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Abstract 

This research aimed to develop a blended learning model integrating Canva-based media to enhance students' motivation and 

learning outcomes in science, specifically on ecosystem topics for Grade VII at SMP Negeri 4 Ratahan. Employing the ADDIE 

development model (Analysis, Design, Development, Implementation, Evaluation), this study produced a digital learning resource 

aligned with the Indonesian "Merdeka Curriculum" and technological integration policies. The media was validated by experts in 

content and instructional design, showing high feasibility (above 90% in both expert assessments). Small- and large-group trials 

demonstrated that the Canva-based learning model significantly improved student motivation and comprehension, with 96% of 

students expressing positive responses and improved conceptual understanding. The model provided flexibility, interactivity, and 

accessibility through multimodal content, supporting student-centered learning. These findings suggest that integrating Canva into 

a blended learning framework offers a practical and effective solution for improving science education quality at the junior high 

school level. 
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1. Introduction 

The advancement of information and communication 

technology (ICT) has brought significant changes to the field 

of education. The integration of ICT into the learning process 

provides opportunities to create more engaging, interactive, 

and effective learning experiences. One prominent application 

of ICT in education is the implementation of blended learning, 

which combines face-to-face instruction with online learning. 

In line with rapid technological developments, educators are 

increasingly encouraged to innovate and provide high-quality 

learning that aligns with students’ current needs. The 

government expects teachers to integrate ICT effectively into 

instructional content to facilitate student access to diverse 

knowledge sources available online (Moss, 2006; Arundaa, 

2025; Mokalu, 2024) [32, 3, 19]. 

Currently, science learning in schools remains teacher-

centered, with limited variation in instructional models and a 

predominant reliance on printed textbooks. This condition 

often leads to student disengagement and negatively affects 

learning outcomes (Rosinta & Meike, 2021; Arundaa, 2023; 

Bawotong, 2024) [4, 6]. In response to the Ministry of 

Education’s 2025 directive on deep learning and technology-

based instruction, there is a need to promote more meaningful 

learning experiences, particularly in junior high school science 

education. Observations at SMP Negeri 4 Ratahan confirm 

these challenges, suggesting the need to improve learning 

outcomes through the adoption of a blended learning model. 

Blended learning offers substantial potential to enhance 

students’ motivation and academic achievement by enabling 

autonomous and flexible learning, as well as fostering greater 

interaction with content and peers. It also allows for 

personalized instruction tailored to students’ individual 

interests and learning needs. However, interviews with science 

teachers and classroom observations at SMP Negeri 4 Ratahan 

reveal that blended learning has not been optimally 

implemented. Instruction remains largely conventional, with 

ICT use limited to slide presentations or video playback, 

missing the full potential of blended learning to enhance 

science instruction quality. 

Instructional media play a pivotal role in facilitating effective 

teaching and learning processes. The integration of technology 

into educational settings has revolutionized the way educators 

design and deliver content to students. According to Robin 

Moss (2006) [32], the use of technology-based learning media 

has the potential to significantly enhance student engagement 

and understanding by providing interactive and visually 

stimulating learning experiences. In the context of science 

education, effective instructional media can bridge the gap 

between abstract scientific concepts and real-world 

applications, enabling students to develop critical thinking 

skills and deeper conceptual understanding. Recent 

developments, such as the utilization of Canva-based blended 

learning models (e.g., Mokalu et al., 2023; Pertiwi, 2023; 

Mokalu, Repi & Ngangi, 2021) [20, 31, 21], exemplify how digital 

tools can be harnessed to create engaging, interactive, and 

student-centered learning environments. Therefore, the 

development of innovative instructional media that align with 

curricular goals and student needs remains an essential 

endeavor in modern education. (Tangdilian, 2023; Mokalu, 
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2021; Paat, 2023; Rochaety, 2006; Sanudin, 2023; Anitah, 

2008) [39, 21, 24, 33, 34, 5]. 

Moreover, the use of innovative instructional media remains 

minimal. Existing learning materials tend to be monotonous 

and fail to engage students effectively. In contrast, engaging 

and relevant media can help learners better visualize abstract 

scientific concepts, such as those found in the ecosystem unit, 

thereby improving conceptual understanding. Canva, a user-

friendly digital design platform, offers a variety of tools and 

templates to support the creation of interactive and visually 

appealing instructional materials, such as infographics, 

presentations, videos, and animations. 

Given that ecosystem content in science requires engaging 

instructional strategies to facilitate comprehension, this study 

aims to develop a Canva-based blended learning model for 

students at SMP Negeri 4 Ratahan. The proposed model is 

expected to improve students’ motivation and learning 

outcomes by fostering deeper understanding of science 

concepts, particularly those related to ecosystems. 

 

2. Materials and methods 

a) Blended learning model 

Blended learning is designed to integrate face-to-face 

instruction with e-learning or online learning models. The 

concept of blended learning varies across the literature. 

According to Siboro (2024) [35], blended learning provides an 

opportunity to integrate innovations and technological 

advancements offered by online learning with the interaction 

and participation inherent in traditional learning. Bonk and 

Graham (2007) define blended learning as a convergence of 

traditional face-to-face instruction and computer-mediated 

learning environments. Similarly, Oliver and Trigwell (in 

Motteram & Sharma, 2009) [22] describe it as a seamless 

combination of traditional classroom instruction with online 

approaches. In essence, blended learning merges in-person 

teaching with technology-facilitated learning activities using 

computers, the internet, and various digital media. This 

integration offers significant advantages in enhancing students’ 

comprehension of learning materials. 

There are no strict guidelines regarding the proportion of face-

to-face versus online instruction in blended learning 

implementation. Anitah (2008) [5] proposes several 

instructional alternatives for teachers: (1) a predominantly 

face-to-face model with online components limited to 

assignments, (2) a hybrid approach that uses offline methods to 

deliver content and online tools to teach skills and present 

student work, and (3) a model beginning with in-person 

instruction for project assignment followed by online activities 

for execution and presentation. Echoing Anitah, Rochaety 

(2006) [33] argues for flexibility in blending online and face-to-

face instruction, depending on subject characteristics and 

learning objectives. 

In pandemic or restricted-contact learning contexts, 

synchronous (real-time virtual sessions via Zoom or Google 

Meet) and asynchronous methods (on-demand access to 

learning materials) are recommended. Blended learning offers 

flexibility, enabling students to learn anytime and anywhere 

through pre-prepared digital content. It also promotes active 

learning through interaction and the positive use of students’ 

digital literacy. Furthermore, blended learning strengthens 

information and communication technology (ICT) 

competencies, a key feature of 21st-century education. 

Students maintain teacher contact while accessing diverse 

online learning resources. Numerous studies, including Syarif 

(2012) [43], have confirmed that blended learning significantly 

enhances student motivation and academic performance 

compared to traditional face-to-face instruction. 

 

b) Canva media in learning 

Canva is an online design tool offering diverse editing options 

and the ability to create visual content such as banners, 

presentations, Facebook covers, invitations, infographics, 

posters, flyers, and more. It is a practical tool for educators to 

develop engaging instructional materials, thanks to its pre-

designed templates and user-friendly interface. According to 

Febriana (2023) [8], Canva facilitates the teaching and learning 

process by supporting technological integration, creativity, and 

instructional innovation, thereby stimulating students’ learning 

interest through visually appealing content. Tanjung and Faiza 

(2019) [40] similarly highlight Canva's usefulness in simplifying 

media design for teachers. 

As a web-based platform, Canva is well-suited for educational 

use due to its accessibility and ease of use. Rahma and Delsina 

(2019) describe Canva as an online design platform offering 

ready-to-use templates for various purposes, including 

presentations, resumes, posters, brochures, and infographics. 

Canva also provides education-specific presentation templates. 

 

Advantages of Canva 

▪ It enables teachers to easily design instructional media. 

▪ It offers a wide array of customizable templates. 

▪ It is accessible anytime and anywhere via computers or 

mobile devices. 

 

Limitations of Canva 

▪ A stable internet connection is required. 

▪ Some elements, templates, fonts, and multimedia features 

are behind a paywall. 

▪ Shared use of templates may lead to content similarity. 

Nevertheless, with appropriate digital infrastructure and 

teacher training—especially using institutional accounts—

Canva can be a cost-effective and versatile educational 

resource. (Citradevi, 2023; Febriana, et al., 2023) [7, 8]. 

 

c) Learning motivation 

Motivation is a psychological condition that drives an 

individual to engage in specific actions. When applied to the 

context of education, learning motivation refers to the 

psychological impulse that encourages a person to engage in 

learning activities. It can be categorized into intrinsic and 

extrinsic motivation. Intrinsic motivation stems from within 

the learner, such as the desire to achieve personal goals or 

aspirations through learning. In contrast, extrinsic motivation 

is driven by external factors, such as the desire to achieve high 

https://www.dzarc.com/education


Journal of Advanced Education and Sciences, 2025; 5(2):41-46  ISSN NO: 2583-2360 

www.dzarc.com/education Page | 43 

grades or class rankings. (Pasaribu, 2024; Paat, et al., 2024; 

Akbar, et al., 2024) [30, 29, 1]. 

Extrinsic motivation is also influenced by teacher-related 

factors. Teachers play a pivotal role in shaping student 

motivation through effective planning and the selection of 

appropriate methods, strategies, and instructional media. Well-

designed learning experiences can enhance student 

engagement and drive, while poor instructional choices may 

lead to decreased motivation (Nanlohy, et al., 2023; Mokalu, 

et al., 2023; Paat & Mokalu, 2023; Paat, et al., 2023) [23, 18, 24, 

25]. 

 

d) Critical thinking skills 

Critical thinking refers to the active process of analyzing 

arguments, drawing conclusions, evaluating evidence, and 

making decisions to solve problems through reflective inquiry 

(Maulidah, 2023) [16]. It is an essential skill for addressing both 

societal and personal challenges (Sumampouw, 2012). 

Critical thinking is influenced by both internal and external 

factors. Internal factors include student characteristics such as 

reading ability, motivation, writing skills, habits, physical 

condition, emotional state, prior knowledge, and gender 

(Hayati & Setiawan, 2022; Wesnedi & Rosadi, 2022; 

Hayudiyani et al., 2017; Kahar, 2020) [9, 44, 11]. External factors 

include instructional design, teacher-student interaction, and 

the broader social environment in which learning occurs 

(Mokalu, 2024) [19]. 

 

e) Conceptual understanding 

Conceptual understanding is a core competency and 

fundamental goal in science education (Sumampouw, 2012). 

Rather than focusing solely on memorization, conceptual 

understanding emphasizes the ability to apply scientific 

concepts in real-life contexts (Herayanti et al., 2022; 

Kawuwung, 2023) [10, 12]. A strong conceptual foundation 

supports better knowledge retention, fosters active learning, 

and empowers students to critically select appropriate 

information sources (Siregar, 2019; Tengor, 2023; Solung, 

2021; Tampinongkol, 2022) [36, 41, 37, 38]. 

In science learning, conceptual understanding entails students’ 

ability to comprehend and articulate scientific concepts in their 

own words. This skill is crucial for advancing students’ 

cognitive development across all subject matter (Kindangen, 

2023; Mokalu, et al., 2024) [14, 17]. 

 

Research methodology 

This study employed a research and development (R&D) 

approach using the ADDIE model, which comprises five 

systematic stages: Analysis, Design, Development, 

Implementation, and Evaluation. The R&D method is 

commonly used to produce specific educational products and 

assess their effectiveness. As a bridge between basic and 

applied research, R&D aims to create practical solutions 

grounded in empirical inquiry. 

 

The general stages of the R&D process include: 

▪ Needs analysis: Identifying existing problems or needs 

and analyzing user characteristics and the learning 

environment. 

▪ Product design: Designing the intended product, 

including its objectives, features, and specifications. 

▪ Product development: Creating the product based on the 

finalized design. 

▪ Product testing: Conducting trials to determine whether 

the product functions as expected. 

▪ Product evaluation: Assessing the product's effectiveness 

and efficiency in achieving its intended goals. 

▪ Product revision: Improving the product based on 

evaluation results and feedback. 

▪ Product dissemination: Distributing the final product to 

target users or relevant stakeholders. 

 

Research subjects 

The subjects of this study were Grade VII students at SMP 

Negeri 4 Ratahan. A small-scale trial was conducted at SMP 

Negeri 7 Ratahan, located within the same sub-district 

(Ratahan Timur), chosen due to its similar topography and 

school conditions. 

 

Research instruments 

The instruments used to collect data in this study included: 

▪ Questionnaires (administered to media and content 

experts). 

▪ Interviews. 

▪ Classroom observations. 

 

Data collection techniques 

Data were collected using various techniques: 

▪ Questionnaires were used to gather information on 

students’ learning motivation. 

▪ Tests were used to measure students’ critical thinking 

skills and conceptual understanding. 

▪ Interviews were conducted with teachers and students to 

explore their experiences using the Canva-based blended 

learning model. 

▪ Observations were employed to examine classroom 

learning processes and teacher–student interactions during 

implementation. 

 

Data analysis techniques 

Quantitative data were analyzed using descriptive and 

inferential statistical techniques. Qualitative data were 

analyzed using descriptive methods to gain in-depth insights 

into participants’ experiences and perspectives. 

 

3. Results & Discussion 

A. Research findings 

This study aimed to develop Canva-based instructional media 

on the topic of ecosystems. The research and development 

procedure followed the ADDIE model—Analysis, Design, 

Development, Implementation, and Evaluation—adapted from 

Dick and Carey’s instructional system design framework. 

 

a) Analysis 

The initial phase involved a needs analysis conducted through 

observations at SMP Negeri 4 Ratahan. The observations 

revealed minimal use of instructional media in Grade VII 

classrooms, where learning was predominantly supported by 
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PowerPoint and printed worksheets. These tools lacked the 

ability to stimulate student curiosity. Additionally, the school 

implements the Merdeka Curriculum, which emphasizes 

technology integration. This prompted the researcher to 

develop a more engaging and interactive learning medium 

using Canva.

b) Design 

Based on the analysis, the researcher designed a prototype of 

interactive Canva-based media for the ecosystem topic. Initial 

product sketches and content layout were drafted to guide the 

development process.

 

 

 
 

Fig 1: Canva Learning Media 

 

c) Development 

Media creation: The Canva-based media prototype was 

developed using content drawn from several junior high school 

science textbooks. 

 

Product validation: The product underwent expert validation 

by content and media specialists. 

➢ Content expert validation: Conducted twice, it assessed 

content relevance and alignment with the curriculum. The 

media received a 97% validity score, categorized as "very 

strong". 

➢ Media expert validation: Also conducted twice, this 

focused on layout, typography, and visual appeal. The 

media earned a 93% score, indicating it was highly 

appropriate for use. 

A small-group trial at SMP Negeri 7 Ratahan (with 7 students) 

showed a 96% positive response, confirming the media’s 

effectiveness. Suggestions from experts regarding image 

clarity and contextual appropriateness were incorporated 

during revisions. 

 

d) Implementation 

Following revisions, the media was implemented in a large-

group setting involving 18 students at SMP Negeri 4 Ratahan. 

Students accessed the media through links, videos, and PDFs 

shared via the class WhatsApp group. Learning activities 

https://www.dzarc.com/education


Journal of Advanced Education and Sciences, 2025; 5(2):41-46  ISSN NO: 2583-2360 

www.dzarc.com/education Page | 45 

followed a blended learning model. A student response survey 

revealed 96% agreement that the Canva media enhanced 

learning effectiveness. Additionally, the teacher 

implementation checklist showed an 85.7% adherence rate to 

instructional components, indicating the practicality of the 

media. 

 

e) Evaluation 

Final evaluation included feedback from teachers and 

students. These suggestions guided the final revisions of 

the product. 

 

B. Discussion 

Designing canva-based instructional media 

The primary goal of using Canva was to support student 

autonomy and engagement through interactive media. The 

development process began with selecting appropriate 

content—ecosystems—enhanced with illustrations and 

exercises. Expert reviews and small-group trials provided 

iterative feedback for improving the media. Students responded 

positively, particularly due to Canva’s integration with their 

school accounts, allowing access to high-quality visual content. 

This resulted in increased motivation and comprehension. 

The media's visual appeal, user-friendliness, and flexibility 

(e.g., conversion into various formats such as links, PDFs, 

videos, and slides) make it suitable for both classroom and 

independent learning. Furthermore, Canva's accessibility via 

multiple devices enhances its practicality. 

 

Limited trial results 

The limited trial showed a 96% positive student response. 

Teachers noted that Canva-based media helped students better 

visualize and understand the learning material, making science 

learning more enjoyable and less monotonous. Overall, the 

results confirmed the media's feasibility, practicality, and 

effectiveness in supporting blended learning for science 

education. 

 

4. Conclusions 

Based on the findings from the research and development of 

interactive Canva-based instructional media for the topic of 

Ecology and Biodiversity in Indonesia, the following 

conclusions can be drawn: 

▪ The Canva-based media, integrated within a blended 

learning model for junior high school science (IPA) on the 

topic of Ecology and Biodiversity in Indonesia, is well-

developed and suitable for use in classroom instruction to 

support teachers in facilitating effective learning. 

▪ The Canva media product received positive responses 

from students, particularly when applied to the topic of 

Motion and Force. 

▪ The Canva-based media, implemented within a blended 

learning framework for the topic of Ecology and 

Biodiversity in Indonesia, was positively received by 

students at SMP Negeri 4 Ratahan, indicating its 

effectiveness and acceptance in the school context. 
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