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Abstrac: The aim of this research is to improve the learning outcomes of grade 1 students
in Ethematics subtraction material at SDN 1 Kepatihan Tulungagung which consists of
21 students. The research method uses classroom action research which uses the spiral
model emphasized by David Hopkins, where there are four stages, namely planning,
action, observation and reflection (Hopkins, 2011: 91). The data collection techniques
used were, 1) Observation, 2) Test, 3) Documentation, 4) Interview, then quantitative
EBpcriptive analysis was carried out from the data obtained with the following results: 1)
At the pre-cycle stage the class average value was 73, 8 with a classical completion
percentage of 38.09%. 2) Then, in the first cycle stage, the average class score increased
to 8147 with a classical completeness percentage of 42.85%. 3) Furthermore, in the
second cycle stage th@Elass average increased to 91.8 with a classical completeness
percentage of 85.71%EBased on the results of the research conducted, it can be concluded
that the use of Canva-based learning media can improve mathematics learning outcomes
in subtraction material for grade 1 students at SDN | Kepatihan Tulungagung.
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PRELIMINARY

Every school must compete to improve the quality of its education. Education in
2019 cxpﬁicnccd turmoil due to Covid-19, so educators were required to carry out online
learning. Online learning is learning that is carried out online over aﬂstance or learning
that is carried out by students wherever and whenever needed so as to avoid crowds which
is considered as one way to implement social distancing (Handarini and Wulandari, 2020:
502). The implementation of online learning is still not fully understood by teachers and
parents, giving rise to polemics that arise during implementation in the field (Supriyadi
and Wiliy , 2021: 1668). According to Mukmin (2016:45) "the characteristics of
children at primary school age range from 7-11 years. Children can think logically about

concrete things, children's mental activities are focused on real objects or on various
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events they have experienced." Therefore, when students receive online learning it is also
less than optimal, due to obstacles experienced such as material not being delivered
optimally or limited internet network quality which is unstable in certain areas. This
continues until now, even though learning has been carried out face-to-face but students'
abilities remain at a low level.

A lack of understanding of the material taught online causes students' ability to
calculate, especially subtraction in class 1, to decrease so that student achievement of
learning outcomes is less than satisfactory. At elementary school, mathematics often
creates afrightening impression for most students. As aresult, many students are reluctant
to study mathematics in more depth. If students do not understand the basic material of
mathematics, it is feared that these students will continue to experience difficulties in
learning mathematics at the next level. Apart from that, during the lesson the teacher only
provides concepts without accompanying examples of working on questions, making
students feel difficult. Therefore, teachers who teach mathematics must always provide
learning innovations so that students can capture learning optimally. One innovation that
can be developed by teaciars is through multimedia-based learning media.

Learning principles based on Minister of Education and Culture Regulation no. 22
of 2016 concerning basic and secondary education process standards, it is recommended
that learning utilize information and communication technology to increase thﬁfﬁciency
and effectiveness of learning (Ministry of Education and Culture, 2016). The use of
information and communication technology can be implemented in learning media.
Several studies s%wthat learning media plays a very important role in achieving students'
learning goals (Anjarwati, Winarno, & Churiyah, 2016; Lin & Wu, 2016; Oyedele,
Rwambiwa, & Mamvuto, 2013; Purwono, Yutmini, & Anitah, 2014). Learning media is
really needed for students so that they can explore the surrounding environment so that
theoretical learning can be more realistic (Widiyawati, 2017).

One of the successes in the learning process is the teacher factor (Rahmatullah et
al., 2019). With qualifi% teacher human resources, learning will run smoothly and
interestingly. Therefore, teachers are required to be able to master science and technology
and learning strategies to use in the classroom (Ramli et al., 2018). An educator must be
able to master the class, understand the character of students, and manage learning. With

quality learning, you will get quality graduates too. The teacher's role in learning is only
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as a facilitator and motﬁtor. Teachers as facilitators and motivators must have
competence in developing learning media that can foster students' enthusiasm for learning
in understanding lessons (Yulianti, 2019).

With existing problems, researchea will provide a problem solving plan, namely
the use of Canva-based learning media. Learning media is anything that can be used to
channel messages from a teacher to students which can stimulate students' thoughts,
feelings, concerns and interests so that the learning process occurs (Sobarningsih &
Nurdiansyah, 2019:47). Lately, many people are using website-based learning media.
One website that can be used to create learning mediﬁ's Canva. According to Tanjung
and Faiza (2019) in (Rainbow Line Journal, 2020:81) Canva is an online dcsigﬁ)rogram
that provides various tools such as presentations, resumes, pamphlets, brochures,
graphics, infographics, banners, bookmarks, bulletins, and so on. provided on the Canva
website and application.

According to Hidayat (2020) in (Raaihani 2021:11) explains that the human brain
can store various information in the form of words, colors and images. This means that
Canva media will be more easily absorbed bﬁhe brain because Canva media is presented
in the form of images, text format and data so that students can more easily understand
the learning material. Initially, the learning outcomes of class 1 students were below
average, so there was a need to improve the teacher's way of teaching to suit students'
interests. Canva learning media is a digital learning media that keeps up with the times.
By using learning media appropriate to the times, students will be interested in learning.
Students need learning methods that suit their interests. This is the background to the
problem of increasing student learning outcomes in reduced material.

Researchers distributed questionnaires to class 1 regarding their difficulties in
understanding subtraction material. The results of the questionnaire stated that 65% of
students experienced difficulties in mathematics subjects, especially subtraction material.
At the pre-cycle stage, the criteria for class 1 students showed that they were lacking, as
evidenced by the class average score of 73.8 and a classical completion percentage of
38.09%. The solution given to class 1 students' problems regarding subtraction material
is by providing technology-based learning media, namely using Canva. The reason why

this solution was chosen is because the class teacher teaches using a classical style which
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can take students longer to understand the material presented. With these alternative
solutions, class teachers can use theﬁto solve these problems.

The aim of this research is to improve the learning outcomes of grade 1 students at
SDN 1 Kepatihan Tulungagung by providing solutions to existing problems, namely
providing learning using Canva-based learning media. With this innovation, it is hoped
that student learning outcomes will improve, which understanding can be useful if
students pursue education at the next level. Because previously the class teacher only
provided classical learning without using varied learning media. Apart from that,
researchers hope that this innovation can motivate teachers to continue creating

innovative learning media.

METHOD

The research method uses classroom action research which uses&e spiral model
emphasized by David Hopkins, where there are four stages, namely planning, action,
observation and reflection (Hopkins, 2011: 91). The location of the research was carried
out at SD Negeri 1 Kepatihan Tulungagung which is located at J1. PB. General Sudirman
Gg. VII No. 2, Kepatihan, Tulungagung District, Tulungagung Regency, East Java
Province, 66219. This research was carried out for 4 months from March to June 2023.
The research subjects were 1st grade students at SD Negeri 1 Kepatihan Tulungagung for
the 2022-2023 academic year, totaling 21 students. , a grade 1 teacher at SDN 1 Kepatihan
Tulungagung and a civil service teacher as an observer.

There are two variables in this research, namely the independent variaﬁ in the
form of Canva-based learning media, while the dependent variable is changes i%tudent
learning outcomes after receiving learning using Canva-based learning media. The data
collection techniques used in this research are, 1) Observation, 2) Test, 3) Documentation,
4) Interview. To analyze the data, researchers used quantitative descriptive tecaliques.
The value calculated is the class average value and the percentage of classical
completeness at the pre-cycle. cycle I and cycle Il stages. The class average score is
obtained from the quotient between the sum of all student scores and the number of
students in one class (Hutauruk and Simbolon, 2018: 126). Meanwhile, the percentage of

classical completeness is taken from the number of students who have completed their
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studies divided by the number of students in one class and then the result is multiplied by
100% (Yanti and Abdullah, 2017: 1015).

Indicators of success in this research are, 1) The research is said to be successful if
the criteria for student learning success level is = 75%. This success rate is based on the
statement which states that if classical completeness reaches 75% then the research can
be declared successful (Parahita et al.,2019: 123), and 2) The average class score obtained
must be > 75. The completeness limit has been adjusted to KKM that applies at SDN 1

Kepatihan Tulungagung.

RESULT

At this stage the researcher will provide a description of the results of the analysis
and research data regarding improving mathematics learning outcomes in subtraction
material using Canva-based learning media in ca‘;s I of SDN 1 Kepatihan Tulungagung.
In pre-cycle activities, researacrs conducted interviews with the principal and class
teachers of SDN 1 Kepatihan. Based on the results of interviews, it was found that there
were still many class I students who scored below the KKM in mathematics subtraction
material. This happens because of the stereotype of those who are afraid of mathematics
lessons so that they have difficulty understanding the material, which makes learning not
optimal and student learning outcomes are low. Researchers distributed questionnaires to
class 1 regarding their difficulties in understanding subtraction material. The results of
the questionnaire stated that 65% of students experienced difficulties in mathematics

subjects, especially subtraction material .

B Tidak Kesulitan ®Kesulitan

Figure 1. Student Questionnaire Results for Mathematics Subtraction Material
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B Tidak berpartisipasi

Figure 2. Percentage of Student Participation in Canva-Based Learning Media in
CycleI

® Berpartisipasi

® Tidak Berpartisipasi

Figure 3. Percentage of Student Participation in Canva-Based Learning Media in

Cydle I
Tabel 1
Student Learning Results in Mathematics Subtraction Material
Treatment Criteria Class Average Classical Completion Percentage
Precycle Poor 73.8 38.,09%
Cycle 1 Fair 8147 42 85%
Cycle I Very Good 91,8 85.71%
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NILATRATA-RATA KELAS PRESENTASE KETUNTASAN KLASIKAL
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Figure 4. Student Learning Results in Mathematics Subtraction Material

DISCUSSION

At the pre-cycle stage, researchers conducted a pretest regarding reduction material.
Based on the pretest results, it can be seen that 9 students got scores above the KKM. The
average class score is 73.8 with a classical completioa)ercentage of 38.09% which is
classified as poor (Yanti and Abdullah, 2017: 1015) (can be seen in Table 1). The low
student learning outcomes are because the methods used by teachers are still classical and
students feel bored with such methods. The solution provided as a reflection of pre-cycle
improvemen&'is using Canva-based learning media without audio. It is hoped that
variations in learning media will attract interest in learning from grade | students.

After cycle 1, it vﬁ carried out by providing subtraction learning using Canva-
based learning media. There was an increase in student learning outcomes. Where
students who got a score above the KKM (ie 75) became 14 students. The average class
score is 81.47 with a classical completion pﬁentage of 42.85% which is classified as
sufficient (Yanti and Abdullah, 2017: 1015) (can be seen in Table 1 and Figure 2). It was
felt that the improvement in cycle I was still not optimal because there were some students
who did not pay enough attention when the teacher delivered material using Canva-based
learning media because this media did not have audio. In cycle Il stage, different learning
media will be given but still using the Canva application accompanied by audio that
supports it. Because looking at cycle I, students have started to be interested in Canva-
based learning media, but some are still busy because the learning media is not equipped

with audio. By providing additional audio, it is hoped that grade 1 students will become

https://ojs.unpkediri.ac.id/index.php/pgsd [295] | Volume 9| No 2|January 2024




Jurnal Pendidikan Dasar Nusantara Vol 9, No 2, Januari 2024

ISSN 2579-6461 (Online) ISSN 2460-6324 (Print)
DOI: hitps://doi.org/10.29407/jpdn.v9i2.20880

more interested in developments in the learning media used by teachers so that interest in
learning increases and learning outcomes also increase.

In cycle II, there were 18 students who got a score above the KKM (ie 75). The
average class score is 91.8 with a classical completion presentation of 85.71% which is
classified as very good (Yanti and Abdullah, 2017: 1015) (can be seen in Table 1 and
Figure 3). In Table 1, students are increasingly enthusiastic about participating in learning
because the learning media has been revised to become an interesting Canva learning
media, namely there are several combinations of color and movement as well as audio
that supports the material so that it can help students understand subtraction material in
mathematics and can be proven from the results. increased student learning.

The results of reseérch conducted in class [ of SDN 1 Kepatihan Tulu&gung using
interactive multimedia in the pre-cycle, cycle I and cycle 1I stages stated thatéere was
an increase in student learning outcomes in mathematics subtraction material which can
&e seen from the class average score and the percentage of classical completion. In detail,
the average class score at the pre-cycle stage was 73.8 with a classical completion
percentage of 38.09% which was declared insufficient. Furthermore, in the first cycle
stage, the class average score was 81.47 with a classical completeness percentage of
42.85% which was declared sufficient. Then, in the second cycle stage with details of the
average class score of 91.8 with a classical completion percentage of 85.71% it was
declared very good (can be seen in Figure 4).

The results obtained are in line with rcscarclﬁonducted by the group of
Rahmatullah, Inanna, and Andi Tenri Ampa enti&:d "Audio Visual Learning Media
Based on the Canva Application”" which states that audio visual learning media based on
the Canva application is very suitable for use in learning. Its use is very effective whether
used offline or online. Even though the Canva application is prepared for free, it must be
supported by the agilability of resources (teachers) to use it so that the learning process
will be interesting. Based on the results of the ea;ert assessment, the audio visual learning
media design based on the Canva application obtained a score of 82.28% with a decent
category. The results of limited student responses obtained a score of 86.73% in the very
appropriate category. (Rahmatullah, et al., 2020). In accordance with research that has
been carried out, learning using the Canva application can influence the increase in

learning outcomes for grade 1 students, especially in subtraction material.
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Apart from that, the results obtained are also relevant to research conducted by
Kukuh Andri Aka and Sutrisno Sahari in 2017 regarding "Development of Interactive
Multimedia Teaching Materials in Class V Civics Learning in Elementary Schools
Oriented to Value Clarification Techniques" which stated that the entire data analysis was
from the validation sheet material experts, media experts and users, this product is
included in the criteria of valid (4.60), practical (4.53) and interesting (4.31), as well as
effective (85.2). The multimedia created has an attractive level of attractiveness, meaning
that students really enjoy learning using this product and the problem of students' weak
level of interest in learning can be minimized here. The effectiveness aspect also indicates
success, it can be said that this product can minimize the low student learning outcomes
so far. (Aka and Sahari, 2017)

The results obtained in this research are also rele\ﬁlt to research conducted by Arif
Rahman Hakim and Husen Windayana regarding "The Effect of Using Interactive
Multimedia in Mathematics Learning to Improve Elementary School Student LcEng
Outcomes" which states that mathematics learning using interactive multimedia has a
significant effect on improving student learning outcomes. class V SDl'thrdova,
Rancaekek District, Bandung Regency on symmetry and mirroring material. This can be
seen from the majority of students' attitudes towards learning mathematics using
interactive multimedia in the medium category, with a percentage of 55.56% (Hakim &
Windayana, 2016).

According to Tanjung & Faiza (2019), the advantagesa’thc Canva application can
be seen as follows: 1) Has a variety of attractive designs, 2) Can increase teacher and
student creativity in designing learning media because of the many features provided, 3)
Saves time in learning media practically, 4) When designing you don't have to use a
laptop, but can be done via a device. Seeing the importance of the importance of Canva
learning media, teachers need to develop their competence in developing Canva learning

media as an innovative learning media.

CONCLUSION
Classroom Action Research (%() conducted on grade 1 students of SDN 1
Kepatihan Tulungagung consisted of two cycles. Each cycle&s four stages, namely 1)

Planning, 2) Action, 3) Observation, and 4) Reflection. Based on the results and
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discussion, it can be concluded that learning mathematics subtraction materian class 1
can improve student learning outcomes at SDN 1 Kepatihan Tulungagung. This can be
seen from the increase in the average value of student learning outcomes and the level of
classical completion. At the pre-cycle stage, the average learning outcome was 73.8 with
a classical completeness level of 38.09%, which was in the poor category. In cycle 1 there
&s an increase with an average of 81.47 with a classical completeness level of 42.85%
in the sufficient category. Furthermore, in cycle II it increased again with an average of

91.8 with a classical completeness level of 85.71% entering the very good category.
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