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Learning media plays an important role in attracting students attention to 
understand the material. The results of observations of D3 Tata Boga 
2017 students showed that only 18 out of 39 students reached the 
minimum completion criteria (78%) on napkin folding material, with 
learning resources limited to modules and jobsheets. One of the learning 
media through computers is using adobe flash player. The use of adobe 
flash player has not been utilized by the Culinary Study Program for 
student learning resources on napkin folding material. Based on this fact, 
learning to make napkin folds requires a stimulus from the lecturer, 
namely through the development of learning media. This study aims to 
develop and test the feasibility of interactive multimedia as digital 
literacy on napkin folding material. This study used R&D with a 4D 
development model (Define, Design, Develop, and Disseminate). The 
data analysis technique used the Content Validity Ratio (CVR) method. 
The interactive multimedia-based program uses Adobe Animate 2019 
and Adobe Premiere Pro CC 2019. The interactive multimedia developed 
consists of several features including an introductory menu, theory, video 
tutorials, and knowledge test questions as the final score. The results 
show user validation of 0.41 and are included in the appropriate CVR 
criteria. Based on the results of the validation of the material expert, the 
feasibility was obtained at 94.6% and 85.7% for the high feasibility 
aspect criteria. The results of the media expert validation obtained a 
feasibility value of 86.4% and 81.8% for the high feasibility aspect 
criteria. The field group trial consisting of 30 culinary program students 
obtained results of 84.38% and were included in the feasibility criteria. It 
is concluded that interactive multimedia as digital literacy is declared 
“suitable” as a learning resource in the Food and Beverage Service 
course. 
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INTRODUCTION 
 

The rapid development of technology has positive and negative impacts in various 
fields, especially in education (Abu Talib et al., 2021; Bulman & Fairlie, 2016). Interesting 
types of media help educators in delivering learning materials to students (Sudarsana et al., 
n.d.). With class conditions with a large number of students, sometimes it is difficult to 
focus on the material being delivered, especially in practical courses in the material 
demonstration process (Rahim et al., 2022). The learning patterns given to students also 
vary greatly depending on the lecturer providing the material. 

Based on observations of students in the Culinary Arts Education Study Program, it 
was found that most students did not master and were passive in the napkin folding 
material. Napkin folding is the material for forming and folding napkins of a certain size 
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into beautiful and attractive shapes where the napkins are usually placed on the table as 
decoration, and function to wipe the mouth when eating (Azizah et al., 2024). In terms of 
material value, 78% of students who received a score according to the minimum completion 
criteria of 18 out of 39 students. Trianto (2024) said that a class is said to have completed 
learning if at least 85% of students obtain that score. 

Student learning resources or references are still limited to the modules and job 
sheets that have been used so far. The digital reference that students use is YouTube, where 
the existing material does not match the material needs that are in accordance with CPL 
and the characteristics of students in restaurant arrangement and service lectures. Learning 
is carried out using the help of PowerPoint media on the basic theory of napkin folding. 
However, students do not master the material and cannot follow the folding examples from 
the theory presented. The use of digital media can create new, innovative methods in 
learning so as to produce an effective learning process. Digital media is one of the uses of 
technology in the learning process that can help students access material according to their 
individual learning style and speed (Balakrishnan & Gan, 2016; Beacham & Alty, 2006; 
Haleem et al., 2022; Thompson, 2013). Learning resources that use digital media have been 
shown to increase student motivation and interest in learning subjects and materials 
(Alphonce & Mwantimwa, 2019; Lin et al., 2017; Umarova, 2020). 

To minimize the gap in learning the napkin folding material, multimedia 
development was carried out by utilizing Adobe Flash Player. Multimedia used in the 
learning process combines several components such as text, audio, video, graphics, and 
animation (Abdulrahaman et al., 2020; Irawan, 2021; Syafruddin et al., 2021; Windiartha 
et al., 2017). Adobe Flash is a product/ software from Adobe that is used for the process of 
creating and processing animations, images, or videos (Matta & Gupta, 2021; Reimers & 
Stewart, 2007). Adobe Flash Professional CS5 is a software used to create interactive 
digital animations that are widely used to create interesting applications and software 
because they can use various components such as images, sound, video, and animation that 
can also be combined with other software (Chun, 2012). This software can be collaborated 
with the web to enrich features that can increase creativity in creating media content 
optimally and attractively (Febriati et al., 2022; Georgenes, 2012; Gerantabee & Team, 
2011). The appearance, function and choice of various palettes, as well as a very complete 
set of tools are very helpful in creating interesting animated works. Therefore, this software 
is commonly and popularly used to create good animation and multimedia works. 

Adobe Flash Player is used to make interactive learning effective, efficient, and 
quickly accessible to students (Ampera, 2017; Menggo et al., 2021) because education is 
required to develop science and technology rapidly. One software or applications that can 
increase learning motivation by using Adobe Flash C (Hidayah et al., 2017). Heldman 
(2012) stated that Adobe Flash CS6 is good software. used to support interactive learning. 
Because, interactive learning media With the Adobe Flash CS6 application you can 
combine graphics, animation, sound, and more. have the ability to interact with users. 

Based on this theory, it is hoped that using Adobe Flash Player can create media that 
improves student understanding. The results of Yenni et al. (2018) research on the use of 
audio-visual media with interactive CD types say that students will find it easier to accept 
audio visual media because this media does not only involve one type of sensory organ but 
can also improve student learning outcomes. The use of audio-visual media has several 
advantages, including students being able to remember the material presented through 
images and sound, stimulating critical thinking skills, and increasing the efficiency of 
learning and student understanding (Marlena et al., 2019). Based on these advantages, it is 
hoped that the use of learning multimedia can provide better results compared to audio-
visual media. 
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Several research results related to the use of Adobe Flash Player as a learning 
medium have positive results (Fandini et al., 2021; Muslim et al., 2018; Windiartha et al., 
2017). The use of Adobe Flash Player at the learning orientation stage contributes to the 
activeness of the learning process and the delivery of learning materials and messages 
(Asmarany et al., 2023; Ben Ma, 2018). Learning media in the form of short story texts 
created with Adobe Flash CS6 has proven to be an excellent medium and is able to improve 
students' understanding of learning about literature (Siburian et al., 2020). The application 
of Adobe Flash Player-based media contributes to better performance in learning soccer 
skills (Riyadi et al., 2020). 

Based on these studies, researchers focus on developing interactive multimedia-
based learning media on napkin folding material using Adobe Flash Player to create 
interactive multimedia that can improve the understanding of vocational education and 
culinary arts students. 

Interactive media using the Adobe Flash application contains material that is 
equipped in the form of text, images, and videos so that it is easier to provide an overview 
to students about the material of napkin folds, and with the navigation button will make 
students have full control of the media and can repeat material that has not been understood. 
This media also has several advantages compared to other media, namely the element of 
interactive relationships. Computers realize the relationship between stimulus and 
response, foster inspiration, and increase interest. Through this media, students can foster 
interest and enthusiasm for learning because this Adobe Flash-based interactive learning 
media creates interaction for students (Istiqomah, 2011). 
 
 
METHODS 
 

The method used is Research and Development (R&D), which is a type of research 
that aims to produce and develop products (Arnold & Bell, 2001; Richey & Klein, 2014). 
This research uses R&D with the 4D development model (Define, Design, Develop, and 
Disseminate). Multimedia-based learning media was applied using experimental research. 
This study used a pre-test and post-test randomized control group design. 

The subjects in this study were 39 students of the 2018 Culinary Study Program who 
took the Basic Table Service course. Data collection methods, namely: (1) Observation, 
data obtained based on observations during the implementation of learning napkin folding 
material; (2) Interview, conducted to the lecturer to find out the basic competencies that 
must be achieved; (3) Questionnaire, in the form of a closed questionnaire. Data collection 
tools used in the research, namely field study instruments, instruments for media and 
material experts, and student assessment instruments. 
1. Field Study Instrument Lattice 

Table 1. Observation and Interview Grids 

No. Aspects Indicator Methods 
1. Subject matter Basic competencies to be achieved, learning 

objectives, student learning references 
Interview 

2. Learning process Methods applied and media used Observation 
3. Student characteristics Student attitude, classroom atmosphere Observation 

4. Means infrastructure Availability media, devices learning, 
learning resources 

Interview, 
Observation 

The results of interviews and observations show that learning resources are limited 
to modules and books. Students tend to be passive because learning methods are in the form 
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of lectures, discussions, and demonstrations with media in the form of modules and Power 
Point, and classes are equipped with LCD to support learning. 
 
2. Instrument Lattice for Media Experts 

Table 2. Instrument Lattice for Media Experts 
No. Aspects Indicator Question 

No. 
1. Media display Interactive display design 1 

Text and image sizes are compatible with 
laptops/computers 

2 

Colors and motifs and colors do not disturb 
learners' concentration 

3 

Accuracy selection color so comfortable to look at 4 

Accuracy of the choice of writing type (text) 5 
Readability of writing (text) 6 
Accuracy of text size selection (font) 7 
Appropriateness of music illustration (backsound) 8,9 
Navigation effectiveness 10, 11, 12 
Button (button) has attractive shape and works 
well 

13, 14 

2. Programming Ease of use of the program 15 
Ease of selecting the program menu 16 
Clarity of instructions for use 17 
Freedom to choose video material to study 18 
Ease of interaction with the program 19 
Ease of exiting the program 20 
Button function speed (navigation performance) 21 
Accuracy reaction button (navigator button) 22 

Total items 22 
Validation of the media expert instrument from the assessment of 2 validators, then 

the next step is to calculate the Content Validity Index (CVI). 
 

3. Instrument Lattice for Material Experts 
Table 3. Instrument Lattice for Material Experts 

No. Aspects Indicator Question 
No. 

1. Learning Accuracy of material content with competency 
standards 

1 

The accuracy of the content of the material with 
learning indicators 

2 

The accuracy of the content of the material with the 
learning material 

3 

Accuracy of title with learning material 4 
According to student needs 5 
Helps students learn independently 6 
Helps increase learning interest 7 

2. Content Help learn about napkin folds 8 
Help explain types of napkin folds 9 
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Clarity example folds napkin given 10 
Help learners differentiate napkin folds with enough 
examples 

11 

Use of language used in learning media 12 
Use of language appropriate to the level of the learners 13 

Appropriateness of images and videos 14 
Total items 14 
Validation of the material expert instrument from the assessment of 2 validators on 

the video assessment instrument and the instrument as a whole. Then the next step is to 
calculate the Content Validity Index (CVI). 

 
4. Grids of Student Assessment Instruments 

Table 4. Grids of assessment instruments by students 
No. Aspects Indicator Question 

No. 
1. Programming Ease of use 1 

Menu selection 2 
Freedom to choose materials 3 
Ease of interaction with the 
program 

4 

Ease of exiting the program 5 
Navigation effectiveness 6 
Button function speed and button 
reaction 

7, 8 

2. Media Display Layout of text and images 9, 10 
Background 11 
Appropriateness of font selection and 
font size 

12, 13 

Readability of text 14 
Clarity of music and sound 15 
The video is in accordance with the 
material 

16 

Buttons have an attractive shape and 
function well 

17, 18 

3
. 

Contents Integrity of material, depth material, clarity 
of material content 

19, 20, 
21 

Clarity of adequacy of examples 
provided 

22, 23, 
24 

Language clarity and appropriateness 
language 

25, 26 

Clarity of images and illustrations 27 
4

. 
Learning Title, target users 28, 29, 

30 
Variety of material 31, 32, 

33, 34, 
35 

Total items 35 
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The media that has been validated; the next step is to test it on students. The one-to-
one test consisted of 3 students, the small group test consisted of 6 students, and the field 
group test consisted of 30 students. 

The data analysis technique uses the Content Validity Ratio (CVR) method by 
Lawshe (Romero Jeldres et al., 2023). The Content Validity Ratio (CVR) method is called 
Subject Matter Experts (SME), which states whether the test items are important in the 
measurement objectives (Matore et al., 2018; Shrotryia & Dhanda, 2019). The results of 
the CVR calculation are in the form of a ratio of 0.00-1.00. In the calculations of media 
experts and material experts, the instrument is calculated using the following formula 
(Schneider et al., 2010). 

x =
Number	of	all	experts′assessment

All	experts′assessment
× 100% 

x = Percentage	Score 
 
The answer results were obtained by calculating the percentage of scores to develop 

the conclusions described in Table 5. 
Table 5. Guidelines for Assessment Criteria for Material Experts and Media Experts 

No Scale Criteria 

1. 0% - 25% There is no eligibility aspect 

2. 25% - 50% There are aspects of feasibility that are quite low 

3. 50% - 75% There is a fairly high feasibility aspect 
4. 75% - 100% There is a high feasibility aspect 
 
The answer results were obtained by calculating the percentage of scores to develop 

the conclusions described in Table 6. 
Table 6. User Assessment Criteria Guidelines 

No Scale Criteria 

1. 76% - 100% High Product Effectiveness 

2. 51% - 75% Product Effectiveness Medium 

3. 25% - 50% Low Product Effectiveness 
Effectiveness of using interactive media based on Adobe Flash Player in the 

development of napkin folding material can be known by increasing children's procedural 
cognitive about making various healthy food recipes using experimental design (before-
after). The answer results are obtained by calculating the percentage of scores to develop 
conclusions explained in Table 7 (Arikunto, 2010). 

Table 7. User Assessment Criteria Guidelines 
Score Criteria 

X > 75% Possible to do 
X ≤ 75% Not feasible 

 
Hypothesis is a temporary answer to a research problem whose truth is still being 

tested empirically. Measurement of student learning achievement is done through post-test 
results. Hypothesis testing in this study uses the T test. 
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RESULTS & DISCUSSION 
 
Interactive Media Development Results Based on Adobe Flash Player 

This research has developed flash-based interactive media on napkin folding 
material. This media was developed using Adobe Flash using the 4D model (Define, 
Design, Develop, Disseminate). This media development aims to increase students' 
knowledge and skills about napkin folding material. 

The software specifications used in the design, creation, and implementation of 
Flash-based interactive media about napkin folding materials are 1) Operating System: 
Windows 10 Pro; 2) Flash: Adobe Animate 2019; and 3) Video: Adobe Premiere Pro. 
1. Needs Analysis (Define) 

Needs analysis consists of two methods, namely problem analysis and learning 
component analysis. Both analyses are carried out using data collection methods in the 
form of interviews and observations. Learning materials for folding napkins require 
appropriate media to improve students' understanding of the material. The media developed 
should be media that is interesting and motivates students to learn. One of them is Adobe 
Flash-based media which is suitable as an interesting learning media and can be self-
learning. The guidelines for compiling Adobe Flash-based media are in the form of basic 
course syllabuses, while the material presented is based on reference sources in books and 
the internet. 
2. Design 

The stage after analyzing potential and problems is planning the learning media to 
be developed. Learning multimedia needs to be designed and developed according to the 
final learning objectives so that the media is able to provide an experience that is 
comparable to the time and effort expended by teachers and learners (Abdulrahaman et al., 
2020). This stage includes: 
a. Making flowcharts and storyboards for learning media 

Flowchart and Storyboard are arranged based on materials adjusted to the syllabus. The 
basic competency is to differentiate between folding napkins and making napkin folds, 
but in this development research the basic competency is making napkin folds. 

b. Preparation of media suitability assessment instruments 
The Adobe Flash-based media development instrument was created to determine the 
level of feasibility of the media that had been created. The instrument was in the form 
of a questionnaire consisting of three types of questionnaires, namely media experts, 
material experts and students as target media users. 

3. Development 
This stage is the production stage of developing learning media products. In making 

this napkin folding media, it is made based on a previously created design. The design is 
in the form of a flowchart and storyboard. This media is made using Adobe Animate 2019 
and Adobe Premiere Pro CC 2019. This software is able to integrate several media 
including text, images, animation, video and music. 

The first page of flash-based learning media containing the title Interactive Learning 
Media Folded Napkin Material, "UNJ Logo", "Faculty of Engineering", "Culinary Arts 
Study Program", "Jakarta State University". Content of the media that has been created 
using Indonesia language can be seen in the image below: 
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Figure 1. First Page Napkin Folding Media 

 
The next button on the media display when clicked will display an opening video 

containing "Opening Remarks", "Exposure of expected competencies after viewing this 
learning media". This page contains a next button to enter the next learning media. The 
destination page can be seen in Figure 2 below: 

 
Figure 2. Napkin Fold Media Advanced Page View 

 
The next button on the media display, when clicked, will display the main page 

containing menus that students can select. 

 
Figure 3. Main Menu Page View of Napkin Folding Media 

 
If the next button is clicked, the first video material will appear containing text in the 

form of the types of folds "Pyramid", "Arrow", "Bird Heaven", "Bishop's Hat", "Rose Bud". 
The characteristics of the page display size can be seen in Figure 4 below: 
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Figure 4. Example of a video tutorial page display 

 
On the main page there is a sixth menu, namely the practice question button. This 

button will display a page of practice questions related to the napkin folding material. 

 
Figure 5. Quiz Question Page View 

 

 
Figure 6. Final Quiz Score Page View 

 
On the main page there is an exit button that functions to end the Serbet Folding 

learning media program. This button will display a re-confirmation page whether to exit 
the program or not. 
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Figure 7. Display of the Napkin Folding Learning Media Page 

 
Then, a feasibility test and user trial were conducted. The following are the 

assessment results in the table. 
Table 8. User Assessment Criteria Guidelines 

No Evaluation Scale (Percentage) Criteria 
1 Subject Matter Expert Validation 94.6% 85.7% High eligibility 
2 Media Expert Validation 85.7% 86.4% High eligibility 
3 One-on-One Trial 87.14% High eligibility 
4 Small Group Trial 86.31% High eligibility 
5 Field Group Trial 84.38% High eligibility 

Based on the results, the interactive flash player- based media about napkin folding 
can be said to be worthy of being tested on Culinary Arts Education students, Faculty of 
Engineering, Jakarta State University. According to material experts, interactive flash-
based media about napkin folding can be said to be worthy of being tested on Culinary Arts 
Education students, Faculty of Engineering, Jakarta State University. To support the 
validation results of material experts, interactive learning-based learning media is said to 
be effective in improving student learning outcomes because 87.60% of students have 
achieved KKM. The increase in student learning outcomes using interactive learning media 
is in line with the impact of using interactive media which can help students improve their 
understanding, present data in an interesting and reliable way, make it easier to interpret 
data, and condense information (Dunlosky et al., 2013). Based on the results of the study, 
it can be concluded that interactive learning media based on Basic Network learning is 
effective for use as a learning medium in the Basic Network learning (Islapirna et al., 2023; 
Pernanda et al., 2018). Interactive learning based on inspirational multimedia in general 
administration subjects is declared valid and suitable for use as a learning medium in 
schools (Akbarini et al., 2018). 

A large-scale trial was conducted with 30 participants. The assessment was 
conducted to test the feasibility of learning media assisted by Adobe Flash Player. Students 
were asked to fill out a questionnaire to find out their opinions about the learning media for 
folding napkins. Based on observations, the percentage results were 84.38% for the 
feasibility criteria. The media was declared feasibility based on students' ability to use 
interactive media based on Adobe Flash Player about folding napkins as a learning medium 
in the basic Culinary Arts course. It can be concluded that the implementation of learning 
to fold napkins in large-scale trials was better than in small-scale trials. Media supported 
by Adobe Flash Player does not require improvement. This is in line with the research of 
Ingtyas & Akmal (2024), where interactive learning media related to the material of Spices 
and Herbs made using Macromedia Flash obtained a percentage of media acceptance 
results of 84.36% which is included in the category of a very high feasibility level. 
4. Distribution 

After the interactive multimedia product is declared feasible, the final stage is 
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Dissemination. At this stage, interactive multimedia socialization is carried out to users and 
field trials are carried out, both in small and large groups. Socialization is carried out to 
students and then a questionnaire is distributed to see the students' response to the final 
media developed. The results of the following regional socialization stage It can be said 
that the students' response to interactive multimedia learning to fold napkins is "Very 
Positive". This shows that students can receive the material well and really like the media 
that is developed because the assessment includes aspects of acceptance, attractiveness and 
ease of use. In accordance with the final product, it is a learning media that can be used to 
convey messages to recipients, especially interactive multimedia (Hashim, 2018). In 
accordance with the previous statement, the interactive multimedia that was developed is a 
learning program that contains text, images, graphics, sound, video, animation, simulations 
in an integrated and synergistic manner with the help of computer devices to achieve certain 
learning objectives where users can actively interact with the program (Darari, 2017). As 
well as user trials that produce results that the media has good quality and is suitable for 
use for learning. Finally, socialization makes the media liked and gets a positive response 
(Sikumbang, 2022). The feasibility of interactive learning multimedia can be seen through 
several things such as ease of navigation, cognitive content of media integration, 
attractiveness, and holistic function (Fathoni et al., 2023).This is in line with the results of 
research conducted by Lenny Trilestari (2012) at SMK N 12 Bandung with the thesis title 
“The Effect of Interactive Multimedia Use on Student Learning Outcomes on Competency 
Standards for Measuring Using Measuring Instruments”, with the experimental research 
method used is Quasi Experimental Design with a Pretest-Posttes design, Nonequivalent 
Control Group Design, which places research subjects into two class groups consisting of 
experimental groups and control groups that are not randomly selected, concluding that the 
use of interactive multimedia has a positive effect on mastery of the material so that student 
learning outcomes are better. 
 
Learning Outcome Assessment 

There is an increase in learning outcomes in the pre-test and post-test results. This 
can be seen from the results of the T test through the SPSS 16.0 program. Based on the 
results of the hypothesis test, there is a significant difference between student learning 
outcomes between the control group and the experimental group. The pretest results are 
used to determine the level of difference between the two groups. The average pretest of 
the control group obtained 56, and the experimental group obtained 55,67. In the 
experimental group, there was an increase in learning outcomes in the material of folding 
napkins through Macromedia Flash media which was obtained by 32,33. In the control 
group, there was an increase in learning outcomes in the material of folding napkins 
through power point which was obtained by 8. 

Furthermore, the implementation of the research in the experimental group was 
carried out by explaining the material related to the theory of folding napkins through 
learning media. The researcher explained and visualized the theory of folding napkins 
through Macromedia flash media. In contrast, the control group carried out learning 
through power point media. Interactive multimedia is considered suitable for delivery 
because it can involve animation, video, and audio. In addition, students feel more 
interested in learning compared to using textbook media (Cairncross & Mannion, 2001; 
García et al., 2007; Mishra & Sharma, 2005). 

The results of the analysis show that P-value Sig. = 0.916> 0.05. This means that Ho 
is accepted and Ha is rejected. T count 0.106 < T table 1.6715 with degrees of freedom = n1 + 
n2-2 = 58. This means that Ho is accepted and Ha is rejected. The conclusion is that there 
is no significant difference between the pre-test results of students in the control group and 
the experimental group. The T-test column shows that P-value = 0.000 for 1-sided testing. 
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P-value Sig = 0.000 < 0.05. This means that Ho is rejected and Ha is accepted. T count 8.849 
< T table 1.6715 with degrees of freedom = n1 + n2-2 = 58. This means that Ho is rejected 
and Ha is accepted. The learning outcomes of students who use interactive learning media 
based on flash players on napkin folding material are greater than powerpoint media. It is 
concluded that interactive multimedia based on flash players has a positive influence in its 
use. The calculation of the effectiveness of the experimental group using interactive media 
based on flash player on the material of folding napkins obtained 88% with high product 
effectiveness criteria. The calculation of the effectiveness of the control group using 
powerpoint on flash player on the material of folding napkins obtained 64% with medium 
product effectiveness criteria. The advantages of utilizing Macromedia Flash-based 
learning multimedia include producing attractive media because of several animations, 
providing practice quizzes and learning summaries, and having consistent and interactive 
navigation features that help improve learning outcomes (Heldman, 2012; Ingtyas & 
Akmal, 2024). 

The learning outcomes of students using interactive flash player- based learning 
media on napkin folding material are greater than those of powerpoint media. It is 
concluded that interactive multimedia based on flash player has a positive influence on its 
use. Macromedia Flash's ability to create various interesting animations makes this 
software popular in the development of interactive learning media. For example, in the 
creation of learning media with Macromedia Flash for Occupational Safety and Health 
material which has proven effective because it has succeeded in increasing student learning 
outcomes by 81.92% (Ulgari et al., 2023), and also in learning media for automotive 
charging system material which has proven to be suitable for use in learning in vocational 
schools (Suyitno et al., 2020). Interactive learning media is not only developed using 
Macromedia Flash but also using other computer software. Akmal et al. (2022) who 
created Adobe Animate-based learning media related to table manner material. The media 
successfully helped in learning table manner because it was equipped with features, 
materials, practices, and video tutorials. Web-based learning media has been proven to 
develop creative thinking skills (Rahmawati, 2021). Interactive website- based media used 
in culinary arts learning can improve students' understanding and learning outcomes, 
provide students with interest in being able to learn independently at home, and practice 
various garnish making techniques (Fridiarty et al., 2022). 

Expert assessment and student perception, the interactive learning media developed 
is valid, practical, and highly recommended for use as a source of independent learning for 
students in discrete method courses, interactive learning. The media developed is effective 
in improving student learning outcomes (Faruk, 2014). Media development is created due 
to lack of students' interest, motivation, and in the subject. The results show interactive 
learning media is considered feasible for use (Damarwan & Khairudin, 2017). Interactive 
multimedia products are available in .html file types that can be used as supporting learning 
resources for LMS (Learning Management System) such as Moodle, learning websites, and 
so on. 

Based on the discussion above, it can be concluded that the use of visual media in 
napkin folding material can improve student learning achievement. Students find it easier 
to understand the material presented by lecturers using interactive multimedia based on 
Adobe Flash Player. This can be seen from the enthusiasm of students in following the 
napkin folding material with interactive multimedia based on Adobe Flash Player. 
Lecturers using Macromedia flash interactive multimedia will save time and energy in their 
delivery, and lecturers can more efficiently deliver material accompanied by images and 
animations. 

This research is in accordance with the opinion written by Nugraheni (2015: 107) 
that interactive multimedia is considered suitable for delivering this material because it can 
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involve animation, video and audio so that students feel more interested in learning than 
just using textbook media. This is also in accordance with Sunaryo Soenarto's (2004: 69) 
statement about learning supported by the use of multimedia technology will be able to 
provide a concrete experience, increased learning motivation and student learning 
retention. So it is expected that there will be further research on the effectiveness of using 
Adobe Flash-based napkin folding learning media. 
 
 
CONCLUSION 
 

Based on the results of research and development, the following conclusions can be 
drawn: (1) Development of Napkin Folding Learning Media through the define, design, 
develop, disseminate (4D) stage. Learning media in the form of interactive media 
containing Adobe Flash program with napkin folding material applied to basic catering 
courses; (2) The results of the feasibility test of the validation stage by media experts and 
material experts with criteria that meet the feasibility aspects; (3) The results of the field 
trial consisting of the results of one to one, small group, and field group trials, the media 
was declared feasible; (4) The results of the analysis of t count and t table state that the 
value of student learning outcomes using flash player-based interactive learning media on 
napkin folding material is greater than the learning outcomes of students using power point 
media. So it can be concluded that flash player-based interactive multimedia has a positive 
influence on its use. 
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