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Abstratct - In the process of visual arts learning at SDN Sukun 2, grade IV, the teacher has not yet used media concrete, ofen what is used in 

art education is worksheets, blackboard, and videos learning, causing students to be less focused in their studies, understanding of the material 

learning is still lacking, and the learning outcomes of students in the learning of fine arts on the texture material is still not optimal and needs to 

be improved further. The purpose of this research is to undersand the development process, feasibility, practicality, and the effectiveness of 

developing texture diorama media (diotek) on art texture maerial for students elementary school. This research uses the Research And 

Development (R&D) method with using the ADDIE model, including Analyze, Design, Development, Implementation, and Evaluasi. The 

subjects of this research involve experts in the fields of material, language, media, as well as theachers and students in testing the practicality to 

obtain the category “very worthy”. The practicality test received the “Practical” category, while the students effectiveness test received the 

“Fairly Effective” category. It can be concluded that the texture diorama media (diotek) in art education is deemed feasible, practical and 

effective for use as a medium for fine arts education in elementary schools. 
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I.  INTRODUCTION  

         Learning in elementary school is a mandatory activity that allows students to interact with others and gain knowledge as 

preparation for the future. This process is designed with good strategies and services to achieve learning objectives, which also 

serves as motivation for teachers and students through enjoyable interactions. As stated by Oktamia Anggraini Putri (2022), 

"learning at school provides insights for students on how they can interact with their friends or older people." In the independent 

curriculum, one of the important components is visual arts education, which plays a significant role in developing students' social 

skills and cultural appreciation. Visual arts education includes visual elements such as points, lines, shapes, colors, textures, 

content, space, and light (Ummah, 2019). The goal is to develop children's creativity and educate them through training in 
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creative skills, cultural understanding, appreciation of art, self-expression, art discipline, and multicultural concepts. In the context 

of visual arts education in elementary schools, teachers play an important role in guiding students to explore art. Therefore, 

teachers must understand technology, media, materials, tools, and processes in the creation of artworks (Iraqi, 2023). 

           Visual arts education in elementary schools now refers to the Merdeka Curriculum, which differs from the previous 

curriculum in terms of teaching materials, implementation, and assessment. This curriculum emphasizes the characteristics and 

needs of students, with learning structured based on their developmental phases (Azis, 2023). In the fourth grade, one of the 

visual arts subjects is Experimenting with Texture, which falls under the creating element (Making/Creating). The learning 

outcome is the ability of students to create two- or three-dimensional works through the exploration of visual art elements such as 

line, shape, texture, space, and color. Texture itself is the quality of a surface that can be perceived through sight and touch, both 

real and virtual (for example, an image of a stone that appears to have fibers). To achieve this learning objective, various 

supporting components are needed. 

        In the learning process, there are several important components such as objectives, materials, methods, media, teachers, 

students, and assessments or evaluations. According to Muhammad (2021), teachers are a strategic component in managing the 

learning process in the classroom, with responsibilities that are not easy. Mistakes in leading the learning process can result in 

students' competencies remaining at a standard level (Wahana Sari, 2023). All components of learning depend on and interact 

with each other to achieve the success of the learning process (Riyana, p. 4). In this case, the author uses diorama-based media to 

enhance understanding, interest, and facilitate students' learning. 

 
        Learning media is a bridge between educators and students to stimulate student engagement in a complete and meaningful 

learning process. This media not only conveys the material but also contains moral messages to shape students' character. 

Mustaqim (2017) states that enjoyable learning is influenced by the development of media that can enhance students' interest in 

learning. One of the effective media is a diorama. According to Hariati (2019), diorama media is very effective for use in social 

studies learning in fifth-grade elementary school, because it helps students understand the material visually and concretely 

(Amalia, 2018). 

 

         Based on the results of observations and interviews with the class teacher at SDN Sukun 2 Malang, the art education on 

texture material in grade 4 has not yet utilized concrete media. The teacher stated that the learning still relies on worksheets, the 

blackboard, and educational videos. The issues that arise in the classroom include a lack of student focus, low understanding of 

the material, and a greater interest in practical activities. As a result, students become less enthusiastic, passive, and often talk to 

themselves. The learning outcomes are also not optimal because many students have difficulty understanding the texture material. 

This school also faces limitations in the use of concrete media, which should be addressed by developing learning media to aid 

student understanding. 

 

         Previous research by Nate (2022) titled "Development of Diorama Media in Science Learning for 5th Grade at MIN 11 

Aceh Tengah" shows that the diorama media is considered very feasible by media and material experts. A similar study was 

conducted by Rika Widianita (2023) titled "Development of Diorama Learning Media for Social Studies to Improve Economic 

Role Analysis in the Social Life of 5th Grade Students at SDN Mrican 1," which showed very practical results based on 

questionnaires from teachers (86%) and students (95%). The research to be conducted differs in the learning content and grade 

level, specifically in visual arts with a focus on texture for 4th grade, but still uses the same learning media, which is a diorama. 

II. METHOD  

         This research uses the Research and Development (R&D) method with the ADDIE development model, which includes five 

stages: Analyze, Design, Development, Implementation, and Evaluation. In the analysis stage, the researcher conducted an 

analysis of the curriculum, issues, and needs. The analysis results show that in the visual arts learning on texture material in the 

4th grade at SDN Sukun 2, the teacher has not yet used concrete media, causing students to be less focused and their learning 

outcomes to be suboptimal. Therefore, a learning media in the form of a texture diorama (diotek) is needed, designed according to 

the characteristics of the students, using strong, safe, and bright-colored materials, such as cement, stones, red brick powder, sand, 

clay, sawdust, wood, and synthetic grass. 

 

         At the development stage, the media is organized according to the design and validated by media, material, and language 

experts. After being deemed feasible, the product was implemented in the 4th grade at SDN Sukun 2 through limited trials (10 

students), extensive trials (26 students), and involving teachers to assess the practicality of the media. The success of the 

implementation is measured through pretest and posttest. The final revision was made based on feedback from the response 

questionnaire. 
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Picture 1. The stages of the ADDIE Model from  (Rika Widianita, 2023) 

 

          This texture diorama development research uses qualitative and quantitative data. Data collection was conducted through 

questionnaires filled out by respondents to assess the feasibility and practicality of the media. Qualitative data were obtained from 

the implementation results of the texture diorama through validation sheets, questionnaires, as well as pretests and posttests to 

assess the feasibility, practicality, and effectiveness of the product. Meanwhile, quantitative data were obtained from the scores 

given by validators, students, and teachers. The assessment of feasibility, practicality, and effectiveness is analyzed using 

percentages and specific formulas. 

Table 1. Feasibility Percentage 

Percentage   Category 

81% - 100% Very Worthy 

61% - 80% Worthy 

41% - 60% Enough 

21% - 40% Not Worthy 

0% - 20% Very Unworthy 

                                                                                                        Source. (Meianti, 2018) 

 

Percentage of Eligibility =   x 100% 

 

Table 2. Practicality Percentage 

Range of Percentage Scores Obtained Category 

90% - 100% Very Practical 

80% - 89% Practical 

65% - 79% Quite Practical 

55% - 64% Less Practical 

0% - 55% Very Impractical 

                                                                                                  Source. (Handayani, 2020) 

 

Percentage of Practicality =  x 100% 

 

Table 3. Percentage of N-Gain Score Effectiveness 

Percentage (%) Category 

             >76% Effective 

56-75% Quite Effective 

40-55% Less Effective 

<40% Ineffective 

                                                                                                               Source.  (Febrinita, 2022) dimodifikasi 

 

Effectiveness Percentage N-Gain Score =  

 

 

Analysis 

Implement Evaluate Design 

Develop 
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             After calculating the N-Gain Score, the researcher conducted a statistical test to assess the difference in pretest and 

posttest scores using textured diorama media. Before the T-Test was conducted, prerequisite tests for normality and homogeneity 

were first carried out. The results show that the posttest data are not normally distributed, but are homogeneous. Because the data 

is not normally distributed, the researcher used the Wilcoxon Test as an alternative to analyze the mean differences, with the help 

of SPSS for Windows at a significance level of 0.05. 

 

         H0: There is no significant difference between pretest and posttest scores. 

         Ha: There is a significant difference between the pretest and posttest scores. 

 

III. RESEARCH RESULT 

       This research uses the R&D method with the ADDIE model, through five stages: Analysis, Design, Development, 

Implementation, and Evaluation. Analysis includes the curriculum, problems, and needs. The Merdeka Curriculum is used at SDN 

Sukun 2 for the 4th-grade visual arts class, focusing on texture experiments in creating two- or three-dimensional works. 

        Problem analysis shows that the learning media used are still limited to worksheets, blackboards, and videos, while students 

are less focused, have low material comprehension, and are more interested in hands-on practice. The media used by the teacher is 

considered less engaging, causing students to become passive and unenthusiastic. The learning outcomes are also not optimal, 

especially in understanding the concept of texture.  

         From the needs analysis, it was found that there is a need for concrete media to assist in the delivery of material, namely a 

texture diorama. At the design stage, the diorama was developed with various types of textures: hard (cement and stone), rough 

(red brick powder, sand, clay, sawdust), wavy (wooden pieces), and smooth (synthetic grass). 

        At the development stage, the researchers revised the product design based on the validation results to determine the 

feasibility of the textured diorama media. Validation was conducted by subject matter experts, language experts, and media 

experts, each providing input and assessment on the developed media. 

       The texture diorama developed by the researchers has been validated by material experts, language experts, and media 

experts to assess its feasibility. The validation results show that the diorama is deemed "Very Feasible" with the following details: 

the subject matter expert gave a percentage of 93.75%, the language expert 100%, and the media expert also 100%. Although the 

results are very good, there are some inputs that need to be considered, namely punctuation improvements and the addition of 

cards and a play guidebook as media supplements. 

                                                  
                  (a) Punctuation before revision         (b) Punctuation after  revision            (c) card design 

 

 
 (d) play guide 

   personal source 

 

        At the implementation stage, a practicality test was conducted with the fourth-grade teacher and 26 students at SDN Sukun 2 

Kota Malang as research subjects. Teachers and students were asked to observe the developed texture diorama, and then a trial 

was conducted through a questionnaire. The results of the limited trial with 10 students showed a practicality percentage of 

86.2%, while the extensive trial with 26 students reached 86.5%, both falling into the "Practical" category. The practicality test by 
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the teacher obtained a result of 93.75% with the category "Very Practical." This questionnaire aims to determine the responses of 

teachers and students regarding the appeal of the texture diorama. 

      The practicality test showed that teachers responded with 93.75% in the "Very Practical" category, while students responded 

with 86.5% in the "Practical" category. At the evaluation stage, the researcher conducted an effectiveness test on 26 fourth-grade 

students at SDN Sukun 2 to assess the extent to which the product is effectively used in learning. The assessment of effectiveness 

was conducted using the N-Gain Score formula and the T-Test as a parametric test. However, because the data is not normally 

distributed, the researchers used the Wilcoxon Test as a non-parametric alternative to determine the effectiveness level of the 

product in improving learning outcomes. 

      The researcher wants to determine whether there is a significant difference between the pretest and posttest scores. Initial 

analysis was conducted through normality and homogeneity tests. The results show that the posttest data are not normally 

distributed (significance < 0.05), although the data are homogeneous. Because it did not meet the requirements for the T-Test, the 

researcher used the non-parametric Wilcoxon Signed Rank Test. The results of the Wilcoxon test showed a significant difference 

between the pretest and posttest, indicating a positive effect of the treatment given. With a significance value <0.001  which is 

said o be less than 0.05. this indicates that “Ha” has been accepted. Therefore, it can be concluded that the use of media texture 

diorama learning provides a good effect to enhance understanding and students’ learning outcomes on the subject of texture in 

fine arts. 

IV. DISCUSSION 

         At the development stage, the texture diorama (diotek) was created using the ADDIE model, which includes analysis, 

design, development, implementation, and evaluation. Analysis was conducted on the curriculum, issues, and needs at SDN 

Sukun 2, which uses the Merdeka Curriculum. The main problem is the lack of focus and understanding among students, which 

necessitates the use of concrete media. The diorama design is tailored to the characteristics of the students, using strong, safe, and 

brightly colored natural materials. After undergoing revisions, the diorama was validated by experts in content, language, and 

media for refinement.According to Ulwiyah (2020), diorama media falls under visual media because it can be seen and is a three-

dimensional medium that manipulates real forms, as well as containing learning materials. 

        The textured diorama media has been validated by subject matter experts, language experts, and media experts to assess its 

feasibility. The validation results from subject matter experts show a percentage of 93.75% with the category "Very Feasible." 

This is because the presentation of texture material is systematic, aligns with the learning objectives (LO), and is able to introduce 

various types of textures in an engaging manner for elementary school students. The textures referred to include real textures that 

can be physically touched and illusory textures that can only be seen. Validation from language experts achieved a 100% result 

with the category "Very Suitable," indicating that the texture in the diorama is effective in supporting visual communication. 

Visual elements such as color, texture, and shape are arranged clearly and are easily understood by students. The techniques used 

to create textures include frottage, grattage, and collage techniques, which enhance visualization and unify elements in the 

artwork. Media experts also rated it 100% in the "Very Worthy" category because this media captures students' attention, is easy 

to use by both teachers and students, and has an attractive design. This diorama media is very helpful in learning because it 

supports the concept of learning while playing, especially with the open-type diorama. As stated by Sutarini (2024), diorama 

media has several types, namely closed diorama, open diorama, and foldable diorama. 

      The textured diorama media shows high practicality based on field test results. The limited field practicality test for students 

obtained a percentage of 86.2%, while the extensive field test received 86.5%, both of which fall into the "Practical" category. 

This proves that textured diorama media can enhance students' motivation and enthusiasm for learning in fine arts education. 

According to Dita's (2022) opinion, learning media functions as a tool for communication and interaction among students, as well 

as a means of delivering messages, providing knowledge about learning objectives, triggering motivation, presenting information, 

and encouraging discussion. 

The effectiveness of the texture diorama media was measured through the results of the pretest and posttest. The pretest was 

conducted before the application of the media, with an average student score of 45.38, whereas after the learning using the texture 

diorama media, the posttest score increased to an average of 82.69. To measure effectiveness, the N-Gain Score calculation was 

used, resulting in a value of 0.65 in the "medium" category and a percentage of 64.75% in the "Fairly Effective" category. The 

researcher also conducted a test to compare pretest and posttest scores using the parametric method of the T-Test. However, based 

on the prerequisite analysis, the data is not normally distributed despite being homogeneous, so the T-Test cannot be used. 

Therefore, the researcher chose to use the non-parametric Wilcoxon test as a suitable alternative for non-normal data. 

      The results of the Wilcoxon Signed Ranks Test show that no students experienced a decrease in scores between the pretest 

and posttest, with 0 students in Negative Ranks, 25 students in Positive Ranks, and 1 student in Ties (unchanged scores). The 

average score improvement was 13.00 with a total rank of 325.00. The Z value of -4.386 and the Asymp Sig. (2-tailed) value < 
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0.001 indicate a significant difference between the pretest and posttest scores because the significance value is below 0.05. In 

conclusion, texture diorama media is effectively used in learning because it can enhance students' understanding of texture 

material. This media provides concrete examples that can be directly felt through the sense of touch, captures students' attention, 

and enhances learning outcomes. This is in line with Munadi's opinion in Evitasari (2022), which states that diorama media is a 

small-scale three-dimensional representation used to depict or explain conditions or phenomena with visual movement. 

V. CONCLUSION & RECOMENDATION  

       Based on the research results, textured diorama media for art education in the 4th grade at SDN Sukun 2 Malang is declared 

feasible, practical, and effective. Expert validation shows a feasibility percentage of 97.91% (category "Very Feasible"). The 

practicality of the media according to teachers reached 93.75% ("Very Practical") and according to students 86.5% ("Practical"). 

The effectiveness of the media based on the N-Gain score of 0.65 ("Moderate") with a percentage increase of 64.75% ("Fairly 

Effective"). The Wilcoxon test showed a significant difference between the pretest and posttest scores (significance 0.001 < 0.05). 

Thus, this media can be used for experimental art texture learning in elementary schools. Future researchers are advised to 

develop this media on a larger scale and enrich the texture examples.  
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