based on result of the students responses showed that
the English digital magazine is accepted as learning media for English
supplementary material that is interesting contextual, understandable and
congruence to be syllabus.
B. Implications
The implications of this research are:
1. English digital magazine based on 3D pageflip professional can be used by
teachers and students as learning resources. English digital magazine based on
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3D pageflip professional can increase the motivation of children in learning
English.
2. English digital magazine based on 3D pageflip professional as learning
resources can be used to train students' cognitive thinking power.

C. Suggestion
After conducting this research the writer propose some suggestion to
students, teacher and other researchers. For students, the writer hopes that they will
use this product in order to improve their English skill.
Furthermore, the teacher are also expected to usethis product in teaching
English and they should guide the students when using this English digital magazine
using contextual teaching and learning (CTL). Moreover,the writer expects other
researcher to conduct research in the field of Research and development by
producing better product for teaching English. Beside, the writer hopes that the
other researcher will conduct research by using CTL approach in developing
materials to other skill and will be conducted the big group try out. Especially in
developing English material for seventh grade at the first semester, writer also
hopes that the other researchers will develop specifically four english skills
(speaking, listening, writing and reading).
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ANGKET PENILAIAN AHLI MATERI
PADA MAJALAH DIGITAL BAHASA INGGRIS
Nama Peoduk

: English Digital magazine

Kelas/Semester

: VII/I

Sekolah

: MTs

Kurikulum

: K13 Bahasa Inggris

Petunjuk :
Angket ini terdiri dan 18 pertanyaan. Mohon diberikan jawaban yang benarbenar sesuai dengan pendapat Bapak/Ibu dengan cara memberikan komentar dan
saran perbaikan pada ruang yang ada. Atas bantuan Bapak/Ibu saya ucapkan
terimakasih.
Nama Ahli
Bidang Keahlian

: Uyun Nafiah, Ms. M.Pd
: Ahli isi/Materi

N
o

Pernyataan Angket

1

Materi sudah sesuai dengan Standar Kompetensi
(SK) pada K13 Bahasa Inggris SMP/MTs.

2

Materi dengan Kompetensi Dasar (KD) pada K13
Bahasa Inggris SMP/MTs sudah sesuai.

3

Materi dengan Indikator pada K13 Bahasa Inggris
SMP/MTs sudah sesuai.

4

Tujuan pembelajaran dengan materi bahasa Inggris
pada K13 sudah sesuai.

5

Materi Bahasa Inggris yang disajikan dalam
majalah digital ini mudah dipelajari.

6

Penggunaan Bahasa mudah dipahami.

S
S

S

T
S

S
T
S
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7

Tingkat kedalaman materi sesuai dengan tingkatan
siswa SMP/MTs Kelas VII Semester 1
Materi yang diberikan dapat memotivasi siswa.

8
9

Materi yang diberikan
perhatian siswa.

membantu

menarik

10

Pemberian latihan sudah mencukupi Standar
Kompetensi.
Pemberian umpan balik sudah sesuai.

11
12

Materi pada majalah digitital ini dapat memberikan
pengalaman kepada siswa.

13

Majalah digital
sederhana.

ini

menggunakan

kalimat

Memiliki petunjuk penggunaan soal/latihan.
14
Bentuk soal sesuai dengan kebutuhan siswa.
15
Latihan yang diberikan melatih pemahaman siswa.
16
17

Latihan yang diberikan
pengalaman belajar siswa.

akan

memperkaya

Komentar/saran/anjuran perbaikan terhadap produk ini “English Digital
Magazine” secara keseluruhan:

Jambi,
Validator

2018
TTD

Uyun Nafiah,
Ms.M.Pd
Nip.19880627
201503 2 006
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List of questions (interview guide)
Karakteristik dan Kebutuhan siswa/i akan multimedia tentang pelajaran Bahasa
inggris
1. Di era global ini, apakah penggunaan komputer merupakan suatu kebutuhan
dalam pendidikan dan kehidupan? Bagaimana tanggapan anda?
2. Apakah penggunaan Majalah Digital dalam pembelajaran akan membuat
belajar menjadi lebih menarik dan menyenangkan?
3. Apakah anda menyukai pelajaran Bahasa Inggris?
4. Apakah menurut anda perlu menggunakan media (Animasi)/ majalah digital
dalam pembelajaran Bahasa Inggris?
5. Setujukah anda jika diadakannya Majalah Digital Bahasa Inggris untuk
materi/bahan pelengkap sehingga bisa menguasai konsep pada pelajaran
Bahasa Inggris dengan baik?
6. Berdasarkan penjelasan di atas, apakah multimedia pembelajaran
menggunakan majalah digital 3D pagefilp professional merupakan media yang
menarik?
7. Apakah Majalah digital ini mudah dioperasikan?
8. Perlukah multimedia pembelajaran menggunakan 3D Pageflip professional
digunakan dalam menjelaskan pelajaran Bahasa Inggris?
9. Setujukah anda jika diadakan pembelajaran menggunakan Majalah Digital
berbasis 3D pageflip professional sehingga bisa menambah materi anda pada
pelajaran Bahasa Inggris?
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QUESTIONNAIRE
Nama :
Kelas :
Petunjuk Penggunaan angket
Pilihlah salah satu alternatif jawaban yang tersedia dengan memberi tanda
(√ ) pada jawaban yang anda dipilih.
Keterangan

: SS
S
RR
TS
STS

= Sangat Setuju
= Setuju
= Ragu Ragu
= Tidak Setuju
= Sangat Tidak Setuju

N
o

Pernyataan Angket

1

Pembelajaran dengan menggunakan English digital
magazine lebih menyenangkan dibanding hanya
dengan metode konvensional (ceramah) saja

2

Saya bisa lebih memahami pelajaran dengan baik
apabila menggunakan English digital magazine
dibanding dengan ceramah saja

3

Penggunaan komputer merupakan suatu kebutuhan
dalam pendidikan dan kehidupan

4

Multimedia pembelajaran menggunakan majalah
digital 3D pagefilp professional merupakan media
yang menarik

5

Saya lebih menyukai proses belajar mengajar yang
interaktif menggunakan media English digital
magazine karena lebih cepat memahami materi
pelajaran

6

Saya bisa memahami dengan jelas materi yang
disampaikan dengan menggunakan media English
digital magazine.

7

English digital magazine membuat saya lebih aktif
dalam proses pembelajaran.

S
S

S

R
R

T
S

S
T
S
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8

9

Media English digital magazine mudah untuk
digunakan dalam proses pembelajaran bahasa inggris.
Saya setuju jika diadakannya Majalah Digital Bahasa
Inggris untuk materi/bahan pelengkap sehingga bisa
menguasai konsep pada pelajaran Bahasa Inggris.
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