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Abstrak 

Masih banyak guru yang kesulitan dalam menggunakan teknologi mengembangkan bahan ajar yang dapat memfasilitasi 

siswa dalam belajar. Hal ini berdampak pada hasil belajar siswa yang rendah. Tujuan penelitian ini yaitu menciptakan E-

modul dengan model pembelajaran problem-based learning. Jenis penelitian ini yaitu pengembangan dengan menggunakan 

model ADDIE. Subjek uji ahli terdiri dari 3 orang yaitu 1 ahli mata pelajaran, 1 ahli desain pembelajaran, dan 1 ahli 

media pembelajaran. Subjek uji coba produk terdiri dari 9 siswa. Metode yang digunakan dalam mengumpulkan data yaitu 

observasi, wawancara, dan kuesioner. Instrument yang digunakan dalam mengumpulkan data yaitu kuesioner. Teknik yang 

digunakan untuk menganalisis data yaitu analisis deskriptif kualitatif dan kuantitatif. Hasil penelitian yaitu Penilaian yang 

diberikan oleh ahli isi pelajaran yaitu 96,47 (sangat baik). Penilaian dari ahli desain pembelajaran yaitu 93,33% (sangat 

baik). Penilaian dari ahli media pembelajaran yaitu 97,5% (sangat baik). Hasil uji coba perorangan, yaitu 95,53% (sangat 

baik), dan hasil uji coba kelompok kecil yaitu 95,53% (sangat baik). Dapat disimpulkan bahwa E-modul dengan model 

pembelajaran problem-based learning valid dan layak diterapkan dalam proses pembelajaran. Implikasi penelitian ini yaitu 

E-modul dengan model PBL dapat digunakan guru dalam pembelajaran. 

Kata kunci: Multimedia Interaktif, Hybrid Learning, Bahasa Bali. 

 

Abstract 

The cultural shift in the era of globalization has greatly influenced the Balinese culture which is deeply ingrained for the 

Balinese. Therefore, innovative learning media is needed as an effort to prevent this cultural shift. This study aims to 

develop an interactive multimedia hybrid learning model in Balinese language subjects for seventh-grade junior high school 

students. Interactive learning multimedia developed using the Articulate Storyline 3 application because this application has 

features that are easy to use. This interactive multimedia development uses the ADDIE development model which consists 

of the analysis, design, development, implementation, and evaluation stages. The results of the validity of interactive 

multimedia development will be presented in five main points which include: subject matter experts, learning design 

experts, learning media experts, individual trials, and small group trials. The subjects of this study included experts, namely 

1 subject matter expert, 1 learning design expert, 1 learning media expert, 3 individual test subjects, and 9 small group trial 

subjects. The methods used in collecting data are observation methods, interview methods, and questionnaire methods. The 

data analysis technique in this research is descriptive qualitative and descriptive quantitative. The data collection instrument 

in this study was using a questionnaire. The results of the calculation of the value of the experts (subject experts, 

instructional design, instructional media), individual trials, and small group trials get very good qualifications. Based on 

these qualifications, it can be concluded that the interactive multimedia hybrid learning model in Balinese class VII subjects 

is feasible to be applied to support the learning process. 
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1. INTRODUCTION 

 The Covid-19 pandemic that has hit the world, including Indonesia, has had an 

impact on various aspects of human life, one of which is the education aspect (Abbasi et al., 

2020; Yuzulia, 2021). As an effort to prevent the spread of the virus, the government 

announced a policy to maintain social distance, and all forms of activity were carried out at 

home including teaching and learning activities (Megawanti et al., 2020; Prawiyogi et al., 

2020). Following the decision of the Minister of Education and Culture of the Republic of 

Indonesia regarding Circular Letter Number 4 of 2020 concerning the Implementation of 

Education Policies in the Emergency Period for the Spread of Covid-19 (Susilo et al., 2020). 

http://creativecommons.org/licenses/by/3.0/
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This requires educators to take the initiative to design the learning process by utilizing online 

media (online). The use of online media is carried out to ensure that learning activities take 

place even though there are no face-to-face sessions. Technology that supports learning 

activities utilizes online media including the internet, smartphones, and laptops/PC (Astuti & 

Prestiadi, 2020). An extraordinary change occurred in the learning process during the Covid-

19 pandemic. All levels of education seem to be forced to transform to adapt suddenly to 

learning activities from home through online media. This is certainly felt heavy by educators 

and students because it is not fully ready and is not an easy problem if it has to be 

implemented soon. Positive, creative, and innovative thinking can help overcome various 

problems in the distance learning process during the Covid-19 pandemic by applying fun 

online learning media, to produce quality learning outcomes with the hope that students can 

participate in the learning process optimally (Wuarlela, 2020; Yuzulia, 2021). 

The cultural shift in the era of globalization is very influential on Balinese culture 

which is entrenched for Balinese people, including the existence of the use of the Balinese 

language which is experiencing a dynamic (Suwardani, 2015). The extinction of a language 

can have a very fatal impact, especially when viewed from the point of view of cultural loss 

(Arissusila, 2021). Language and culture are two things that are closely related and cannot be 

separated. Conservation efforts need to be considered immediately for the sake of the 

existence of the Balinese language itself. Schools as educational institutions can be a means 

of preserving the Balinese language from an early age through Balinese language subjects 

(Arissusila, 2021; Suweta, 2020). However, since the Covid-19 pandemic broke out, the 

government implemented a learning process carried out from home. This has an impact on 

the learning process, especially in Balinese language subjects which emphasize direct 

interaction. In the 2013 Curriculum, Balinese language subjects are included in local content, 

so the study schedule is only carried out once a week (Suweta, 2020). With relatively new 

learning conditions, the ability of educators to manage the learning process using technology 

will be tested. Inevitably, educators must begin to adapt to technological developments and 

the development of millennial generation skills. Therefore, educators need innovative 

learning strategies and media to create productive, innovative, and fun learning situations and 

conditions for students so that they can increase students' interest in learning even though the 

learning process is carried out online (Handarini & Wulandari, 2020; Malyana, 2020).  

Based on the results of observations and interviews conducted at the Undiksha 

Singaraja Laboratory Junior High School on March 26, 2021, information was obtained that 

teachers are very difficult to carry out online learning activities because there are no 

innovative and creative learning media to support the learning process, it is difficult to 

control student activities. When carrying out online learning activities, and the low 

participation and interest of students in participating in Balinese language learning. The 

average value of grade VII student learning outcomes in Balinese language subjects with a 

total of 19 students is relatively low seen from the average daily assessment and the average 

end-of-semester assessment result (HPAS) for the 2020/2021 academic year with minimum 

completeness criteria (KKM). ) which was set at 70. Based on these data, it can be concluded 

that 11 out of 19 students have not completed taking Balinese language subjects in that 

semester with a reference value of KKM 70. An alternative solution is needed to overcome 

these problems. One solution that can be done is by implementing innovative and fun 

learning such as using IT media with good learning strategies that can help students learn so 

that the learning process becomes more productive, effective, and efficient during the Covid-

19 pandemic. One of the learning tools or facilities that can help students in learning 

activities during the COVID-19 pandemic is by using interactive multimedia learning (Dwiqi 

et al., 2020; Hakim & Windayana, 2016a). Interactive learning multimedia is media that 

contains text, graphics, sound, photos, moving images, still images, and animations (Harjono 
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et al., 2015). Interactive learning multimedia is very useful for students to improve their skills 

and effectiveness in learning Balinese language subjects either independently or online. The 

use of interactive learning multimedia in the learning process is expected to support a more 

effective and efficient learning process following predetermined learning objectives. The 

advantages of using interactive learning multimedia in the learning process where learning 

materials can be packaged concretely supported by visuals and audio according to the 

knowledge illustration that will be given to students (Hakim & Windayana, 2016b; Sahronih 

et al., 2019).  

Interactive learning multimedia is one of the media that can be applied to Balinese 

language subjects to deliver learning materials very effectively and efficiently. Interactive 

multimedia is a program used to deliver learning that contains digital content with integrated 

combinations of audio, text, image, video, and animation (Loris, 2017; Parvin & Salam, 

2018). In line with that, the use of interactive multimedia learning in the learning process can 

increase efficiency, increase motivation, facilitate active and experimental learning, student-

centered learning, and guide students to learn better (Rahmadianto & Melany, 2018). 

Interactive learning multimedia can be packaged systematically to make it easier for students 

to learn the material available in the learning media (Widyatmojo & Muhtadi, 2017). The use 

of interactive multimedia learning without the help of the right learning model will certainly 

not get maximum results, because it only attracts students' attention (Nopriyanti & Sudira, 

2015). So that the use of interactive learning multimedia in the learning process must be 

supported by learning models that are in accordance with the conditions of learning carried 

out online as a result of the covid-19 pandemic (Purwanti & Krisnadi, 2020). One of the 

learning models that can support the use of interactive multimedia in the learning process is 

the hybrid learning model.  

Hybrid learning is a learning method that combines two or more methods and 

approaches in learning to achieve the objectives of the learning process (Rahardjanto et al., 

2019). The results of previous studies stated that the application of a hybrid learning model 

improves the quality of learning in students (O’Byrne & Pytash, 2015; Saichaie, 2020). 

Another form of hybrid learning is virtual meetings between educators and students (Li et al., 

2021). Where they are possible to be in different places but can give each other feedback, ask 

questions, answer, interact between students and educators as well as between students 

(O’Byrne & Pytash, 2015; Saichaie, 2020). The use of interactive multimedia learning by 

applying a hybrid learning model makes the teacher in addition to acting as a teacher, he can 

also be a mentor for students to learn independently assisted by interactive multimedia 

learning (O’Byrne & Pytash, 2015; Shen & Ho, 2020). This study aims to develop an 

interactive multimedia hybrid learning model in Balinese language subjects for seventh-grade 

junior high school students. Interactive learning multimedia developed using the Articulate 

Storyline 3 application because this application has features that are easy to use. The 

development of interactive multimedia is expected that students will be more interested in 

learning the subject matter of Balinese language subjects because students can learn 

practically anywhere and anytime. 

 

2. METHODS  

 This study aims to create interesting interactive teaching materials used in the 

learning process. Interactive multimedia was developed using simple software, namely 

Articulate Storyline 3 and also using other applications such as Adobe Photoshop, Adobe 

Illustrator, Filmora, Adobe Premiere, and Audacity. So the final result that is expected in this 

interactive multimedia is in the form of interactive teaching materials that can be used 

anywhere. In the research and development of interactive multimedia learning media, the 
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ADDIE development model reference (Analysis, Design, Development, Implementation, and 

Evaluation) is used. This model was chosen because it is simple and has systematic, easy, and 

clear stages of development. This development model also provides flexibility to evaluate 

and revise at each stage that is passed. The stages of the ADDIE development model are (1) 

Analysis, at this stage, a thorough analysis is carried out related to learning activities and 

facilities. (2) Design (design) at this stage the activities carried out are making flowcharts, 

systematic preparation of material presentation, visualization, and designing evaluation tools. 

(3) Development, at this stage the development of products that have been previously 

designed in accordance with the situation analysis carried out in the first stage is carried out. 

(4) Implementation, at this stage the product that has been developed is implemented in the 

field in order to see the effectiveness of its use. (5) Evaluation at this stage the activities 

carried out are evaluating the products that have been developed. Evaluation is carried out to 

improve the products that have been developed (Sugiyono, 2014; Tegeh & Jampel, 2017).  

The development of interactive multimedia uses the ADDIE development method. 

The stages of development carried out are (1) the analysis stage, conducting a thorough 

analysis related to learning activities and facilities. (2) In The design stage, the activities 

carried out are making flowcharts, preparing the systematic presentation of material, 

visualization, and designing evaluation tools. (3) In The development stage, the activities 

carried out are developing interactive multimedia and other learning media needed in this 

interactive multimedia such as learning videos. The development stages are (a) interface 

development, (b) hybrid learning design (c) Asset Collecting (Asset Collection in the form of 

image, audio, and video assets). (4) Work, after all the components needed in making 

interactive multimedia have been obtained, it will enter the working phase. Initial work is 

done by determining the design that will be used in each page of interactive multimedia. The 

whole process is carried out in unifying the design and material using Articulate Storyline 3. 

This interactive multimedia development also uses other design applications such as Adobe 

Illustrator, Adobe Premiere, Adobe Photoshop, Filmora, and Audacity. The composition of 

the interactive multimedia framework that will be developed is the main page containing the 

competency menu, material menu, developer profile menu, and evaluation menu. In the 

material menu, there are other teaching materials, namely learning videos, which will help 

students understand the learning material. (5) Implementation stage, after the product is 

developed and feasible, the next stage is to implement it for individual test subjects and small 

group test subjects. The assessment aims to assess the feasibility of the product that has been 

developed. (6) Evaluation stage, the activities carried out are the evaluation of interactive 

multimedia product development. Evaluation is carried out to determine the validity or 

feasibility of interactive multimedia products that have been developed. 

The product developed in this research development is in the form of interactive 

multimedia. To obtain a valid product, a trial phase is needed to determine its validity. The 

trial design was carried out in two stages, namely: (1) Expert review, interactive multimedia 

that had been developed was reviewed by three experts consisting of, (a) learning content 

experts, (b) learning design experts, and (c) learning design experts. Instructional Media. (2) 

Product trials, product developments that have been validated by experts, are followed by 

conducting trials for students. The trial was carried out in two stages, namely, (a) individual 

trials, (b) and small group trials. The subjects of this study were seventh-grade students at the 

Undiksha Laboratory Junior High School, Singaraja. Types of data collected in this study 

include quantitative data, quantitative data is a type of data that can be measured 

(measurable) or calculated directly as a variable number or number. In this study, the 

methods used in collecting data are the observation method, the interview method, and the 

questionnaire method. In this study, the instruments used in collecting data were: observation 

sheets, interview sheets, and questionnaire sheets. The observation sheet is used to determine 
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the learning facilities owned by the school and students, as well as to see the learning process 

that occurs in the classroom. Data analysis of data starting from the beginning of data 

collection is carried out intensively, namely at the reflection stage of each learning activity. 

The data analysis process begins by examining all existing data from various stages of 

learning. The stages of data analysis activities are (1) qualitative descriptive analysis, (2) 

quantitative descriptive analysis, (3) data reduction, (4) data presentation, and (5) concluding. 

 

3. RESULTS AND DISCUSSION  

Results 

In this interactive multimedia development, the researcher uses the ADDIE 

development model. This development model has five stages, namely: (1) analysis, (2) 

design, (3) development, (4) implementation, and (5) evaluation. The first step is an analysis 

which includes the identification of learning activities and learning facilities. The results of 

the analysis of learning activities through observation found that some students feel bored 

quickly in learning, this is due to the lack of interactive learning media that can motivate 

students in learning. The results of the analysis of learning facilities found that learning 

facilities such as computer labs, LCD, and internet access that can support the learning 

process. The results of interviews conducted with class VII students showed that all students 

were able to operate computers and laptops well. Based on this, it can be concluded that 

interesting teaching materials are needed so that they can support students in independent 

learning such as interactive multimedia. In interactive multimedia, there are text, images, 

audio, video, and animation that can support the learning process. Interactive multimedia can 

be accessed via laptops or computers that can support learning, especially in Balinese class 

VII subjects.  

The second step is the design stage, the activities carried out at this stage are, (1) 

making flowcharts and interactive multimedia storyboards, (2) creating an interactive 

multimedia framework, (3) determining the design of interactive multimedia displays, (4) 

compiling Interactive Multimedia Assessment Instruments, and (5) compiling RPP (Learning 

Implementation Plan). The third step is the development stage, the activities carried out at 

this stage are, (1) developing interactive multimedia content, (2) developing interactive 

multimedia using the Articulate Storyline 3 application, and (3) developing evaluations to 

determine student understanding after studying the material contained in the program. on 

interactive multimedia. The fourth step is the implementation stage, the activities carried out 

at this stage are implementing the products that have been developed, namely interactive 

multimedia. Before implementation, the product will be tested for validity by subject content 

experts, learning design experts, and learning media experts. After the product validation test 

was completed by the experts, it was followed by individual trials and small group trials. The 

fifth step is the evaluation stage, the activities carried out at this stage are formative 

evaluation. Formative evaluation is carried out to assess the products that have been 

developed.  

The results of the validity of the Interactive Multimedia Hybrid Learning Model in 

Balinese language subjects will be presented according to (1) learning content experts, (2) 

learning design experts, (3) learning media experts, (4) individual trials, and (5) group trials. 

small. The results of the validity of the Interactive Multimedia Hybrid Learning Model in 

Balinese language subjects are known by using the questionnaire method as shown in Table 

1In this interactive multimedia development, the researcher uses the ADDIE development 

model. This development model has five stages, namely: (1) analysis, (2) design, (3) 

development, (4) implementation, and (5) evaluation. The first step is an analysis which 

includes the identification of learning activities and learning facilities. The results of the 
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analysis of learning activities through observation found that some students feel bored 

quickly in learning, this is due to the lack of interactive learning media that can motivate 

students in learning. The results of the analysis of learning facilities found that learning 

facilities such as computer labs, LCD, and internet access that can support the learning 

process. The results of interviews conducted with class VII students showed that all students 

were able to operate computers and laptops well. Based on this, it can be concluded that 

interesting teaching materials are needed so that they can support students in independent 

learning such as interactive multimedia. In interactive multimedia, there are text, images, 

audio, video, and animation that can support the learning process. Interactive multimedia can 

be accessed via laptops or computers that can support learning, especially in Balinese class 

VII subjects.  

The second step is the design stage, the activities carried out at this stage are, (1) 

making flowcharts and interactive multimedia storyboards, (2) creating an interactive 

multimedia framework, (3) determining the design of interactive multimedia displays, (4) 

compiling Interactive Multimedia Assessment Instruments, and (5) compiling RPP (Learning 

Implementation Plan). The third step is the development stage, the activities carried out at 

this stage are, (1) developing interactive multimedia content, (2) developing interactive 

multimedia using the Articulate Storyline 3 application, and (3) developing evaluations to 

determine student understanding after studying the material contained in the program. The 

fourth step is the implementation stage, the activities carried out at this stage are 

implementing the products that have been developed, namely interactive multimedia. Before 

implementation, the product will be tested for validity by subject content experts, learning 

design experts, and learning media experts. After the product validation test was completed 

by the experts, it was followed by individual trials and small group trials. The fifth step is the 

evaluation stage, the activities carried out at this stage are formative evaluation. Formative 

evaluation is carried out to assess the products that have been developed. The results of the 

validity of the Interactive Multimedia Hybrid Learning Model in Balinese language subjects 

will be presented according to (1) learning content experts, (2) learning design experts, (3) 

learning media experts, (4) individual trials, and (5) small group trials. The results of the 

validity of the Interactive Multimedia Hybrid Learning Model in Balinese language subjects 

are known by using the questionnaire method as shown in Table 1.   

 

Table 1. Percentage of Validity Results of Hybrid Learning Modeh Interactive Multimedia 

Development  

No Trial Subject Validity Results Description 

(1) (2) (3) (4) 

1 Learning Content Expert Test 94,16% Very good 

2 Learning Design Expert Test 94,66% Very good 

3 Learning Media Expert Test 93,63% Very good 

4 Individual Trial 96,66% Very good 

5 Small Group Trial 93,14% Very good 

 

Discussion 

Based on the results of reviews from learning content experts, the results of the 

calculation of the value are 94.16% so that they are in very good qualifications. Very good 

qualifications can be achieved due to several things, namely (1) the clarity of the mapping of 

basic competencies, indicators, and learning objectives contained in interactive multimedia, 

(2) systematic suitability, material content, and depth of material presented in interactive 

multimedia, (3) on the language aspect of the clarity of information can be conveyed well, the 

use of language and the legibility of the text is clear, and (4) the clarity of the formulation of 
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the evaluation questions, and the level of difficulty of the questions are appropriate. This is in 

line with research that states that the clarity of indicators and learning objectives will improve 

the quality of better learning (Andriawan & Suparman, 2015; Jannah & Wiyatmo, 2018). A 

coherent presentation of the material will be interesting and easier for students to understand 

(Faisal & Sulkipani, 2016; Saidah & Damariswara, 2019). This can be proven from the 

results of the assessment of learning content experts on instrument items related to the 

suitability of learning indicators with the material in interactive multimedia obtaining a 

percentage (100%) with very good criteria and on instrument items related to presenting 

material in a coherent manner obtaining a percentage (100%) with criteria very good. Based 

on the results of the assessment that has been given by subject content experts using a 5 scale 

assessment, there are eight of the twelve questionnaire items that get a value of 5 and four of 

the twelve questionnaire items to get a value of 4. Based on this assessment it can be said that 

the content aspect of interactive multimedia which has been developed is suitable for use by 

students in learning Balinese language subjects.  

Based on the results of a review from learning design experts, the results of the 

calculation of the value are 94.66%, the score is in very good qualification. Very good 

qualifications can be achieved due to several things, namely (1) clarity of subject identity and 

conformity of indicators with basic competencies, (2) clarity of systematic presentation of 

material so that it is easy to understand, (3) compatibility of storyboards with interactive 

multimedia, and (4) clarity of instructions in question work. This is in line with research that 

states that the use of learning media in the learning process can increase students' interest, 

interest, and activeness in participating in learning, and is effective for improving student 

learning outcomes (Lukman et al., 2019; Yusantika et al., 2018). The use of learning media in 

learning activities must be able to generate new desires and interests, generate motivation, 

stimulate learning, help facilitate the learning process, and bring a positive psychological 

influence on students (Amalia & Brata, 2018; Triana & Retnosary, 2020). This can be proven 

from the results of the assessment by learning design experts on instrument items related to 

presenting material in an innovative way that can increase target interest in obtaining a 

percentage (100%) with very good criteria, and on instrument items related to the clarity of 

material descriptions obtaining a percentage (100%) with criteria very good, as well as on the 

items of the instrument, the clarity of the instructions for the evaluation process obtained a 

percentage (100%) with very good criteria. Based on the results of the assessment that has 

been given by the learning design expert who uses a 5-scale assessment, there are eight out of 

fifteen questionnaire items getting a value of 5, and seven of the fifteen questionnaire items 

getting a value of 4. Based on this assessment it can be said that aspects of learning design in 

interactive multimedia which has been developed is suitable for use by students in learning 

Balinese language subjects.  

Based on the results of a review from learning media experts, the results of the 

calculation of the value are 93.63% where the score is in very good qualification. Very good 

qualifications can be achieved due to several things, namely (1) the suitability of the use of 

elements such as images, text, video, audio, and animation in delivering messages that can 

support understanding of the material, (2) clarity of title, goals, and developer identity, and 

(3) presentation consistency. The suitability and readability of the right text will be accepted 

by the sense of sight so that the message can be conveyed properly to students (Kharisma & 

Arvianto, 2019; Patandung, 2017). Submission of learning materials through the use of 

multimedia in which there are elements such as text, images, sound, video, and animation in 

accordance with effective materials to clarify the material presented and can increase student 

interest and motivation in the learning process. This can be proven by the results of the 

assessment of the learning media experts regarding the items of the suitability of the text type 

and the readability of the text obtaining a percentage (100%) with very good criteria, on the 
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items of the image, video, audio, and animation resolution quality instruments obtaining a 

percentage (100%) with very good criteria, as well as on the consistency of the material 

presentation instrument items get a percentage (100%) with very good criteria. Based on the 

results of the assessment that has been given by learning media experts using a 5-scale 

assessment, there are fifteen out of twenty-two questionnaire items getting a value of 5, and 

seven of the twenty-two questionnaire items getting a value of 4. Based on this assessment it 

can be said that the media aspect in interactive multimedia that has been developed is suitable 

for use by students in learning Balinese language subjects.  

Based on the results of the assessment of the individual trials obtained an achievement 

rate of 96.66%, where the score is in very good qualification. The results of the assessment of 

the small group trial obtained an achievement rate of 93.14%, where the score was in very 

good qualification. The interactive multimedia that has been developed gets very good 

qualifications due to several things, namely (1) the ease of use of interactive multimedia, (2) 

the use of media to facilitate the learning process, and (3) the questions presented on the 

media are in accordance with the material provided. This is in line with the opinion which 

states that the appearance of attractive learning media can motivate students in learning, and 

communicative language can make it easier for students to understand learning materials 

(Banindro, 2019; Suryana, 2017). This can be proven from the results of student assessments 

in individual and small group trials of instrument items related to the application of E-

modules that can motivate students in learning to get a percentage (100%) with very good 

criteria, and very good criteria (96.66%) in small group trials, as well as on instrument items 

related to the use of interactive multimedia to facilitate the learning process in obtaining a 

percentage (100%) with very good criteria in individual trials and obtaining a percentage 

(100%) with very good criteria in small group trials.  

The implications of this interactive multimedia development research are as follows. 

(1) This development research has an impact on teachers to carry out reforms in the learning 

process such as the use of interactive multimedia in classroom learning activities so that it is 

not monotonous to use the lecture learning method. (2) This development research has an 

impact on increasing students' interest and interest in learning by using the Interactive 

Multimedia Hybrid Learning Model. (3) This development research encourages teachers to 

take advantage of the facilities and infrastructure available in schools that have been 

underutilized so far. (4) Students will have skills in using technology, so that they can support 

student learning activities. 

 

4. CONCLUSION  

The conclusions in this study include two main things which include: (1) the process 

of developing interactive multimedia hybrid learning models, (2) the validity of interactive 

multimedia hybrid learning models according to the results of expert evaluations, individual 

and small group trials. The description will be presented as follows. (1) The interactive 

multimedia development process of this hybrid learning model has been developed through 

several stages. The interactive multimedia development stages of this hybrid learning model 

refer to the ADDIE development model, which consists of five stages, namely: 1) analysis 

stage, 2) design stage, 3) development stage, 4) implementation stage (implementation), and 

5) evaluation stage. (2) The validity of the interactive multimedia hybrid learning model that 

has been developed is measured through (1) the results of reviews from learning content 

experts with very good qualifications (94.16%), (2) the results of reviews from learning 

design experts with very good qualifications (94,66%), the results of reviews from learning 

media experts with very good qualifications (93.63%), individual trials with very good 

qualifications (96.66%), and small group trials with very good qualifications (93.14% ). 
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Based on the results of the assessment, it can be concluded that the interactive multimedia 

hybrid learning model is feasible to be applied to class VII students of Balinese language 

subjects.  
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