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Abstract: Development of Canva-Based SUKA SASA Interactive Multimedia to Improve
Elementary School Early Reading and Numeracy Skills. Technological developments encourage
innovations in learning media that can facilitate the delivery of material and create more engaging
learning experiences. This study aims to describe the results of the analysis of teachers’ and students’
needs, as well as to test the feasibility and effectiveness of Canva-based SUKA SASA interactive
multimedia in improving the early reading and numeracy skills of first-grade elementary school students.
The research employed a research and development (R&D) approach using the ADDIE (Analysis,
Design, Development, Implementation, Evaluation) model. The study involved 65 first-grade elementary
school students in Karanganyar Regency selected by purposive sampling. Data collection techniques
included interviews, observations, and learning outcome tests on early reading and foundational
numeracy skills. The data were analyzed quantitatively using descriptive statistics and inferential
testing, and were also supported by qualitative analysis. The findings show that the developed Canva-
based SUKA SASA multimedia is valid, feasible, and effective in improving both early reading and
foundational numeracy skills. The media’s feasibility was supported by expert assessments: media
experts (80.60%), material experts (95.40%), practitioner experts (95.40%), and positive student
responses (84.38%), all of which indicate that the media is classified as very feasible. The effectiveness
test yielded a significance value of 0.000, indicating a significant improvement in learning outcomes
after using the media. The effect size test result was 1.39, showing a strong impact. Therefore,
Canva-based SUKA SASA interactive multimedia is effective in supporting first-grade students’ literacy
and foundational numeracy skills. The integration of visual and interactive technology, such as Canva,
can be an innovative strategy in fostering active, enjoyable, and meaningful learning.

Keywords: early reading skills, foundational numeracy skills, interactive multimedia, addie, elementary
school.
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 INTRODUCTION
Education plays an important role in

improving the quality of human life (Ramadhana
& Meitasari, 2023). In Indonesia, education is
developed through a curriculum based on the
philosophy of holistic human development,

focusing on individuals who are able to maximize
their potential and respond to social, economic,
political, and cultural changes (Kemendikbud,
2024). The curriculum is created to align the
interaction between pedagogical skills and abilities
that make students the center (Indarta et al., 2022;
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Kartini & Rusman, 2019; Wu et al., 2023). In
this case, teachers play a strategic role as creative,
innovative, and collaborative learning managers
(Hoesny & Darmayanti, 2021; Noermanzah &
Friantary, 2019).

The concept of long life education, as stated
in Law No. 20 of 2003 concerning the National
Education System, is an important foundation in
facing rapid changes in this era. The concept of
lifelong learning, or long life education, is
considered an important educational concept in
facing the current rapid flow of change. However,
fundamental changes are made to improve the
quality of life of society in the 21st century (Meyer
& Norman, 2020; Nurhayati & Lahagu, 2021;
Oktaviany, 2023). Ki Hadjar Dewantara’s
thoughts also emphasize the importance of lifelong
learning to form independent and responsible
individuals from an early age (Yunus & Wedi,
2018). In the context of education, Information
and Communication Technology (ICT) plays an
important role in supporting effective and efficient
learning processes. The Indonesian language
learning curriculum invites students to develop and
master skills and knowledge that can be
implemented in everyday life (Ansoriyah
& Rahmat, 2018; Suprihatin & Hariyadi,
2021).

One of the essential skills in 21st-century
education is communication skills, which include
language skills: listening, speaking, reading, and
writing (Pamuji & Setyami, 2021; Rahim et al.,
2022; Ulfah et al., 2023). Reading skill plays an
important role in the world of education, followed
by writing and arithmetic skills. In introducing
these skills to students, cooperation between
parents and schools is needed (Astuti et al.,
2019). At the elementary school level, in grades
I and II, initial reading instruction is given to
stimulate, foster, and grow students’ interest in
reading. At the same time, the development of
basic numeracy skills, such as recognizing
numbers, counting, comparing quantities, and

understanding simple mathematical concepts, is
also essential as a foundation for more complex
mathematical thinking in higher grades.

However, the lack of variety in learning
media contributes to students’ low interest in
reading and math activities. Low interest in
reading and numeracy can lead to difficulties in
mastering these foundational skills, which are
crucial for students’ academic success. Therefore,
innovation in learning media is necessary,
especially media that can capture students’
attention and involve them in both reading and
numeracy activities. Technology-based learning
media is seen as a strategic solution in today’s
digital age to promote active, meaningful, and
enjoyable learning experiences. (Anggraeny et al.,
2020; Bua et al., 2016; Pridasari & Anafiah,
2020).

In the digital era, technology-based media
is an effective learning alternative because it is
able to integrate audio, visual, and interactivity
elements (Irwansyah et al., 2025; Khairunnisa et
al., 2023). According to (Çelik & Özdemir,
2020) highlighted that the integration of digital
learning media significantly improves students’
academic success by encouraging personalized
learning experiences. Technology in learning
allows students to visualize abstract concepts
concretely, including in reading skills. One form
of such media is interactive digital textbooks,
namely digital-based media that allows for two-
way interaction between students and learning
materials (Abdulatif & Muh. Husen Arifin, 2023;
Astriyandi, 2016; Pratama et al., 2021).

Technology-based interactive learning
media provide a non-rigid and monotonous
impression in the learning process (Ockta et al.,
2024; Yeºilyurt & Vezne, 2023). Studies have
shown that interactive digital tools significantly
increase student motivation and active
participation in the learning process (Fonseca &
García-Peñalvo, 2019; Mou et al., 2023). The
use of interactive learning media encourages the
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creation of an innovative educational environment
and increases student engagement (Lana et al.,
2023). In the context of teaching and learning,
“interactive media” refers to digital goods or
services or multimedia that instructors offer to
students through the presentation of educational
materials such as text, audio, video, video games,
and moving images or animations (Marpaung et
al., 2024).

 In addition to being relevant to the needs
of 21st-century students, the use of technology-
based media can also be combined with local
values   to prevent the erosion of culture due to
globalization (Joyo, 2019). The use of Canva-
based digital media in elementary school learning
is one of the effective innovations in improving
the quality of the learning process (Vidiawati,
2023). According to (Biassari et al., 2021),
interactive media such as Canva allow educators
to design interesting materials using templates,
while interactive videos integrate sound,
movement, and visuals to enrich the learning
experience. Canva, as an easy-to-use graphic
design platform, allows teachers to create various
types of engaging and interactive learning
materials for learning (Anam et al., 2023).

Teachers can use Canva as an interesting
learning medium by creating a creative and fun
learning atmosphere according to their creativity.
This learning media is essential to increase student
interest and facilitate understanding of abstract
subjects, thereby improving educational
outcomes (Darmayanti et al., 2022). In designing
media on Canva, it can not only be used on
laptops but can also be used on smartphones
(Asnur et al., 2023; Ilham et al., 2023). Tools
like Canva allow educators to design engaging
materials using templates, while interactive videos
integrate sound, movement, and visuals to enrich
the learning experience (Biassari et al., 2021).
Researchers have developed interactive media
assisted by Canva called “SUKA SASA”
(Susunan Kata-Angka Sampai Bisa).

The advantages of SUKA SASA interactive
multimedia lie in its flexible and diverse features,
enabling teachers to design engaging and
interactive learning materials tailored to students’
needs. This multimedia combines visual, audio,
and video elements, encouraging innovation in
using learning media and improving its overall
effectiveness in the classroom. By incorporating
SUKA SASA multimedia into learning activities,
educators can create a more dynamic, creative,
and student-centered environment that
significantly improves student engagement and
learning outcomes. What sets SUKA SASA apart
from other media is its unique structure, which
includes a vowel page display featuring reading
exercises for vowels a, i, u, e, o; a spelling page;
and an exercise page containing interactive spelling
buttons, sentence-building activities, and guided
writing through pen tours. In addition to
supporting early reading skills, SUKA SASA is
also enriched with basic numeracy components,
such as number recognition, simple counting
exercises, and matching quantities with numbers.
These features allow students to simultaneously
develop foundational literacy and numeracy skills
in an integrated and enjoyable way.

According to Hafidh & Lena (2023), the
development of media using the Canva application
obtained very significant results, covering the
aspects of media, language, teachers, and
students. Hidayatullah et al. (2023) explained that
the use of the Canva application by grade V
teachers at SDN 02 Sambirejo Semarang can
make students more confident, active, and
creative in learning. Furthermore, Mahyudin
(2023) stated that teachers can use Canva to
create engaging, creative, and innovative learning
in elementary schools.

The novelty of this study lies in its focus on
assessing the effectiveness of Canva-based
interactive multimedia in improving both early
reading and foundational numeracy skills in
elementary school students. While numerous
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studies have explored the impact of digital tools
and multimedia on general student engagement
and academic performance (Solas & Sutton,
2018; Susila et al., 2019; Vargas-Cumbicus et
al., 2024), limited research has specifically
examined their use in supporting foundational skills
such as reading and numeracy at the early grade
level. This study addresses that gap by
investigating how Canva’s interactive features
such as visual design, audio-visual integration, and
interactive elements can be effectively adapted
to suit the cognitive and developmental needs of
early learners in Indonesian elementary schools.
Furthermore, this study provides a new
perspective on the integration of digital media in
Indonesian language and mathematics instruction.
A major limitation of previous studies is that the
learning media developed often did not adhere
to effective message design principles, resulting
in materials that were less engaging and less
pedagogically impactful. In addition, there has
been no prior research specifically examining the
use of Canva-based multimedia for improving
reading and numeracy skills simultaneously.
Therefore, this study contributes original insights
to the field of early childhood education and digital
learning innovation.

Although research on the use of interactive
media and animation in education has shown
positive results (Jeno et al., 2019; Lin et al., 2017;
Nurpiani et al., 2024), there is still a significant
gap in the existing literature, especially regarding
the use of Canva as a platform for developing
media that can improve students’ reading and
numeracy skills. Some students recognize letters
but cannot read them (Astri & Amalia, 2024;
Rohimah, 2021). If students have low cognitive
ability combined with an inability to understand
learning problems, it will affect their academic
achievement (Castillo-Merino & Serradell-López
2014). Based on the results of observations, there
are still students who are not able to read syllables
because the media used is still common, such as

pictures (Alfiyah Rohmah Atstsaniyah & Arif
Widagdo, 2024).

The current issue in elementary school
education is that many teachers have not yet
optimized the use of learning media to support
student learning. Based on the results of
observations and questionnaires distributed to
elementary school teachers in Karanganyar
Regency, it was found that the majority of teachers
(70%) had not used interactive multimedia in
Indonesian language learning, particularly in
developing students’ reading skills. Moreover, the
integration of basic numeracy content into digital
learning media remains very limited. One of the
main obstacles identified is teachers’ limited ability
to design engaging and interactive media that align
with students’ developmental needs and the
demands of 21st-century learning. Previous
studies have also confirmed that many teachers
continue to face challenges in selecting and
developing appropriate learning media for
students (Puspitarini & Hanif, 2019). In addition,
a lack of adequate media infrastructure in schools
is another factor that hinders the facilitation of
effective and meaningful student learning (Muslim
et al., 2021; Setiyaningsih et al., 2019). These
findings highlight the urgent need for practical,
accessible, and innovative learning media such
as Canva-based interactive multimedia that can
help improve both early reading and numeracy
skills in primary education.

 METHOD
This study uses the Research and

Development (R&D) method. Research and
development is a research method used to
produce a particular product, test the
effectiveness of the product, and make
improvements to a product (Marpaung et al.,
2024). According to Supartini et al. (2020),
development research is a process used by
researchers to develop and validate educational
products. The purpose of this study is to develop
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and test the effectiveness of a new product,
namely Canva-based SUKA SASA Interactive
Multimedia, designed to improve early reading
and numeracy skills in elementary schools.

Participants
This study was conducted in elementary

schools in Karanganyar Regency, Central Java
Province, involving 65 first-grade students who
were divided into two groups. In small-scale
trials, samples were taken using random sampling
techniques, so that 15 students were selected
from all students. The sample in the large-scale
trials amounted to 50 students. Proportional
random sampling is a method used to obtain
samples by taking them randomly, which is
proportional to the size of each sampling unit (Fitri
& Efendi, 2024).

Research Design and Procedure
This study uses the ADDIE model, which

has five stages that are interrelated and
systematically structured. Each stage must be
carried out sequentially as an effort to solve
problems related to learning resources and is
adjusted to the needs and characteristics of
students (Arumugam et al., 2019). According to
(Alodwan & Almosa, 2018; Maxnun et al., 2024)
the steps of the ADDIE model are analysis,
design, development, implementation, and
evaluation. The integration of technology in this
model increases the flexibility and effectiveness
of learning, creates a more interactive experience,
and is adjusted to student needs and technological
developments (Abuhassna et al., 2024; Castro,
2019).

Development Procedure:
1. Analysis

The analysis stage functions to analyze the
need for developing teaching materials in the
learning process, analyzing the feasibility and what
is included in the development requirements

Figure 1. ADDIE model research procedure

(Tarigan et al., 2021). At this stage, preliminary
research was conducted to obtain information
that it was necessary to develop learning media
in the form of interactive multimedia SUKA
SASA based on Canva to improve the initial
reading and numeracy skills of grade I elementary
school students.

2. Design
The second stage in this research model is

design. At this stage, the researcher carried out
several activities, including: Visualization in the
form of a storyboard or flowchart.
a) The researcher designs images and writings

that will be poured into interactive multimedia
by combining attractive colors through Canva.

b) The researcher creates designs for command
buttons that are easy for students to
understand.

c) The researcher creates designs for menus for
students’ needs in the initial reading and
numeracy learning stage.

3. Development
At this stage, the researcher developed

interactive multimedia products containing
Indonesian language learning materials focused
on early reading components, including
recognizing letters, vowels, syllables, and sentence
structures. In addition, elements of basic
numeracy were also integrated into the media,
such as number recognition, simple counting, and
matching numbers with quantities, to support the
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simultaneous development of foundational literacy
and numeracy skills.

During the development process, the
researcher collected supporting materials relevant
to the instructional goals and user needs to guide
the creation of effective interactive multimedia.
The resulting product was then subjected to expert
validation, involving media experts, material
experts, and practitioner teachers, to assess its
quality, accuracy, and alignment with the
curriculum. After revisions based on expert input,
the multimedia was uploaded via an accessible
digital link and implemented in classroom learning.
Students were then given the opportunity to
interact with the multimedia, and their responses
were collected to evaluate the practicality and
user engagement of the product.

4. Implementation
At this stage, a limited trial of the Canva-

based SUKA SASA interactive multimedia was
conducted in elementary schools that had been
previously selected as research sites. This phase
served as a field test to evaluate the effectiveness
of the developed digital teaching materials. The
researchers collaborated with classroom teachers
to observe the impact of the multimedia on
students’ early reading and basic numeracy skills.
Data were collected through interviews,
classroom observations, and learning outcome
tests administered before and after the
intervention.

The study began with a pre-test in both
schools. The experimental group received
instruction using SUKA SASA interactive
multimedia, while the control group received
instruction using conventional concrete media.
After the treatment, a post-test was administered
to both groups to assess their learning outcomes.

The instructional process in the experimental
group consisted of three stages. The first stage
was the introduction, which connected students’
prior knowledge with the early reading and

numeracy materials through apperception
activities. This was followed by initial reading
practice focusing on the vowels a, i, u, e, o, and
basic numeracy tasks such as recognizing and
counting numbers. The second stage was the core
activity, in which SUKA SASA interactive
multimedia was implemented. This included
problem orientation, structured learning activities
using multimedia, group discussions, and student
presentations. The third stage was the closing
activity, where teachers and students engaged in
reflective analysis, evaluated learning solutions,
reviewed the content, assessed student work, and
concluded the lesson with feedback and
discussions on follow-up learning.

5. Evaluation
At this stage, final revisions are made to

the interactive multimedia that has been
developed. Revisions refer to input obtained from
response questionnaires or observation results.

Instrument
Interview guidelines, observation sheets,

and questionnaires were employed as research
instruments to collect relevant data. The
interviews were conducted to identify instructional
needs, explore the challenges faced by both
teachers and students in implementing early grade
literacy and numeracy learning (Gracella et al.,
2025), and evaluate the practicality of the Canva-
based SUKA SASA interactive multimedia. The
interview protocol consisted of questions related
to the use of learning media, students’ early
reading skills, numeracy development, and
learning motivation. In addition, observations were
carried out to identify problems during the
preliminary stage of the research (Hanif, 2020).
A structured non-participant observation method
was used to document the learning process. The
observations focused on the instructional delivery,
student engagement, and the integration of
reading and numeracy tasks during the use of the
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SUKA SASA multimedia. The results provided
insights into how the content and design of the
Canva-based interactive media contributed to
students’ understanding of early reading and basic
numeracy concepts, as well as how effectively it
facilitated student-centered learning in classroom.

The questionnaire was used to collect direct
information about students’ and teachers’
experiences in using previous learning media, the
extent to which the media helped them master it,
and the level of satisfaction with this new

interactive media. This study also used a needs
analysis questionnaire, expert validation, teacher,
and student responses. The results of the needs
questionnaire analysis were used as consideration
in designing SUKA SASA interactive multimedia.
The validation instrument was used to collect
feedback from media, language, and material
experts (Montes et al., 2023). The response
instrument, in the form of a questionnaire, was
distributed directly to teachers, students, and
experts to collect their input.

Table 1. Instrument grid

Type of Instrument Aspect/Indicator Number of Items 

Material Expert 
Accuracy of content, completeness, 
sequence, and motivation 

10 

Media Expert Media quality, language, and layout 23 

Teacher Response 
Effectiveness, efficiency, relevance, 
usefulness 

15 

Student Response Attention, activeness, understanding 13 
 

All instruments were initially tested for
validity and reliability. Validity testing is used to
determine whether an instrument is valid or not.
According to Taherdoost & Hamta (2017),
validity is the level of items in an instrument
reflecting the content that will be generalized by
the instrument. In this study, to determine the
validity of the test instrument, the product-moment
correlation coefficient from Karl Pearson was
used (Sugiyono, 2021). The reliability is the level
of consistency of a test, namely the extent to
which a test can be trusted to produce scores
that remain unchanged even when tested in
different situations (Pandey & Pandey, 2021). The
formula used to measure the reliability of the
multiple-choice test instrument is Cronbach’s
Alpha.

Data Analysis
The data analysis technique in this

development used quantitative and qualitative
descriptive techniques. Quantitative analysis

involves data from expert team validation
(materials, media, and practitioners) to find out
the average score, then analyzed qualitatively. All
results in the form of comments, suggestions, and
feedback are explained in a descriptive
description. The measurement scale used in this
study is a Likert scale. The amount of each data
is also changed into a percentage, with the
formula:

Description:
P = percentage of questionnaire data
F = number of scores obtained
n = maximum number of scores

In this study, data analysis was used to test
the proposed hypothesis. The data analysis of
this study includes prerequisite and hypothesis
tests processed using SPSS version 23. The
prerequisite test includes normality and

𝑃 =
𝐹

𝑛
× 100% 
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Table 2. Media eligibility categories (Arikunto, 2014)

Percentage Category 
81% – 100% Very feasible 
61% – 80% Feasible 
41% – 60% Decent enough 
21% – 40% not feasible 

<21% Very unfeasible 

homogeneity tests. The normality test aims to
determine whether the samples taken come from
a normally distributed population or not (Creswell
& Creswell, 2022). The normality test in this
study used the Kolmogorov-Smirnov test with
Lilliefors Significance Correction with a
significance level of á = 5%. The homogeneity
test is an assumption test with the aim of proving
whether the data analyzed comes from a
population that has the same variance or not. The
homogeneity test was carried out using the Bartlett
test with the chi-square test statistic.

Meanwhile, hypothesis testing is used with
the experimental design, namely by comparing
the conditions before and after using the module
(Before-After Design). Before-after design is
known as one-group pretest-posttest design
(Gower & Shanks, 2014). Before implementing
the SUKA SASA interactive media, students take
a pretest to determine their initial abilities. After
students understand learning using interactive
media, students take a posttest to find out the
final results. The results are compared using a
paired t-test and effect size using SPSS 23. The
t-test is used to compare the pretest and posttest
scores of the experimental and control groups
with success criteria based on a significant
increase in scores and positive student
involvement (Fitriyah et al., 2024; Rahayu &
Ansori, 2025). In addition to using the paired t-
test, an N-gain analysis test was also carried out
to determine the effectiveness of the PjCAR
learning model guidebook that is oriented towards
national insight.

 RESULT AND DISCUSSION
Result

The results of this development research
discuss two main things, namely product design
and product validation. Product development is
carried out using the ADDIE development model,
which includes the analysis stage (analyze), design
stage (design), development stage (development),
implementation stage (implementation), and
evaluation stage (evaluation). In designing the
SUKA SASA product, the following five stages
of the ADDIE development model were used.
The needs analysis stage, namely (1) interviews
involving teachers from 22 schools in Kapanewon
Ngemplak and 1st grade elementary school
students from three different elementary schools;
and (2) observations, was conducted by
observing the teaching and learning process of
teachers and students in three different elementary
schools. Interviews were conducted to find out
about the use of interactive multimedia in reading
learning activities in Indonesian language learning,
with the results that 12 out of 22 schools had
utilized it. Observations were conducted to
strengthen the interview data. The results of the
observations obtained an average score of
36.11% or included in the less category in the
use of interactive multimedia.

Design Stage activities carried out include:
(1) Preparing learning devices according to
learning achievements and learning objectives; (2)
Preparing SUKA SASA interactive multimedia for
use in learning the Indonesian language for class
I by utilizing the Canva platform; and (3)
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Characteristics of Canva-based SUKA SASA
interactive multimedia to improve elementary
school students’ learning. The results of interactive
multimedia development can b Seen at Figure 2.

After the product is developed, it undergoes
several stages of testing, which include: (1) the
feasibility test of the teaching module; (2) analysis
of media expert validation data; and (3) analysis
of learning material expert validation data. The

feasibility test of the teaching module is validated
by material expert validators and media experts
using a questionnaire. The validation
questionnaire contains an assessment of the
material and media to obtain information regarding
the feasibility of the content of the Canva-based
SUKA SASA interactive learning media. The
results of the validation by media and material
experts are presented in Table 3.

 

Figure 2. Results of interactive multimedia development

Table 3. Assessment of eligibility by validator

Validator Percentage Category 
Media 80.60% Very Feasible 

Material 95.40% Very Feasible 

Media validation includes aspects of media,
language use, and layout that obtain feasible
criteria, while material validation includes aspects
of content accuracy, completeness, coherence,
and motivation quality that obtain very feasible
criteria. The validators appreciate the quality of
the design and ease of use of the media. The use
of Canva produces professional and attractive
presentations with intuitive navigation. High scores
for media validation reflect the ease of use of
SUKA SASA interactive media. Overall, the
assessment of expert media and material
validators shows that the design of the learning
media that is designed and developed is in

accordance with the needs of teachers and
students to be applied in learning Indonesian in
early reading material.

Furthermore, the activities carried out at
this implementation stage are product trials for
first-grade teachers and students with student
response questionnaires. Furthermore, limited
product trials were conducted on first-grade
students of Pencar State Elementary School in
the 2024/2025 academic year, totaling 16
students using Canva-based SUKA SASA
interactive learning media. The results of
the limited trial assessment are in Table
4.

Table 4. SUKA SASA media limited trial assessment results

Evaluator Percentage Category 
Student 84.38% Very Feasible 
Teacher 83.33% Very Feasible 
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The recapitulation of the results of the
product assessment by students and limited trials
conducted by teachers is included in the very
feasible category. The interactive learning media
SUKA SASA based on Canva, is feasible to use
by adjusting the conditions of the school and
students in the classroom. At the evaluation stage,
a large-scale trial was conducted. The results of
the assessment and reflection of students and
accompanying teachers of class I SDN
Ngemplak 1 were used to make improvements
and revisions to the product. The results of the
large-scale trial assessment can be seen Table 5.

Based on the practice data by the first-grade
teacher of Ngemplak 1 Elementary School, the
total score was 86.67, meaning it is feasible for
use. The average assessment value in the large-
scale trial by 21 grade I students and teachers of
SDN Ngemplak 1 was included in the very

adequate category. Then, from the results of large-
scale trials on students, interactive learning media
can improve students’ beginning reading and
numeracy skills.

The results of the product trial were carried
out with limited trials and large-scale trials. The
limited trial was carried out on first-grade students
of Pencar State Elementary School and involved
16 students. The results of the assessment of the
early reading and foundational numeracy skills of
first-grade students of Pencar State Elementary
School increased before and after receiving
treatment. The initial reading and numeracy skill
score of first-grade students of Pencar State
Elementary School before learning to use the
interactive learning media SUKA SASA, based
on Canva was 64.06 and increased to 78.91 after
using the interactive learning media. The results
are presented in Table 6.

Table 5. Result of the large-scale trial assessment of SUKA SASA media

Evaluator Percentage Category 
Student 86.54% Very Feasible 
Teacher 86.67% Very Feasible 

Table 6. Pre-test and post-test results for limited trial

Test Number of Students Average Value 
Pre-Test 16 64.06 
Post-Test 16 79.91 

The average increase in value measured
from the pre-test (64.06) to the post-test (78.91)
is 14.84. The results of this assessment can be
used as a benchmark for the interactive learning
media SUKA SASA based on Canva, which was
developed, and can be used for large-scale trials.

Large-scale trials were conducted in the
control class and the experimental class. In the
control class, it was conducted in the first grade
of Karanganyar State Elementary School with 28
students. Learning is carried out using lecture
methods and using concrete media, such as
alphabet cards, word cards, and syllables. The

results of the students’ pre-test and post-test are
in Table 7.

The average pre-test score for the control
class based on the table above was 65.18 and
increased to 70.98 during the post-test. This
shows an increase in early reading and numeracy
skills of 5.80. In the next stage, the experimental
class test was conducted simultaneously with the
control class test. The experimental class test was
conducted in the first grade of Ngemplak 1
Elementary School with 21 students. In the
experimental class, learning was carried out using
interactive learning media SUKA SASA based on
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Table 7. Pre-test and post-test results for control class

Test Number of Students Average Value 
Pre-Test 28 65.18 
Post-Test 28 70.98 

Table 8. Pre-test and post-test results for experiment class

Test Number of Students Average Value 
Pre-Test 21 65.77 
Post-Test 21 81.55 

Canva, which had been developed previously.
The results of the students’ pre-test and post-
test are shown in Table 8.

The average pre-test score for the
experimental class based on the table above was
65.77 and increased to 81.55 during the post-
test. This shows that there was an increase in early
reading and numeracy skills of 15.77. The
average post-test score of the experimental class
was also higher when compared to the average
post-test score of the control class, so that
quantitatively it can be said that the use of
interactive learning media SUKA SASA based on
Canva can improve early reading and numeracy
skills. The improvement of early reading and
numeracy skills occurs due to several factors,
such as students becoming more courageous to
try spelling and practicing on their own. The

innovation and development of this interactive
multimedia lies in a structured learning approach
that integrates various stimuli to increase student
engagement and understanding. Students become
motivated to try spelling continuously to follow
the next level. In addition, interactive educational
games are included to encourage students to think,
making learning feel fun, like playing.

The normality test was conducted in this
research and development using the pre-test and
post-test values   of both classes in the large-
scale trial. The normality test used was the
Shapiro-Wilk test, where the data used was less
than 30. The normality results showed p >   0.05,
so the data used in the large-scale trial came from
normally distributed samples. The results of the
Shapiro-Wilk test from the large-scale trial data
are presented in Table 9.

Table 9. Results of data normality test in scale-large trial

Tests of Normality 
 

Class 
Kolmogorov-Smirnova Shapiro-Wilk 

Statistic df Sig. Statistic df Sig. 
Pre test Control .188 28 .012 .935 28 .084 

Experimen .192 21 .042 .931 21 .145 
Post test Control .194 28 .008 .937 28 .091 

Experimen .180 21 .074 .928 21 .125 
a. Lilliefors Significance Correction 

 

The sig. value in the normality test table for
the control class above shows p = 0.084 in the
pre-test and p = 0.091 in the post-test. The sig.
value in the normality test table for the

experimental class above shows p = 0.145 in the
pre-test and p = 0.125 in the post-test. This
shows that the p-value of all classes tested has a
significance value greater than 0.05, so it can be
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concluded that the reading and numeracy skills
data of grade I elementary school students are
normally distributed.

The homogeneity test is used to determine
whether the data used in the extensive trial of this
research and development comes from a
population with the same variance or not. The

data tested is the data in the large-scale trial,
namely by comparing the pre-test value of the
control class and the pre-test value of the
experimental class. The homogeneity test in this
study was conducted using SPSS 25 for
Windows. The following are the results of the
homogeneity test with SPSS 25 for Windows.

Table 10. Results of data homogeneity test in large-scale trial

Levene's Test of Equality of Error Variancesa,b 

 
Levene 
Statistic df1 df2 Sig. 

Pre test Based on the Mean .002 1 47 .968 
Based on the Median .000 1 47 .998 
Based on Median and with adjusted 
df 

.000 1 46.828 .998 

Based on the trimmed mean .001 1 47 .970 
Tests the null hypothesis that the error variance of the dependent variable is equal across 
groups. 
a. Dependent variable: Pre-test 
b. Design: Intercept + Class 

 

The significance value (sig) based on the
mean based on the results of the homogeneity
test above is 0.968 (p > 0.05), so it can be
concluded that the variance of the control class
and experimental class data is the same or
homogeneous. Based on the results of the
homogeneity test, this study can be continued at
the post-test.

The t-test used in this study is an
independent sample t-test using post-test data in

the control class and the experimental class. The
t-test is used to test the significance of the
difference in mean values   between the control
class and the experimental class. The following
are the results of the independent sample t-test
with SPSS 25 for Windows. The result of
independet sample t-test is presented in Table
11.

The number of students in the control class
was 28, while the number in the experimental

Table 11. Independent sample t test results in large-scale trial

Post test Control 28 71.01 7.06 1.33 

Experimen 21 81.57 8.03 1.75 
 

 F Sig. t df 
Sig. (2-
tailed) 

Mean 
Diff. 

Std. Error 
Diff. 

95% CI of the Diff. 
Lower Upper 

 Post  
 test 

Equal 
variances 
assumed 

.004 .953 -4.888 47 .000 -10.560 2.160 -14.906 -6.213 

Group Statistics 
 Class N Mean Std. Deviation Std. Error Mean 

Levene's Test for 
Equality of Variances t-test for Equality of Means 

Independent Samples Test 
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assumed 
Equal 
variances 
not 
assumed 

  -4.797 39.962 .000 -10.560 2.201 -15.008 -6.111 

class was 21. The average post-test score for
the control class was 71.01, and the average
post-test score for the experimental class was
81.57. These results indicate a difference in the
average post-test score between the control class
and the experimental class, so that descriptively
it can be said that there is a difference in the results
of early reading and numeracy skills between the
control class and the experimental class.

The significance value of the T-test results
obtained a result of 0.000, and this value is less
than 0.05 (0.000 < 0.05), so H

0
 is rejected and

H
a
 is accepted so that it can be concluded that

there is a significant difference in the early reading
and numeracy skills of the control class and the
experimental class, which means that the use of
interactive learning media SUKA SASA based on
Canva is effective for improving the early reading
and numeracy skills of first-grade elementary
school students. The t-test used in this study uses
a paired sample t-test using pre-test and post-
test data in the experimental class. The t-test is
used to test the significance of the difference in
mean values   between before and after treatment.
The following are the results of the independent
sample t-test with SPSS 25 for Windows.

Table 12. Paired sample t-test results in large-scale trials

T-Test 
Paired Samples Statistics 

 Mean N Std. Deviation Std. Error Mean 
 Pair 1 Pre test 65.8000 21 7.02816 1.53367 

Post test 81.5667 21 8.02567 1.75134 
 

Paired Samples Correlations 
 N Correlation Sig. 
 Pair 1 Pre-test & Post-test 21 .883 .000 

 
Paired Samples Test 

 

Paired Differences t df 
Sig. (2-
tailed) 

Mean 
Std. 

Deviation 

Std. 
Error 
Mean 

95% Confidence Interval 
of the Difference 

   Lower Upper 
 Pair 1 Pre-test - 

Post-test 
15.76667 3.76249 .82104 -17.47933 -14.05400 -19.203 20 .000 

 

The average pre-test score of the
experimental class was 65.80, and the average
post-test score of the experimental class was
81.57. These results indicate a difference in the
average pre-test and post-test scores, so that
descriptively it can be said that there is a difference

in the results of early reading and numeracy skills
between before and after using interactive learning
media. The significance value of the t-test results
obtained was 0.000 and the value was less than
0.05 (0.000 < 0.05) so H

o
 was rejected and H

a

was accepted so that it can be concluded that
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there is a significant difference in early reading
and numeracy skills between before and after
using interactive learning media. The effectiveness
of SUKA SASA interactive multimedia in
improving reading and numeracy skills, using a
pre-test and post-test design with data analysis
using the effect size test. Based on the test results
along with the Cohen D effect, the results
obtained were d = 1.39672, so the magnitude of
the effect between the two groups was at a large
level, because it was more than 0.8. So it is
concluded that the use of Canva-based SUKA
SASA interactive learning media is effective in
improving the early reading and numeracy skills
of grade I elementary school students.

Discussion
The results of the needs analysis of

Indonesian language learning activities for first-
grade elementary school students, especially in
early reading and numeracy skills, were obtained
from the initial stage of this research and
development. Based on interviews with first-
grade teachers, interviews with students, and
learning observations in three elementary schools
in the Kapanewon Ngemplak area, it was found
that students need digital-based learning media,
such as interactive multimedia. In addition, a
learning approach is needed that can support the
improvement of early reading and numeracy skills
in a fun and meaningful way. These needs are the
basis for the development of Canva-based SUKA
SASA interactive multimedia designed to improve
the early reading and numeracy skills of first-
grade elementary school students.

The use of the Canva platform as a basis
for developing interactive media shows a holistic
and progressive approach to the use of technology
in education. These findings are consistent with
previous studies that highlight the important role
of technology in improving the quality of education
and learning in the digital era (Royani & Muslim,
2014; Salsabila et al., 2020). In interactive media,
the material is presented clearly and in a structured
manner, supported by various examples such as

images, animations, audio, and videos that are
relevant to the material being studied (Mustadi et
al., 2022; Pratiwi & Wiarta, 2021).

In terms of the content of the SUKA SASA
interactive media, the results of the questionnaire
and instruments showed that of the three main
indicators evaluated, all statements obtained good
qualifications. This is due to the suitability of the
material with the learning objectives in the initial
reading and numeracy material in learning
Indonesian. In addition, this media is effective in
encouraging student interaction, attracting
attention, and providing the necessary
encouragement from both teachers and students,
thus creating a comfortable learning atmosphere
(Celik, 2023; Oktafiani et al., 2020). The content
of the media focuses on practicing reading and
numeracy, vowels, consonants, spelling the names
of body parts, names of objects, names of
animals, names of fruits, names of colors, spelling
words, spelling sentences, and pen tours. The
content of the SUKA SASA media is more
complex, with the uniqueness of questions
packaged in the form of images and videos.

Meanwhile, in previous studies that used
other interactive media, such as Zoom or
PowToon. Both platforms facilitate direct
interaction between teachers and students, but
need to be improved in providing visually
appealing and interactive elements. Zoom mainly
focuses on real-time verbal and audiovisual
interactions, but lacks the dynamic visual
stimulation offered by Canva-based interactive
animations (Wardana et al., 2023).  On the other
hand, PowToon, which is also an animation
creation platform, creates visually appealing
content (Suprianti, 2020). However, these two
platforms are not like Canva, which offers a more
user-friendly interface and greater flexibility to
create materials tailored to curriculum needs and
student interests.

The level of suitability of SUKA SASA
interactive multimedia was tested through
validation by media experts, material experts, and
responses from teachers and students as
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practitioners. The validation results showed that
the assessment from media experts was 80.60%
in the “feasible” category, while from material
experts, 95.40% were in the “very feasible”
category. Responses from teachers and students
also showed that this product was considered
interesting, systematic, and easy to understand.
The design and presentation of materials on
Canva-based interactive learning media can be
used as a learning resource for students in the
teaching and learning process (Marpaung et al.,
2024). This is in accordance with the theory that
the use of interactive multimedia in learning can
display real objects visually and increase student
involvement directly, thus having an impact on
increasing interest and comfort in learning
(Fonseca & García-Peñalvo, 2019; Ghofur &
Youhanita, 2020; Mou et al., 2023). Interactive
media provides a dynamic learning environment
that facilitates better understanding and allows
students to express their ideas more confidently,
as seen in the experimental class (Fitriyah et al.,
2024).

The effectiveness of the product was tested
through large-scale trials involving two classes,
namely the experimental class that used SUKA
SASA interactive multimedia and the control class
that did not use the product. Both classes were
given reading and numeracy skills tests in the form
of pre-tests and post-tests to determine the effect
of product use on learning outcomes. Before the
effectiveness test was carried out, normality and
homogeneity tests were first carried out to ensure
the feasibility of the data in the parametric test.
Based on the results of the independent sample
t-test, a significance value of 0.000 was obtained,
which means that there is a significant difference
between the post-test results of the experimental
class and the control class. This finding is
consistent with previous studies that have shown
the positive effects of interactive media on student
engagement and motivation (Mayer, 2022). The
results of the Effect Size test show that the

magnitude of the effect between the two groups
is at a large level.

The results of the Effect Size test show that
the magnitude of the effect between the two
groups is at a large level. Thus, it can be concluded
that the use of Canva-based SUKA SASA
interactive multimedia can effectively improve the
early reading and numeracy skills of first-grade
elementary school students. This shows that
Canva interactive media can improve
understanding of the material and provide a more
effective and meaningful learning experience,
thereby increasing students’ interest in learning
(Fitriyah et al., 2024). Interactive media
developed using Canva has proven to be very
effective in improving student learning outcomes
with high validity and practicality ratings (Fitriyah
et al.,2024; Rahayu & Ansori, 2025; Sari, 2018).

 The results of this study provide a
significant contribution to the development of
interactive learning in the context of early reading
and numeracy. The main implication is the
recognition of the effectiveness of SUKA SASA
interactive media in improving student learning
outcomes. With positive results from media
experts, materials, and practitioners, this media
has been proven to be suitable for use in learning.
This strengthens the argument about the
importance of integrating technology in education
to create an engaging and interactive learning
environment. Canva-based interactive learning
media has a positive impact on a teacher, one of
which is building students’ reasoning so that they
can think creatively and actively. The benefits for
students are helping their reasoning become real
(Hardina et al., 2024; Rahayu & Ansori, 2025;
Rosyada Ayu Fatimah et al., 2023). The designs
produced by Canva are not only in the form of
images but also audio and video, which
encourages innovation in learning media, thereby
increasing the effectiveness of its use as a learning
medium (Amri, 2023; Ikhlas et al., 2023; Melinia
& Nugroho, 2022).
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However, there are several other technical,
pedagogical, and learner-related barriers.
Technical issues such as limited internet access,
device compatibility, and limitations to Canva’s
premium features can hinder accessibility.
Pedagogically, teachers may not have the
necessary training to create effective reading and
numeracy materials, and students may focus more
on visuals than comprehension. Additionally,
assessing reading and numeracy progress through
Canva can be challenging. On the learner side,
distractions, cognitive load, and varying levels of
motivation or proficiency in early reading and
numeracy can impact engagement and
comprehension. In addition, this study has
limitations, including the limited scale of the trial
and the focus on only one age group.

Therefore, for further research, it is
recommended to conduct a wider trial involving
different age levels and different learning contexts.
In addition, further research can explore specific
aspects of the SUKA SASA interactive media that
have a significant impact on student learning
outcomes. Thus, further research can provide a
deeper understanding of the potential and
effectiveness of interactive media in improving
early reading and numeracy skills.

 CONCLUSION
This study concludes that the development

of Canva SUKA SASA interactive media is
proven to be valid, feasible, and effective in
improving elementary school students’ early
reading and foundational numeracy skills. The
results of the product feasibility test validated by
media, material, and practitioner experts are
included in the feasible category. Furthermore,
the results of the effectiveness test using the
independent sample t-test showed a significance
value (sig. 2-tailed) of 0.000 and an effect size
test of 1.39672, indicating that the use of Canva-
based SUKA SASA interactive multimedia is
effective in improving the early reading and

foundational numeracy skills of grade I elementary
school students.

These findings suggest that digital tools,
such as Canva, can significantly enhance the
learning experience. This is a valuable insight for
educators who are constantly looking for
innovative methods to engage students and
improve learning outcomes. From a theoretical
perspective, this study contributes to the existing
literature by providing empirical evidence on the
effectiveness of specific digital tools in elementary
education. Regarding policy implications, the
results of this study suggest the need to integrate
digital learning tools into the education curriculum.
This requires education policymakers to consider
investing in and supporting technology-based
learning tools in the classroom, especially at the
elementary level.

The limitations of this study were that it
focused specifically on first graders and the
Indonesian language subject area, potentially
limiting the generalizability of the findings to
different age groups or subjects. In addition, the
study was conducted in a controlled environment,
which may need to accurately reflect the dynamics
and challenges of a typical classroom
environment. Several other recommendations for
practice and future research are provided.
Educators are encouraged to incorporate Canva-
based interactive media into their teaching
methods and should pilot it across subjects.
Training for teachers to use digital tools effectively
is also recommended.
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