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ABSTRACT

Fatimah, 2026. Developing Interactive Learning Media Of Recount Text Reading
Material Through Canva For Grade VIII Of SMPN 1 Sampit. Thesis Magister of
English Language Education., Post Graduate Program, University of Palangka
Raya. Supervised by Dr. Misrita, SS., M, Hum. dan Dr. Akhmad Fauzan, M.Pd.

This study aimed to develop interactive learning media through Canva for
Education for teaching recount texts to Grade VIII students at SMP Negeri |
Sampit, to determine the feasibility of the developed media based on expert
validation, and to identify students' responses toward the media. This study
employed a Research and Development (R&D) design using the ADDIE model,
which consists of Analysis, Design, Development, Implementation, and Evaluation.
The research was conducted at SMP Negeri 1 Sampit. The data sources included
one material expert, one language expert, one media expert, five students involved
in the small-group trial, and twenty-eight Grade VIII students involved in the large-
group trial. Data were collected through interviews, classroom observations, expert
validation sheets, and student response questionnaires. The collected data were
analyzed using descriptive qualitative and quantitative techniques. The findings
showed that the interactive learning media was successfully developed through the
ADDIE stages using Canva for Education integrated with Canva Al. The validation
results from the material expert, language expert, and media expert indicated that
the developed media achieved the category of "Very Valid and Can be Used
Without Revision." The implementation results also revealed that students gave
positive responses toward the developed media. They perceived the media as
attractive, easy to use, interactive, and helpful in learning recount texts. Therefore,
the interactive learning media developed through Canva for Education is considered
feasible and practical for use in English language learning, particularly for teaching
recount texts to Grade VIII students.

Keywords: Interactive Learning Media, Canva, Recount Text.



SUMMARY

The rapid development of digital technology has significantly influenced
English language teaching by encouraging teachers to integrate innovative
instructional media into classroom learning. Interactive learning media play an
important role in creating meaningful learning experiences, increasing students'
engagement, and facilitating their understanding of learning materials. However,
based on classroom observations and interviews with the English teacher at SMP
Negeri 1 Sampit, the teaching of recount texts was still dominated by conventional
learning media, such as textbooks and PowerPoint presentations. As a result,
students tended to be passive during classroom activities and showed limited
motivation to participate in the learning process. Therefore, developing interactive
learning media that combine visual elements, multimedia resources, and interactive
activities 1s considered essential to support students' learning needs. Canva for
Education, integrated with Canva Al, provides various features that enable teachers
to design attractive and interactive learning media without requiring advanced
programming skills. Accordingly, this study aimed to (1) describe the process of
developing interactive learning media for teaching recount texts through Canva for
Education, (2) determine the feasibility of the developed media based on expert

validation, and (3) identify students' responses toward the developed media.

This study employed a Research and Development (R&D) approach using
the ADDIE instructional design model, which consists of five stages: Analysis,
Design, Development, Implementation, and Evaluation. The research was

conducted at SMP Negeri 1 Sampit. The participants consisted of one material



expert, one language expert, one media expert, five Grade VIII students who
participated in the small-group trial, and twenty-eight Grade VIII students who
participated in the large-group trial. Data were collected through classroom
observations, interviews, expert validation sheets, and student response
questionnaires. During the Analysis stage, the researcher identified students'
learning needs, curriculum requirements, and classroom conditions. In the Design
stage, the researcher prepared the instructional content, developed the storyboard,
and designed the interactive learning media using Canva Al. During the
Development stage, the first prototype was created and validated by the material,
language, and media experts. Based on the experts' suggestions, several revisions
were made, including adding an Admin Menu on the homepage, simplifying the
learning materials, replacing the embedded learning video with a YouTube
thumbnail and hyperlink, and improving the reflection page. The revised product
was then implemented through small-group and large-group trials to obtain
students' responses. The collected data were analyzed using descriptive qualitative
and quantitative techniques to describe the development process, expert validation

results, and students' responses toward the developed media.

The findings revealed that the interactive learning media was successfully
developed following the systematic stages of the ADDIE model using Canva for
Education integrated with Canva Al. The final product, entitled "My Recount
Adventure," consists of several interactive components, including a landing page,
interactive learning materials, multimodal texts, learning videos, interactive

quizzes, educational games, a response section, and a score and reward page. The
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results of the material expert, language expert, and media expert validations
indicated that the developed media achieved the category of "Very Valid and Can
be Used Without Revision." Although the experts provided several suggestions to
improve the quality of the media, the revisions mainly focused on enhancing the
visual appearance, navigation, instructional clarity, and technical functionality of
the product. Furthermore, the results of the small-group and large-group trials
demonstrated that students gave positive responses to the developed interactive
learning media. Students perceived the media as visually attractive, easy to operate,
interactive, and helpful in understanding recount texts. The multimedia features,
animations, quizzes, games, and immediate feedback successfully encouraged
students to participate actively throughout the learning process. Based on these
findings, it can be concluded that the interactive learning media developed through
Canva for Education is feasible for classroom implementation and can serve as an
alternative digital learning medium for teaching recount texts to Grade VIII students

at SMP Negeri 1 Sampit.
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