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 The world of education currently uses many benefits in the form of 

technology such as computer equipment to assist in delivering 

material. One of them is motion graphics video. The aims of this study 

are to (1) Determine the validity of motion graphics video as a 

learning medium for Wide Area Network materials. (2) Know the 

practicality of video motion graphics as a learning medium in Wide 

Area Network materials. This type of research is Research and 

Development (R&D) with a Four D (4D) approach model consisting 

of Define, Design, Develop, and Disseminate. From the study results, 

it can be said that (1) video motion graphics on Wide Area Network 

materials that have been developed meet the criteria. The data from the 

video motion graphics validity test results show the aiken'V value in 

the expert test results obtained an average media validity in the 

display aspect of 0.807 in the correct category, the average media 

validity value in the format aspect media of 0.83 in the right type, the 

moderate validity of the material on the aspect of media presentation 

is 0.817 in the correct category. The results of the development of 

motion graphic videos have been suitable for use or valid as learning 

media 

This is an open access article under the CC BY-SA license. 
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1. INTRODUCTION  

The computer network is not something new this time. Almost in every company, 

college, and school, there is a computer network to facilitate the flow of information in the 

area. Along with the development of computer networks globally, many schools have 

sprung up that teach about computer network engineering (TKJ), primarily vocational high 

schools. Various materials about networks are trained more precisely than in other public 

schools, such as wiring, network infrastructure devices, network topology, types of 

networks, basic network concepts, routing, etc. In delivering the material, not everything 

can be appropriately conveyed and optimally. There must be shortcomings or obstacles in 
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every delivery of the material. For example, it isn't easy to understand when learning 

routing about how routers work because the way routers work cannot be seen with the eyes 

of tools, so the learning is abstract. 

The use of learning media can be utilized in conveying information and materials by 

the teacher to attract more students' interest in learning. The learning process can run well, 

and the learning objectives can be implemented [1],[2]. Then Purwono [3] explains that 

learning media has an essential role in determining the quality of the teaching and learning 

process. Learning media can also make learning more exciting and fun. Learning media are 

all things that can stimulate thoughts, channel feelings, channel message, and students' 

willingness to acquire knowledge. The author concludes that learning media is a tool that 

conveys learning material. So, the tools in question can be pictures, videos, electronic 

devices, and sound that can facilitate the delivery of information and learning media to 

students. 

Learning media contains messages as learning stimulants and can foster student 

learning motivation in achieving learning goals [4], [5], [6]. Learning media is used terms to 

help the student's learning process in learning so that it is expected to improve the learning 

outcomes achieved. The benefits of learning media, namely the way the delivery of learning 

material becomes more interactive, learning is more attractive, learning time can be 

shortened, the quality of learning outcomes increases, learning can be done anytime and 

anywhere, student attitudes towards what is being learned and the learning process is 

improved, and the role of teachers can change to something more positive. Learning media 

can be done optimally if the teacher can use and choose the media according to its purpose 

and function. The use of animation media can increase students' activities, interests, and 

learning outcomes  [7], [8]". One of the animation media is motion graphics. In this case, 

researchers carry out teaching and learning activities by utilizing video motion graphics 

media. 

Motion graphics are an alternative to video shows that are now widely used in 

various media, such as the internet, and even delivering learning materials. Motion graphics 

are pieces of time-based visual media that combine film and graphic design[9]. Motion 

graphics combine video and animation to create the illusion of motion or transformation 

[10], [11]. Animation is one form of moving visuals that can be useful for explaining material 

that is difficult to convey conventionally [12],[13]. Motion graphics combine graphic images 

from video and animation that create the illusion of motion or transformation [14] [15]. 

Motion graphics contain motion graphics that include design elements such as shape, 

appearance, size, direction, and texture in them, which are intentionally moved or given 

movement so that they look dynamic and are displayed through audio-visual media [16]. 

The researchers' observations found that, in the learning process, teachers still use 

teaching materials in the form of printed books. In addition, teachers also use videos as 

teaching materials. Some of these videos were developed by teachers, and some were 

adopted from other people's videos via youtube and videos available online. The videos 
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made by the teacher are still monotonous, so the learning process is less attractive. Teachers 

should make video teaching materials that are more interactive according to students' 

characteristics in their class to attract students' attention to learning. The importance of 

video motion graphics for abstract learning so that accurate visualization is needed to 

explain to students the content of the material on a broad-based network. By using video 

motion graphics, students catch learning faster, and it is easier to understand the material 

presented. 

Based on the explanation above, researchers are interested in developing learning 

media packaged in one package in the form of material, video animation/motion graphics 

which aims to be used as valuable teaching materials in the learning process so that students 

have an interest in learning the material, using motion video. In graphics, students can more 

easily capture the content of learning messages. Broad-based network material is delivered 

in motion graphics video that displays moving images with audio combined and visually 

presents phenomena. That way, students will be more interested in carrying out learning 

activities. 

 

2. RESEARCH METHOD  

 

 The development model used in this study is the Four D (4D) model. This 4D model 

consists of four stages of development: definition, design, development, distribution, or 

adaptation to the 4D model: characterization, design, development, and distribution. The 

first stage is the discovery (definition) phase, which includes background analysis and 

problem-specific steps [17][14]. The second phase is the design phase. The learning tools are 

designed in this phase, and the product's initial form (prototype) is created. The third stage 

is development, which includes product verification. This stage leads to product 

development and is carried out in two steps: expert evaluation and revision and 

development testing. The fourth phase is the dissemination phase. This is done to promote 

the development product so that it can be accepted by either an individual, a group, or a 

user of the system. The data analysis technique used for validation on this learning medium 

uses the AikensV formula. The formula for calculating the Aiken-V validity factor is: 

 

V= Σ s/[n(c-1)]                    (1) 

s = r-1o 

1o = Low validity score (in this case = 1) 

c = The highest validity rating score (in this case = 4) 

r = Number given by an evaluator 

n = Number of Validators (Evaluators). 
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3. RESULTS AND DISCUSSION  

 

 The data from the video motion graphics validity test results in the following figure 

show the aiken'V value in the expert test results obtained an average media validity on the 

display aspect of 0.807 in the correct category, the average value of media validity on the 

Media Format aspect of 0.83 invalid types, the average value of material validity in the 

element of media presentation is 0.817 in the correct category. The results of the 

development of motion graphics videos have been feasible to use or valid as learning media. 

Display Aspect Validity 

 The validator chosen to validate the display aspect of this motion graphics video 

media is an expert in learning media. The results of the assessment obtained from the media 

validator regarding whether or not the learning media are valid can be seen in the following 

table: 

Table 1. Display Aspect Validity 

Indicator Aiken’s V Description 

Indicator 1 0,837 Valid 

Indicator 2 0,843 Valid 

Indicator 3 0,743 Valid 

average 0,807 Valid 

 

 The chart shows that the evaluation of the display surface of the motion graphics 

video is practical with the V value of AIken 0.807. In the first indicator, the Aikens V value 

is 0.837, and there are good categories. The second indicator with an Aiken V score of 0.843 

in the correct type, and the third indicator with an Aiken V score of 0.743 in the right 

category, so the average score of the display aspect score of the motion graphics video is 

0.807. 
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3.1. Media Format Validity 

 At this validation stage, the selected validator is a validator who is competent in 

learning media. The validation results regarding the media format can be seen in the 

following table: 

 

Table 2. Media Format Validity 

Indicator Aiken’s V Description 

Navigation 0,87 Valid 

Convenience 0,82 Valid 

text 0,8 Valid 

Appearance 0,83 Valid 

average 0,83 Valid 

 

 

Figure 2. Media Format Validity 

 From the above data, it can be said that the design rating of motion graphics video 

is valid with AIken's V value of 0.83. For the first metric, the Aikens V value is 0.87, and 

there are correct categories. The second indicator with the Aikens V value is 0.82 in the right 

type. The needle with the Aikens V value is 0.8 in the right hand. The fourth indicator with 

the Aikens V value is 0.83 in the excellent indicator. 

Media Presentation Validation 

 At the validation stage of media presentation, this motion graphics video media 

underwent several improvements based on suggestions from the validator, which can be 

seen in the following table : 

Table 3. Media Presentation Validation 

Indicator Aiken’s V Description 

Indicator 1 0,834 Valid 

Indicator 2 0,8 Valid 

average 0,817 Valid 

0,76
0,78

0,8
0,82
0,84
0,86
0,88
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Figure 3. Media Presentation Validation 

 

 This chart shows that the assessment of the presentation of motion graphics video 

media is valid with the AIken's V score of 0.817. The first indicator, Aiken's V score, is 0.834 

with a suitable category, and the second indicator, Aiken's V, is 0.8 with the right type. Based 

on the suggestions given by the validator, the media was revised, so that valid and 

appropriate learning media were obtained. 

 

CONCLUSION 

 

The form of development of the resulting motion graphics video media is a learning 

video whose contents consist of Wide Area Network learning materials and the exercises in 

the motion graphics video. The motion graphics video media developed are based on basic 

Network subjects' competency standards and essential competencies. The designed video 

motion graphics learning media is valid, practical, and effective to be used as an alternative 

learning media that can be used in essential network learning. Teachers and students are 

encouraged to continue to use these media to support schools in improving their learning 

outcomes and facilitating the use of learning tools that teachers need. In addition, it is also 

recommended for schools to make more use of technology and information and take 

advantage of the infrastructure that has been provided. 
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