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Abstract

Lack of variation in the delivery of material can be an obstacle in the teaching and
learning process, learning that is only guided by the teacher and the material provided
at each meeting will greatly influence the success of teaching and learning. Animation-
based audio visual media was developed with the assistance of Canva so that it could be
implemented in delivering material on welding overhead corner joints at SMK Negeri 1
Pasie Raja. This research aims to produce learning media that can be implemented in
material for welding overhead angle joints. This type of research is Research and
Development (R&D) and uses the ADDIE development model with stages (Analysis,
Design, Development, implementation, evaluation). Validation results from material
experts showed that the delivery of material using animation-based audio-visual media
with the help of Canva obtained an average score of 88.8% with the criterion "Strongly
Agree™ and validation results from media experts obtained an average score of 91.1%
with the criterion " Strongly agree".
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A. Introduction

The increasingly rapid development of technology nowadays can affect various
things, one of which is learning and the way material is delivered in the teaching and
learning process. With the development of technology in the current era of the industrial
revolution, it should be possible to improve the quality of the teaching and learning
process in terms of teaching materials and learning media [1]. The development of
science and technology today has greatly influenced the world of education, one of
which is the learning process. In line with current technological developments, we
should be able to use technology to create learning media that can support the learning
process.

The use of media in the learning process has an important meaning. Media can
explain things that teachers are unable to explain verbally or in writing to students, even
the abstractness of material can be made concrete with the presence of media, so that

students can more easily digest lesson material than without the help of media [2]. The
use of media in the learning process plays a very important role, with the use of media
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in the learning process it can make it easier for teachers to convey material that cannot
be explained orally or in writing, with the help of media teachers can provide a
description of an event or event in the past in accordance with original help.

Learning media is very helpful in continuing the learning process, the use of
learning media can help explain or convey material in a directed manner. Apart from
that, learning media can help and make it easier for students to receive the lessons
delivered by the teacher. However, not all learning media can be used in the learning
process, teachers must choose the right learning media to use in the learning process.
One of the learning media that can be used is animation-based audio-visual learning
media. This media can attract students' interest and attention, so that students can
understand the material well [3].

The use of learning media in delivering material is one way to achieve the
desired learning objectives. The use of media in the learning process can not only make
it easier for teachers to deliver material but also increase students' interest and
willingness to follow and understand the material presented by the teacher, but it does
not All learning media can be used to deliver teaching material, teachers must be able to
determine and adapt the media used to the material to be delivered to students.

Based on initial observations, information was obtained on the process of
delivering the material, especially regarding the material on welding corner joints in the
overhead position in class Learning activities are still classified as passive due to the
delivery of material which is felt to be less varied and the lack of use of learning media
by teachers when delivering teaching materials, especially regarding welding material at
overhead angle joints in class X1 at SMK Negeri 1 Pasie Raja [4].

From the results of observations made by researchers, it can be concluded that
the learning process in class Based on the background of the problem above, the aim of
this research is to produce and understand the process of making animation-based
audio-visual media on the topic of welding overhead corner joints at SMK Negeri 1
Pasie Raja, and present and implement animation-based audio-visual media on material
for welding corner joints in the overhead position at SMK Negeri 1 Pasie Raja.

B. Literature Review

Learning media is anything that can be used to convey messages or information
in the teaching and learning process so that it can stimulate students and focus students'
attention. Furthermore, animation-based audio visual media is a learning media that is
assembled or arranged using an application or web that can depict an incident or event
in the past, where the message offered by this media can be in the form of moving
images and sound so that it can stimulate the sense of hearing and the sense of sight.

The material for welding corner joints in the overhead position is one of the
vocational materials, especially in the field of manual electric arc welding techniques at
SMK Negeri 1 Pasie Raja. Welding corner joints studies the procedures for joining two
or more metal pieces using electricity as a heat source. The limitations of the problems
in this research include: 1) Animation-based Adio Visual Media only contains material,
images, sounds and terms in the Material for Welding Corner Joints in Overhead
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Position; and 2) This research focuses on the creation and implementation of animation-
based audio visual learning media on the subject of welding corner joints in the
overhead position.

C. Method

This research uses a type of development research or Research and Development
(R & D). Research and Development (R&D) is a research method used to produce
certain products and test the effectiveness of the method. In the field of education,
research and development or Research and Development (R&D ), is a research method
used to develop or validate products used in education or learning [5]. From the
description above, it can be concluded that Research and Development is a research
method that aims to produce certain products and test their validation and effectiveness
in use.

Researchers used the ADDIE (Analysis Design Development Implement
Evaluate) model research procedure developed by Dick & Carry to create animaker-
based animation learning media. The stages of this research include: Analysis, Design,
Development, Implementation, Evaluation [6]. The ADDIE (Analysis Design Develop
Implement Evaluate) model research procedure is a research procedure to produce
learning products or media, the stages of the ADDIE method are as below.

Analysis ﬁ/

Evaluation Design
Implementation Development

Figure 1. ADDIE Model Procedure
This stage is carried out by determining objectives, identifying the suitability
between real conditions and needs that need to be developed and determining
the steps to be taken to create Canva-based learning media for learning
overhead corner joint welding.
1. Design
At this stage, the design that will be made includes animaker-based learning
media for learning about welding corner joints in the overhead position.
2. Development
This stage aims to produce Canva-based learning media on welding angle
joints in overhead positions.
3. Implementation
At this stage, the Canva-based animation learning media on overhead corner
joint welding material which has been declared valid by the validator is tested
on research subjects through limited and expanded trials.
4. Evaluation
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At this stage, an evaluation of the product that has been tested is carried out
by providing a response questionnaire and a final test regarding the
effectiveness and suitability of the product [7].

The stages of this research consist of five parts, namely, the analysis stage of
determining the problem, after the problem is determined then the design stage is
carried out starting from material preparation, selecting appropriate images and objects,
after the design it is continued with the creation stage starting to arrange the material,
images, sounds , and other supporting objects. Next, the implementation stage is carried
out to determine the effectiveness of the media being developed. , Next, the evaluation
stage is carried out to assess whether the media being built requires revision or whether
the media is ready to be applied to overhead position corner joint welding material. The
steps in conducting this research are as follows.

Observatio

Formulation of the problem

media determination

Media design

v

Media Creation

Validation test for material
experts and media experts

Media

v

Finished

Figure 2. Research Framework
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The steps in this research consist of nine steps starting from observation
activities. Observation activities were carried out to find out problems in the learning
process, especially in the material of welding overhead angle joints at SMK Negeri 1
Pasie Raja. In the second stage of problem formulation, after the observation activities,
problems were formulated in the delivery of material by teachers at SMK Negeri 1 Pasie
Raja. Next, the researcher first determined the appropriate media to solve this problem,

therefore the researcher designed animation-based learning media using Canva.

After determining the type of media and designing it, the next stage of creation,
at the stage of creating animation-based audio-visual media, researchers began to divide
the hats that would be discussed, including images, audio and other supporting objects.
The media that has been built is subjected to a validation test by material experts and
media experts to determine the suitability of the media. If there is a discrepancy in the
results of the validation test, it will return to the manufacturing stage. If it is appropriate

then the media built has met the criteria (fit for use).

The research subjects in making Canva-based animated learning media for
learning overhead angle joint welding were expert examiners, namely material experts
and media experts. carried out by PTE lecturers and welding engineering subject
teachers. Meanwhile, the object of research is the creation of audio-visual media based

on animation using Canva on the material of welding joints at overhead angles.

Research instruments are tools used to measure natural and social phenomena to
be observed [8]. Research instruments are also equipment used to obtain, manage and
interpret respondent information by carrying out the same measuring pattern. Research
instruments are designed for one time or one purpose only or cannot be used repeatedly
in other research [9]. Research instruments are tools or methods that can be used to
collect data or information about an object being observed. After making observations,

data will be obtained that can be measured using certain methods.

The instrument used in this research is a questionnaire. The questionnaire used
contained a number of statements and questions which were arranged based on
theoretical construction, then developed into several indicators and further elaborated
into statement items and questions. The questionnaire used is a closed type of
questionnaire, where respondents only provide answers in the form of a check list (\) in
the answer choice column provided. The answers used are graded answers from very

positive to very negative using a Likert measurement scale with a range of 1 to 5. The

@@@ 18' ICVEEE, Banda Aceh, 15" — 16™ May 2024| 49
https://journal.ar-raniry.ac.id/index.php/ICVEEE/index



P-ISSN  ....-.... Fajrator Rozi, et al.

scores obtained on the assessment instrument via a Likert scale are used to evaluate and
determine the feasibility of the product being made. These instruments are divided into

two groups, namely; a) for material experts, and, b) for media experts.

The data collection method used in this research is a questionnaire. A
questionnaire is a series of written questions used to obtain information about the
personality or knowledge of an interviewee in the form of a report [10]. Questionnaires
are based on research tools designed to facilitate the extraction of necessary data and
information. Based on this statement, in this research the author needs to use a
questionnaire data collection technique which aims to reveal factual data in the field.
The questionnaire used is a closed type of questionnaire, where respondents only
provide answers in the form of a check list (V) in the available answer choice column.
The Likert scale assessment has a range of 1 to 5 with the value (5) being strongly
agree, (4) being agree, (3) is quite agree, (2) is disagree, (1) is strongly disagree.

Data analysis techniques were carried out to collect data and to determine the
feasibility of Canva-based animated audio-visual media, developed using research
instruments in the form of questionnaires given to respondents, namely material experts
and media experts. Activities in data analysis are combining data based on variables and
type of respondent, presenting data for each variable studied, carrying out calculations
to be able to answer the problem formulation, and carrying out calculations to test

previously proposed hypotheses [11].

Based on the results of data analysis, the media created can be said to be feasible
or still requires further revision. The results of the questionnaire given to material
experts and media experts will later become a reference for research data on the

feasibility of Canva-based animated audio-visual media.

Table 1. Scores and Possible Answers

Skor Nilai Kemungkinan Jawaban
5 Strongly agree
4 Agree
3 Simply Agree
2 Don't agree
1

Strongly disagree
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To measure the percentage of answers based on the value given, the following
formula is used:

_ix

P="—-x100%

_ Tx
Information:
P = Persentase

Y'x = Total scores from validators
Y'x = Total ideal score

The final value of the validation process is categorized according to the percentage
criteria of respondents' answers as follows:

Table 2. Criteria and Percentage of Answers

Persentase Kreteria

81 - 100% Strongly agree
61 - 80% Agree
41- 60% Simply Agree
21- 40% Don't agree
0-20% Strongly disagree

The table above is the criteria related to the suitability of the media created and
will serve as a guide for researchers to categorize the results of expert validation. There
are several steps to creating animated media using Canva, including:

1. Access the website www.Canva.com

2. After the link is accessed, register for beginners using email or other social media.

3. After logging in to the Canva home page, click Create a Design, several options
will appear, including documents, presentations, A4 worksheets, Instagram and
video content. If you want to make a learning video, select the video and you will
be directed to the home page of the video slide.

4. Start Making Videos

5. Click on the element then type in the search column the elements needed starting
from background, teacher, blackboard and so on.

6. Enter the background, the background can be selected in the element menu
according to your needs.

7. Enter the required objects, which can be selected in the element menu.

8. Enter text, which can be selected at the bottom of the element denoted by (T).
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9. If the background, objects and text have been inserted, to add audio, click on the
file at the top left, you will be directed to document, then select the audio that has
been recorded, click and match the slide.

10. To add background sound, click on the element and describe the sound in the
search column and choose the duration with the audio.

11. Do a review

12. If there are no errors, the video can be saved by clicking the word share in the top
right section, several options will appear, download, share on social media and
copy the link.

In making an animated video using Canva, you must first prepare a script or
certain points that will be displayed in the video that will be made, in other words,
compiling a storyboard. A storyboard is an illustration of a story that will be made either
based on still images or moving images according to needs. From making the
storyboard, it will become a reference in making learning media, especially on the topic
of welding overhead angle joints using Canva.

The learning process regarding the points discussed in animation-based audio-visual
media using Canva on the topic of welding overhead angle joints is divided into 25

scans, each scene discusses one topic. Learning activities are divided into three stages:

1.0pening
This stage begins with the opening of the lesson and continues with presenting the
material to be taught.

2.Learning
At the learning stage/core stage, start carrying out learning activities and

discussing the points in learning.

3.Conclusion
In the closing stage/final stage, the teacher concludes the overall learning results
and closes the lesson.
D. Result

a. Description of Research Results

This research produces a product in the form of animated learning media, this
media is designed attractively using Canva so that students can more easily understand
the material presented and can be used by teachers to support the learning process. This

animated learning media was developed by following the stages of ADDIE model
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development using five stages, namely: analysis stage, design stage, development stage,

implementation, and evaluation.

1.Analysis

At the analysis stage, the researcher obtained information, especially in the delivery
of less varied material or materials used by the teacher in delivering the material for
welding top corner joints to class X1 at SMK Negeri 1 Pasie Raja, Aceh Selatan.

2. Design

At the design stage, researchers designed animation-based audio-visual learning
media using Canva. Media is designed to be as attractive as possible by containing
writing, images, animation and audio. So that it is possible for students to be

interested in following the learning process.
3. Develop

At this stage of creating learning media, there are several steps that need to be
taken, including:

a) Determine learning materials and learning objectives.
b) Prepare a storyboard.

c) Cover each topic using the canva.com application or website by following the
storyboard guidelines.

The results of creating animation-based audio visual media on top position

corner joint welding material using Canva. The learning content is as follows:

1.Home page (cover)

®©® 18' ICVEEE, Banda Aceh, 15" — 16™ May 2024| 53
https://journal.ar-raniry.ac.id/index.php/ICVEEE/index



P-ISSN  ....-.... Fajrator Rozi, et al.

Figure 3. Initial appearance in the learning video

The cover stage contains an opening video before the learning process takes

place with a duration of 7.9 seconds.

2.Indicators

Figure 4. Design of Learning Indicators

In stage two the teacher begins to open the lesson by saying hello, asking about
news and providing learning indicators with a duration of 19.9 seconds.

3.Learning Objectives

Tujuan Pembelajaran Sitwa Dapat Memahami Prosedur

Pengelasan Sambungan Sudut
Posisi Atas hepala (Overhead )

Siswa Dapat Memahami
l'ungsi Dan Maniaat alat

gimilmp diri (AP1))

Figure 5. Learning objectives
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In stage three, load a video of the teacher conveying the learning objectives to be
achieved with a duration of 13.0 seconds.

4.Learning Materials

Las AMANW adalals prises poegiviesen yomg sseogppusssihas posses ssstul

fan matrrml dloser stan kgan sulub das cebmelds (bawat ) Fomes

ittmdasiban obch bespatan o0 Rarih yang srTiadi antars basode das

smnia (unmy ckilrods dan permnscacn jiel jung slan dies ) e yang

temratwed lary hmgeanan s etrib e b dhaged memcaEgel SO00 s AN
Cofcan

toms sr et pregcinmn bartmn adame bommk sisrn spng chiharods

han mats sl dsanr mdengs W puls tudurgpan pomdod dean e s tadtaangas
pezsich wxwclsat tubarg fas ( wolkder ) harws sesmrih clebtrode schutgpe scr besstud
Insswr ard yeswm benpetes wn yvang  maammbadhan panes  Penes  ahas
tscescoM b ol biribn duatt et il dessst sclulnggia casrun oA irods den ol
nuaTal dawr aban nemyan nesnboomd begees bean

Pusid posgiclosan (F stes hepada (overbood | posed posgobesn iy sanget
sobhar dilahifan barvam balan cair haspab lerpanshos dan dapeat moigonas fors
lam, Mongclas demgan posst 2o bouda borip srictal peda bagsan atas porn las das
bodadidan ofbosreda shsar 5 27 srbadeg gars sorokad dean 27 BT
trrbsalags feeda herpa

Figure 6. Definition of Welding

In stage four the teacher begins carrying out learning activities starting with
conveying the meaning of welding with a duration of 1.34 minutes.

5.Manual Electric Arc Welding Equipment

Peralatan  lasbsur  lsreik  manual
dikclompokan Kedalam Dua Bagian

yankni  poralatan  utama  dan
hlam

periatan bantu mas s kKutub

-~

A. Poratan Utama.
L. Mesin Los

2 Klomassa
3. Kabel tonaga
1. Kabel Elolktroda

Figure 7. Manual Electric Arc Welding Equipment

In stage five the teacher explains manual electric welding equipment starting
from the main equipment and auxiliary tools, video duration 20.8 seconds.
6.Welding Position
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Posisi Pengelasan

Dalam dunta Pengelesan Postst Pengelasan dibagl dalam empat posist
yakni
« Posini Bawah tangan, Tehnik pengolasan ini biasanya dilakukan
dalam pengolasan pada permukean datar atou agak miring
« Posisi Horizontal, Mengelas dengan horizontal biasa disobuat juga
mengelos merata di mana kedonduhan bonda kerja dibuat tegak
dan arah cloktroda mengikuti horizontal. Sowakin mengelos,
cloktroda dibuat miring sekitar 5 derajaL
« Posist Vortikal, Mengolas dongan posisi togak moerapakan
pengolasan yang arahnya mongikuti arah garis togak/vortikal

« Posisi Overhoad, Mengelas dengan posisi bonda korja borada diatas
kepala, pengelasan Ini sangat sukar untuk dilakukan

Figure 8. Welding Position

In stage six the teacher explains the positions in the manual electric arc welding

process and the position of the workpiece with a video duration of 53.1 seconds.
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7.Position of the Work Object

Posisi Horizontal -
Posisi Overhead

Posisi Bawah Posisi Vertikal

Fangan

Figure 9. Position of the Workpiece Based on Welding Position
In the seventh stage the teacher shows the position of the workpiece based on the
welding position, the video is 4.8 seconds long.

8.Polarization on Welding Machines

Figure 10. AC and DC polarization

In stage eight the teacher explains polarization on a manual electric arc welding
machine (SMWA), polarization consists of two parts AC and DC which can be
differentiated based on the location of the mass clamp and electrode cable, video

duration 26.1 seconds.
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Welding Wire (Electrode)

Elektroda
Flcktroda atau kawat las adalah alat mtama disamping
peratatan  lain yang  diginakan ek melahihan
pengolasan  bstok, clebiroda bortungsi sebagas
pembahar yang akan menimbuthan busur nyala yang
ohan woncain, clohiroda wordivd dari doa bagian vasu
bagian sclapm dan bagsan it Bagain sclapat atau fluks
sakmi bagian sisluar  clehroda yang  icmbalae ot
clebiroda. fungst dart fluks adalab untubk melmdong:
logam catr dan linghungan odara luar, meaghasdban
gas pelindung. meostabithan beson

Sadangka il cichtroda mernapaban bagian dakam
vang dilindungh olch Mk, bt clchiroda akan mcocair
bersamaan dengan wrbakarnya (luks atan selapat
clehirdoa. i clehirada aban mocaic dan mengadi
bahan tambah yang akan menyain dengan beoda
herpn Scting clehrroda mermpuanyad hode masing
masing salah satunya B 7018

Figure 11. Electrodes

Stage Nine, the teacher explains about the welding wire or electrode used in
the manual electric arc welding process with a video duration of 1.10 minutes.

10. Welding Swing
Ayunan Pengelazan

Tordapar tga fens asunan peogelosan dalom proses
prengclonan menggonahon fosbnor Bsirih manual
disnraranva

Astenan  oan dilabuban dengan hcarngas
ciehirada dargan bomda Rerja hisaran 700 80
dorapt malad domgo mcngaynnban  chobiresla

rmcogihanet harnd (0 )

v sk diladokan dbengan cora seabat
clebmroda dicosdonghan Ao bawab schitar /0 w0
deragar Malo) depgen menpgayankan olcbirods
mongithu Huarat (L)

Avunan e dilahuban doeagan cara memiingban

vichirodda hisasran 60 0 derajpor. Mular dengan
melabhihan  pongelasan dosgan mengihae
Savahor scgitigea .
L 4 AV 4 “ :

Figure 12. Welding Swing

Stage ten, the teacher explains welding swings with examples, welding swings
consist of sepital, zig-zag and triangle swings, video duration 51.2 seconds.
11. Work Accidents

JENIS ABCHIAKAAN Kera

Kecolahaan kerpa rmpan hecclabaan Lorja sexlany icootohean here Horas

hatcrogl borat dengran

harogor s scdoang dengan

hotegori ringan dongon
s peanvmbnshan 2 3 nsana penycesdmibun £ 5 nuana penycmbiatian 0 £
bt hart hart bahkan ehih

Figure 13. Categories of Work Accidents
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In stage eleven the teacher explains work accidents and groups work accidents
into three parts, namely, light, medium and heavy work accidents, video
duration 39.0 seconds.

12. Personal Protective Equipment (PPE)

E Moshor, onclihimgh ongan porialasan

2 hacamata, Malindungt mata darl sinar
lonw yang  dapat menyebablan saln
mata

Cickom Topong las, ot ks
dartwinar bas dark percihan apl s

fSarung tangan, wlindangl wngan dart
hendda yamg panas dan porviban ags bas

Scpu Baot, mchindungs kakl dart beada
W amn Tl Sang dapat
membabayahan opeauw laa

Ol akatan lan mclindung) badan dart
pereihan apl las dan meomimalhan sinar
whraviolot yomg diibosathan dar nyaks
L]

Figure 14. Personal protective equipment and its function

In stage twelve the teacher explains work safety tools in the welding process and
their functions, video duration 32.1 seconds.

13. Learning Conclusion

Dapat disonpulhan matort pengeloasan sambungan sodot posist atos
c

1 beberape wmhap
saterial, ponyol CRIN, PO Sy Vs
ngan ponggunaan alat polindung dirt agar tkdak mombahayahan

Figure 15. Learning Conclusion

In stage thirteen the teacher concludes the learning results of welding corner
joints in the overhead position, video duration 39.2 seconds.

4. Implementation
After the media has been created, a product quality test is needed to
determine the quality of the learning media being built. The product quality test

was carried out using a validation test. The validation test was carried out by
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giving a questionnaire sheet to two experts, namely Mr. Muhammad Aris, S.Pd as
subject teacher and material expert and Mr. Baihaqgi, M.T as a media expert and as
supervisor of both theses. The purpose of carrying out validation tests is to obtain
an assessment of whether the product/media being developed is suitable for use or
whether it needs to be revised again.

a.Material Expert Validation Results
The validation results obtained from material experts show that there are two
aspects with a score of 3 (fairly agree), one aspect with a score of 4 (Agree) and
six aspects with a score of 5 (Strongly Agree). The validation results of animation-
based audio-visual media learning media using Canva by material experts
obtained a total of 40 people with an average of 88.8%, so they were included in
the (Strongly Agree) category. Therefore, the animation-based audio visual
learning media that has been developed can be used in the manual electric arc
welding learning process.

b.Media Expert Validation Results
Validation results from media experts show that there are four aspects with a score
of 4 (Agree) and five aspects with a score of 5 (Strongly Agree), with a total of 40
with an average of 91.1, so they are included in the (Strongly Agree) category.
Therefore, the animation-based audio visual media that is built can be used in the

learning process.

5.Evaluation

Evaluation is the final stage of the ADDIE model development steps.
Evaluation can be carried out at every stage of development, the overall evaluation
is carried out at the end of development activities. The stage of evaluating the
results of the media suitability assessment by material experts and media experts is
carried out. This research uses summative evaluation. Summative evaluation is an
evaluation carried out at the last stage and aims to assess the suitability of the
media developed at the implementation stage. Based on the results of validation by
material experts, an overall score of 40 was obtained with an average of 88.8% in
the category (Sanagat Agree). Meanwhile, from the validation results by media
experts, an overall score of 41 was obtained with an average of 91.1% falling into
the (Strongly Agree) category.

Based on the validation results from material experts and media experts, it

can be concluded that animation-based audio visual media using Canva is included
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in the (Strongly Agree) category in the sense that it is suitable for use in the
learning process, especially in the topic of welding overhead corner joints.
b. Discussion

The research is entitled making audio visual media based on animation on the
material of welding joints at angles in the overhead position. This research aims to
produce animated learning media. To achieve this goal, the creation of animation-based
audio visual media using Canva was created using ADDIE which consists of several
stages, namely analysis, design, development, implementation. Implementation) and
evaluation (Evaluation).

In the analysis phase (Analysis), the researcher obtained information that in the
teaching and learning process at SMK Negeri 1 Paseie Raja, Aceh Selatan, especially in
the topic of welding overhead angle joints in class or teaching materials still use
guidebooks and explain using the lecture method. Therefore, researchers are interested
in creating animation-based audio-visual learning media on the topic of welding
overhead corner joints using Https://www.canva.com, which displays images, audio,
video and animation along with writing

Design stage, at this stage the researcher determines the material that will be
discussed in the learning video, determines the media used, determines the learning
objectives and prepares the Storyboard. Next is the creation stage (Development). At
this stage the researcher begins to create learning media with the initial steps of
accessing Https://www.canva.com, determining the topics to be discussed, choosing
images or objects that suit the material, inserting audio, selecting background sound and
adjust the duration. In general, the components contained in the animated learning video
on overhead corner joint welding material using Canva consist of three or four stages,
stage one is an open video, stage two learning activities start from understanding
welding and stage three is a closing activity.

Next is the implementation stage, this stage is carried out to determine the
quality of the learning media being built. Product quality testing is carried out using
validation tests, validation tests are carried out by giving questionnaires to two expert
experts, namely Mr. Muhammad Avris, S.Pd as subject teacher and material expert and
Mr. Baihaqgi, M.T as media expert and as supervisor of the two revised theses. repeat.
From the validation test results, material experts obtained an overall score of 40 with an
average of 88.8%. Madia experts obtained an overall score of 41 with an average of
91.1%.
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The final stage carried out in this research was evaluation. The evaluation
carried out at this stage is a summative evaluation which aims to determine the
suitability of the media being built. Based on the results of validation of media
suitability by material experts and medical experts, they obtained an overall score of 40
with an average of 88.8% from material experts and a total of 41 with an average of
91.1% from material experts. Based on the validation results, it can be concluded that
animation-based audio-visual learning media on welding angle joints in the overhead
position falls into the category (Strongly agree/Very feasible).

E. Conclusion

Based on the results of research that has been carried out regarding the creation
of animation-based audio visual media on the topic of welding corner joints in the
overhead position of class XI at SMK Negeri 1 Pasie Raja, Aceh Selatan, several

conclusions can be drawn as follows:

1. The creation of animation-based audio visual media based on the Research and
Development (R&D) method and using the ADDIE creation model has been
successfully carried out, consisting of stages (Analysis, Design, Development,
Implementation and Evaluation) with a duration of 42.5 minutes.

2. The animation-based audio visual media that was built was declared suitable for
use and has been implemented with validation results by material experts with
an average score of 88.8% with the eligibility criteria "strongly agree", and
validation results by the media with an average score of 91. 1% with eligibility
criteria “Strongly Agree”.
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