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 Abstract. The current technological advancements have a 
crucial role in education, bringing about innovations in the 
learning process. One form of innovation is using website 
media as a learning tool. This research aims to assess the 
feasibility and students' responses towards a Canva-based 
website learning media on viruses for high school X grade. 
The study follows the research and development approach 
using the ADDIE method. In this research using random 

sampling technique. The sample research used 10 students 
of XI MIPA 2 at SMAN 2 Teluk Keramat. Instruments utilized 
include validation sheets and student response 
questionnaires. The data analysis calculates the validation 
using Aiken's V formula and average score of student 
response and classifies into available categories. Validation 
was carried out by 2 biology lecturers at Untan and 3 biology 
teachers. The validation analysis using Aiken's V yielded a 
score of 0.89 for the Canva-based website media on virus 
topic, categorized as valid. The questionnaire analysis 
revealed an average response rate of 83.82%, indicating a 
very strong category of acceptance. Based on these results, 
it can be concluded that the Canva-based website media is 
suitable for use as a learning media on class X for virus topic. 
Keywords: Website, Canva, Virus, ADDIE 
 

 

Introduction 

Information and communication technology (ICT) have a crucial role in education 

today (Hostovecky et al., 2015; Nababan, 2020). Technology enables a variety of services 

and solutions at all levels of the education sector (Duggal, 2022). Technological 

advancements have had a significanta impact on education, leading to numerous 

innovations in the learning process, thereby creating more engaging and effective learning 

environments (Liu & Elms, 2019). One such innovation is leveraging technology as a 

learning media (Rilanty & Juwitaningsih, 2020). Learning media are essential tools that 

support the educational process in achieving its goals (Buulolo et al., 2023). Learning 

media can positively influence collaborative learning and improve student learning 

outcomes (Ameen et al., 2019). Teachers utilize learning media to facilitate students' 

learning processes both inside and outside the classroom (Purba & Harahap, 2022). 

Learning media that harness technological advancements include website-based media.  

Use of websites as learning media represents the application of technology in the 

learning process. A website is a collection of pages that can display various forms of 

information such as text, images, animations, audio, video, or a combination of all these 

forms (Irawan et al., 2018). Learning through websites involves activities in the learning 

process that utilize website media accessible via electronic devices through the internet 

(Rusman, 2013). It is primarily a web-based education system that is the delivery of 

information or knowledge to students through the use of technology (Maatuk et al., 2022). 
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Websites can be accessed through various electronic devices without installation processes 

(Hardiyansyah et al., 2024). 

Based on interviews with teachers, it was found that there is a lack of variety in 

learning media used in the learning process. For the virus material, teachers only use 

textbooks as learning media. It was also found that virus material is challenging to teach 

because it is abstract, requiring media that can help visualize it. Textbooks alone are not 

enough to visualize the virus material. The presence of website media will help visualize 

the abstract material (Hardiyansyah et al., 2024). In the contemporary technological 

learning environment, the capacity to visualize has become of paramount importance 

(Kumar et al., 2021). 

There are currently many ways and techniques for developing websites depending on 

the devices used, the subject matter, or artistic quality (Krawiec & Dudycz, 2020). One 

way to create website media is by using the Canva application. Canva is an online-based 

design application. Using Canva can enhance teachers' creativity in preparing learning 

media for the learning process (Mulyati et al., 2022). Canva has features for designing 

websites that are easy to understand, even for beginners, as it includes templates that can 

be customized to the user's liking (Tanjung & Faiza, 2019). 

Previous research using the Canva application showed good validity. In a study 

conducted by Analicia and Yogica (2021), it was found that the media developed using 

Canva was valid for use as a learning media. Another study showed that media developed 

using Canva was deemed appropriate (Agustini et al., 2021). Based on field data, Canva-

based website media development has not been conducted at SMAN 2 Teluk Keramat. This 

research will present the development process and validity results of Canva-based website 

learning media on virus material for 10th-grade high school students. 

The aim of this research is to produce website media on virus topic and to determine 

its feasibility and student responses. The research used research and development (R&D) 

method with ADDIE model by Branson. 

 

Methods 

This was a research with R & D method. The type of R & D research is an industry-

based method (results) because it is used to produce products or procedures through 

systematic testing or evaluation and refinement to achieve effectiveness criteria, quality, 

or other standards (Setyosari, 2020). The development model to be used is the ADDIE 

model. This model was raised by Branson et al. to design learning system.  The ADDIE 

deveopment model consists of 5 important stages, namely analysis, design, development, 

implementation, and evaluation (Setyosari, 2020)  

In this research, needs analysis was conducted through interviews with 10th-grade 

biology teachers at SMAN 2 Teluk Keramat. Data collection in this research using validation 

sheets and student response questionnaires, while the technique used was quantitative 

narrative analysis. Media validation was carried out by five validators. The media validation 

sheet was developed and adapted from Walker and Hess (Arsyad, 2013), and consists of 

3 aspects: content and objective quality, instructional quality, and technical quality. The 

analysis of validation results will use Aiken's V formula. 

V=
𝛴𝑠

𝑛(𝑐 − 1)
×100                                (1) 

Remark: 

s : r-lo 

lo : represents the lowest validity rating (in this case=1) 
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c : represents the highest validity rating (in this case=4) 

r : represents the rating given by validator      

 

The response questionnaires will be distributed to students in small groups of 10 

respondents. Through the response questionnaires, data on cognitive, affective, and 

conative aspects will be obtained. The student response data results were then analyzed 

using the following formula.  

P=
𝛴𝑥

𝛴𝑥𝑖
×100%                             (2) 

Remark: 

P : percentage of score obtained 

Ʃx : total score obtained for each item 

Ʃxi : ideal score (highest score) 

The percentage results obtained were then classified based on the category in 

Table 1. 

Table 1. Percentage category of student response 

Average Score (%) Category 

81-100 Very strong 

61-80 Strong 

41-60 Enough 

21-40 Low 

P<21 Very low 

(Riduwan, 2012)  

 

Results and Discussion 

 

The results of this research will be presented based on the stages of the ADDIE model. 

As for the stages of ADDIE development in creating Canva-based website media: 

Analyze 

The initial stage of the ADDIE model is analysis, which entails the creation of an 

overarching representation of the instructional design (Simarmata & Mujiarto, 2019). 

Analyze stage is the initial stage before designing a Canva-based website media, where 

field observations will be conducted to identify obstacles experienced by teachers during 

the learning process in the classroom. Through preliminary analysis, interviews were 

conducted with biology teachers at SMAN 2 Teluk Keramat. Based on the analysis 

conducted by the researcher at SMAN 2 Teluk Keramat, it was found that the topic of 

viruses had the lowest average scores compared to other topics. Another difficulty in the 

virus topic is that the virus topic is abstract so it needs media to help visualize it. 

Learning media are learning resource than can teachers to delivery the message and 

lesson content. There are various forms and types of learning media used by teachers can 

be a source of knowledge for students (Ediyani et al., 2020). It was also discovered that 

the instructional media used in SMAN 2 Teluk Keramat were only textbooks, which were 

impractical to use around. 

All students in the school already have and use smartphones. However, this is not 

utilized by students and teachers in the teaching and learning process as media learning. 
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Additionally, data revealed that SMAN 2 Teluk Keramat has never used website media 

before. Moreover, technology development drives teachers to be innovative in utilizing 

technology as a learning media (Hasanudin et al., 2022). There are several types of media 

that use technology, one of them is the website (Fitrianingsih et al., 2023). Web-based 

learning media may prove a valuable innovation for addressing issues that arise within the 

learning process itself (Hakim & Pertiwi, 2023). One of the effective tools for developing 

website media is the application Canva. Canva is a digital platform that facilitates the 

creation of graphic designs through a simplified process. This facilitates the creation of 

graphic designs for users who lack advanced technical expertise. Canva is accessible via a 

website browser or an application that can be downloaded on Android or iOS devices 

(Edwards, 2021). Based on this information, the researcher will develop a Canva-based 

website media accessible via smartphones, which is practical. 

Design 

At this point in the process, the researcher commence the creation of their projects, 

utilizing information obtained from the preceding analytical stage (Simarmata & Mujiarto, 

2019). In this stage, the researcher begins to design the learning media that will be 

developed. There are 6 steps in this design process: creating a flowchart, developing a 

storyboard, defining learning objectives, organizing content, preparing supporting 

animations, and preparing assessment instruments. The flowchart in this Canva-based 

website media involves the flow of several pages such as the homepage, learning 

objectives, content, quizzes, and about the website. Storyboard creation refers to the 

previously developed flowchart. The learning objectives in this media are developed from 

the biology syllabus of SMAN 2 Teluk Keramat. The content aligns with these learning 

objectives. The topics covered in the learning media include virus characteristics, virus 

replication, virus roles, and understanding covid-19 and HIV as well as preventing virus 

spread. Supporting animations are prepared based on the established concepts and 

designs. The high quality use of multimedia, short films, audio files and graphics motivated 

and kept the students interested (Cheng, 2011; Spatioti et al., 2022).  

The preparation of learning media instruments includes validating the Canva-based 

website media and conducting student response surveys. Validation sheets are used to 

validate media by experts, as shown in Table 2, and student response questionnaires are 

used to obtain responses from students, as shown in Table 3. The design results from this 

stage will be further developed in the next stage. 

Table 2. Validation sheet 

No Aspect Indicator 

1 Content quality Suitability of the material  

  Completeness of material written according to learning 

objectives  

  Systematically aligning writing materials with learning 

objectives  

  Suitability of material to the level of students 

2 Instructional quality Provide learning opportunities for students 

  Provide ease of learning for students 

  Quality questions help students understand the material 

3 Technical quality Suitability of language in the media 

Quality of media display 
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Table 3. Student response questionnaires 

No Aspect Indicator 

1 Cognitive Improve material understanding 

2 Affective Improve learning motivation 

  Adds interest to the material 

  Increases curiosity about the material 

3 Conative Ease of access using media 

 

Development 

In the development stage, the final structure and content of the lesson is created in 

accordance with all the elements and parameters defined in the previous two stages 

(Simarmata & Mujiarto, 2019). This media was created using the Canva platform, which 

does not require any cost, but there is a pro version that needs to be purchased. In this 

stage, the researcher creates a Canva-based website media on topic viruses, which will 

subsequently be validated. There are 3 stages in developing Canva-based website learning 

media. 

 

Creating Canva-based website learning media 

The first one is designing the website media. The instructional media design aligns 

with the previously designed storyboard. Then testing, this stage is conducted to check 

whether the learning media functions properly when accessed through a smartphone 

browser. This testing phase occurs during the website creation process using Canva. Last 

stage is publishing, this stage is the final process in creating learning media. If the learning 

media is deemed to be functioning well, the next step is to publish it to format it into a 

website with the domain canva.com. Subsequently, the Canva-based website media can 

be accessed through a smartphone browser. 

 

Instrument Validation 

Before validating the learning media, it is necessary to validate the instrument first. 

Validation was carried out by 2 biology lecturers and 3 biology teacher. The instrument 

validation consists of 3 aspects: language, content, and construction. 

 

Media Validation 

Next, the Canva-based website media will get validation. Validation is conducted by 

5 validators comprising 2 biology lecturers and 3 biology teachers. There are 3 aspects 

evaluated in the Canva-based website media: content quality, instructional quality, and 

technical quality. Validity is determined by the degree of accuracy in the interpretation of 

the measurement results. The media is classified as feasible if the analysis results 

correspond with the previously established categories (Sevtia et al., 2022). All content 

must be accurate and must be well-verified.  Inaccurate information can have a detrimental 

effect on the learning experience and lead to misunderstandings. Content must be relevant 

to the stated learning objectives (Susanto et al., 2023). After validation, the results for 

each aspect were as follows: content quality scored 0.90, instructional quality scored 0.89, 

and technical quality scored 0.88. Thus, the average score was 0.89, categorized as valid. 
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Figure 1. Graph of website media validation results 

The aspect of content quality consists of 4 assessment criteria: the accuracy of virus 

content on the website media with the learning objectives, the completeness of virus 

materials on the website media aligned with the learning objectives, the systematic 

arrangement of virus materials on the media, and the alignment of virus materials 

according to high school levels. According to Arsyad (2013), learning becomes easier when 

the content to be learned is organized and structured in meaningful sequences. Students 

can understand and remember lesson materials longer when logically organized and 

systematically ordered. An effective website media should help teachers effectively deliver 

content to students (Xie et al., 2018). 

The instructional quality aspect includes 3 assessment criteria: the ability of the 

website media to help students learn independently about virus materials, the facilitation 

of understanding virus materials for students, and the quality of questions enhancing 

students' understanding of virus materials. According to Sutopo (2012), the instructional 

design of a product, including applications supports students in learning independently. 

The technical quality aspect includes 5 assessment criteria: the clarity of language 

used in the website media, adherence to language standards, appropriateness of font type, 

size, and color in the media, appropriateness of image/animation/video quality in the 

media, and suitable use of colors in the media. According to Simarmata and Mujiarto ( 

2019), video is highly useful for conveying specific information. Using video in education 

helps illustrate equipment and processes realistically. Images play a crucial role in media, 

expressed through still images, drawings, or photos. The selection of website interface 

design is vital in developing an effective website (Hsu, 2006). The appearance of a website, 

including its visual design and associated aesthetic perception, is a significant determinant 

of a positive user experience (Nissen et al., 2024). 

Implementation 

The implementation stage is the testing stage of the media that has been limited to 

teachers and users (Simarmata & Mujiarto, 2019). During the implementation stage, the 

researcher conducted the learning process using a Canva-based website media on the topic 

of viruses. The Canva-based website media had passed the validation stage and was 

deemed valid for testing with students. The pilot test was carried out on a small scale with 

a group of 10 students. Afterward, students were asked to fill out a response questionnaire 

containing 12 statements to provide feedback on the Canva-based website media regarding 

virus topics. 
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Evalution 

In the final stage, which is evaluation, the researcher analyzed student responses 

and conducted an evaluation based on the feedback provided by the students. The 

responses measured in this study included cognitive, affective, and conative responses. In 

this stage, the findings of the experiment are analyzed and the activities are revised 

accordingly (Simarmata & Mujiarto, 2019).  

 

 
Figure 2. Graph of student response results 

 

Based on the questionnaire responses regarding the Canva-based website media 

used for virus topics, the results were as follows: cognitive aspect 80.63%, affective aspect 

89.58%, and conative aspect 81.25%. Thus, the overall average obtained was 83.82%, 

categorized as very strong. The term "cognitive" is used to describe an individual's capacity 

for thinking, comprehension, and decision-making processes (Manickavasagam & Surwade, 

2017). The results of the student responses indicated that the cognitive aspects yielded an 

average score of 80.63%, which suggests that the use of website media can positively 

influence students' cognitive abilities.  

Affective is one of the domains of the learning process. Affective functions have a 

significant impact on the learning process and can influence student motivation, 

participation and academic outcomes (Paputungan & Paputungan, 2023). The results of 

the study indicated that the website media could be utilized to enhance student motivation 

and curiosity about virus material, with an average score of 89.58%. The conative response 

is defined as the actions of learners, both in an academic setting and in everyday life, that 

are a direct result of their use of learning media (Rofi’ah, 2023). The findings of the study 

indicated an average result of 81.25%, which suggests that website media has a beneficial 

influence on the conative aspect. 

 
Conclusion 

 

Based on the conducted research, it is concluded that the Canva-based website media 

for Grade X virus topics obtained a validation score of 0.89, indicating it is suitable for use. 

The small-scale pilot test resulted in a response percentage of 83.82%, categorized as very 

strong. This indicates that the Canva-based website media for virus topics received positive 

feedback from students as a learning tool in the learning process.  
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