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This project aims to develop interactive learning media using Canva
that is effective, engaging, and suitable for teaching business potential
in the fashion industry at public vocational schools. This study
employs a research and development (R&D) methodology utilizing the
ADDIE model for its design framework. This research was conducted
at Public Vocational School 5 Malang. The research tool comprises a
questionnaire. The study found that using the Canva application to
create interactive learning media for the Basics of Electronics subject
received a validation score of 91.76% from material experts I and II,
which means it is considered very valid. Additionally, media experts I
and II provided a validation average of 91.5%, also categorizing it as
very valid. The practicality test yielded an average score of 95.40%
across all dimensions, classifying it as highly practical. The validation
and practicality findings of the interactive learning media utilizing the
Canva application were deemed "very valid" and "very practical" for
the creative project and entrepreneurship courses concerning business
opportunity material for Class XI DPB 1 at Public Vocational School
5 Malang.
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1. INTRODUCTION

Vocational education plays a pivotal role in equipping human resources who are

employable, self-sufficient,

and competitive in the business and industrial sectors

(Indrawati & Kuncoro, 2021). One of the important competencies that must be
possessed by vocational high school graduates, especially in the fashion design and
production expertise program, is the ability to identify and manage business
opportunities. This competency is very relevant considering the main goal of vocational
education is to produce skilled workers while encouraging the growth of young

entrepreneurs.

However, the delivery of business opportunity material in vocational schools still
faces various obstacles, especially in terms of limited contextual, interactive, and
captivating learning media. Teachers still predominantly use the lecture approach and
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static media such as textbooks, so that students do not acquire enough applicable and
meaningful learning experiences (Kinshuk et al., 2016; Sivarajah et al., 2019). In fact,
entrepreneurial skills require an understanding that is not only cognitive but also
affective and psychomotor. Therefore, learning media is needed that can integrate
visual, exploratory, and interactive elements so that business opportunity material is
easier to understand and relevant to real-world needs.

Canva-based educational media enhances student motivation and engagement due to
its visually appealing and user-friendly design (Susanti et al., 2024; Rahayu & Ansori,
2025). Utilizing Canva in education enhances the attractiveness of the content and
facilitates students' comprehension of abstract concepts via visualization and simulation
(Jannah et al., 2023). In the realm of entrepreneurship, Canva is highly effective for
assembling company plans, designing promotional materials, and presenting business
concepts in a professional and visually appealing manner.

Public Vocational School 5, Malang, as a vocational institution specializing in
fashion, requires the development of new learning media that align with the
characteristics of its students. To date, interactive learning media utilizing Canva has
been specifically produced for business opportunity content in phase F. The choice of
medium affects students' minimal engagement in the learning process and suboptimal
comprehension of the information, which is crucial for entrepreneurship preparation.

Studying business opportunity content is significant for preparing students for the
workforce or entrepreneurship, making the creation of interactive learning media
utilizing Canva essential. This media is anticipated to enhance learning quality while
also cultivating creativity, enthusiasm, and entrepreneurial spirit among students,
particularly in the fashion business, which is intrinsically linked to visual elements,
design, and product promotion.

This project seeks to create interactive learning media utilizing Canva that is viable,
appealing, and successful for teaching business potential in the fashion industry at
Public Vocational School 5 Malang. This initiative aims to address the issues of 21st-
century education and facilitate the execution of the autonomous curriculum, which
prioritizes creativity, autonomy, and active student engagement in the learning process.

Interactive Learning Media

Educational media significantly contributes to the attainment of learning objectives
(Haryana et al., 2022). Media serves as a mechanism in the educational process to
transmit information or instructional instructions from educators or other sources to
learners. Utilizing suitable media can enhance the cognitive, affective, and psychomotor
dimensions of students, rendering learning more engaging, interactive, and significant
(Putri et al., 2022).

In contemporary education, media is not merely supplementary but a fundamental
necessity for educators in disseminating instructional content. Insufficient media or
improper utilization of media can hinder students' comprehension of the presented
material (Sofi-Karim et al., 2023). Consequently, educators must select and utilize
media that align with technological advancements and the attributes of students and
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educational content (Haleem et al., 2022). With the swift progression of information and
communication technology, educators must exhibit creativity, innovation, and
adaptability in employing diverse technology-based media (Choi et al., 2023). This
strategy aims to enhance knowledge dissemination and elevate students' motivation to
learn through a pertinent and contextual methodology.

Moreover, the choice of suitable learning media, when paired with effective learning
methodologies, can enhance the quality of educational implementation (Daryanes et al.,
2023; AlShaikh et al., 2024). Interactive, technology-based media tailored to the needs
and characteristics of students is believed to enhance engagement and enthusiasm in
learning, as well as facilitate a deeper comprehension of the topic.

In the context of vocational learning, such as in the Fashion Design and Production
Expertise Program, learning media that is designed visually and applicatively really
helps students understand practical material. Therefore, the use of digital platforms such
as Canva is an innovative solution in designing interesting and interactive learning
media (Abin et al., 2023). Canva is a graphic design-based application that is easy to
use and supports various features such as inserting text, images, videos, and hyperlinks
and integrating quizzes and assignments. The creation of Canva-based educational
media, incorporating material features, instructional videos, educational games, and
interactive assignments, can enhance the learning experience and encourage students to
engage in independent and collaborative learning.

Thus, Canva-based learning media is not only a teaching aid but can also function to
significantly increase student learning motivation (Prihatiningtyas & Astuti, 2024). This
media bridges the needs of students who are familiar with technology while supporting
the achievement of learning competencies through a visual, interactive, and
comprehensive approach.

Canva App

Canva is a digital graphic design platform accessible through a website or application
(Musannadah & Jannah, 2022). This program facilitates the creation of diverse and
appealing visual displays for users, especially educators. In the context of education,
Canva is one of the digital media that can be used by teachers to creatively compile
teaching materials (Susilo et al., 2025; Abdullah et al., 2025). The use of Canva is
considered effective because it can increase the appeal of teaching materials so that
students become more motivated in following the learning process. Interactive and
aesthetic visual displays are one of the main attractions of this media, which can
ultimately support the achievement of learning objectives.

In addition, Canva also allows users to create various types of designs, such as
posters, presentations, learning documents, and other visual content. Canva provides
various template options that can be used directly or modified as needed (Jamaludin &
Sedek, 2023). Canva services are divided into two types, namely free and paid versions,
both of which provide various graphic design support features. Based on this, Canva is
a potential medium to be used in teaching and learning activities, especially in
improving students' learning skills and motivation. Canva provides various design tools
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that can be used to create visual teaching materials independently or by using available
templates. With this convenience, teachers can present materials visually so that
learning takes place more effectively and enjoyably. The use of Canva has also been
proven to foster creativity in both teachers and students, as well as encourage the active
involvement of students in the learning process (Pedroso et al., 2023; Abdullah et al.,
2025).

Learning media created through Canva has outstanding potential in increasing
student learning motivation. This is due to the engaging, adaptable materials. Strong
visualization in Canva helps facilitate understanding of concepts, especially for
materials that are narrative or require visual explanations.

The development of interactive learning media with Canva seeks to enhance teachers'
efficacy in presenting instructional content (Yuanta & Larasati, 2023). This media also
enables students to learn independently both during and outside of class hours. With
Canva, educators transition from being the sole providers of information to facilitators
who guide students through an active and engaging learning experience.

Canva facilitates the integration of diverse multimedia components, including text,
photos, audio, video, and animation, inside a single learning medium. This offers
students the chance to comprehend the information via an engaging visual method,
simultaneously fostering their creative cognitive processes (Gurning et al., 2024;
Badriyah et al., 2025). Consequently, utilizing Canva in education might facilitate
students' exploration of learning topics with greater depth and enjoyment.

METHOD

This study employs the R&D (research and development) methodology to create
interactive learning media with Canva to enhance narrative reading skills. We developed
this media using the ADDIE process, which consists of five stages: analysis, design,
development, implementation, and evaluation. Richey & Klein (2014) define research
and development as a deliberate and systematic inquiry aimed at discovering, refining,
developing, producing, and evaluating the efficacy of a product, model, method,
strategy, service, or specific procedures deemed superior, effective, efficient,
productive, and significant. Product development broadly encompasses the
enhancement of existing products to improve their practicality, effectiveness, and
efficiency, as well as the creation of entirely novel items. This research was conducted
at Public Vocational School 5 Malang.

The systematic and structured workflow of this paradigm extensively guides the
creation of learning systems. In this study, the development process was completed up
to the implementation step without progressing to the comprehensive evaluation stage.
The following presents the ADDIE development model used in this study in Figure 1
(Branch & Varank, 2009).
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Figure 1. ADDIE Development Model
This research delineates each phase of the ADDIE development model as follows:

1. Analysis

This analysis aims to determine the initial needs before developing learning
media, which includes curriculum analysis and student needs analysis. Curriculum
analysis is carried out to review the applicable curriculum; by conducting this
curriculum analysis, researchers can determine the competencies and learning
objectives to be achieved. This analysis is also used to determine which competencies
the media will develop for.

2. Design

At this step, the author plans the media that will be generated depending on the
results of the analysis. The researcher initiated the development of interactive
learning media utilizing Canva, according to a concept aligned with the storyboard
and established teaching modules encompassing specified resources and
fundamental competencies. The design phase aims to create a media design suitable
for vocational high school students. The selection of pictures, typography, and
fundamental color schemes is essential for the forthcoming media development.

3. Development

At this stage, the developed learning material undergoes media feasibility testing,
validated by two experts: a material expert and a media expert. The validation
outcomes are utilized to implement adjustments and enhancements.

4. Implementation

Implementation involves utilizing items specifically built for application in a
verified learning process. This phase begins with the creation of a learning
environment and a conducive atmosphere, incorporating educational media into the
instructional process.
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5. Evaluation
The evaluation step is the final phase, during which an analysis of the quality of
the developed media is conducted to provide an appraisal of the media produced. The
researcher confined this study and development to the execution phase owing to time
limitations.

We constructed the questionnaire using a Likert scale. Sugiyono (2013) asserts that
individuals and groups use the Likert scale to assess their attitudes, views, and
perceptions on a social issue. This scale delineates the variables under investigation into
several indicators, which subsequently serve as the foundation for formulating
instrument items in the form of statements or inquiries. This Likert scale includes the
following response options: 4 = strongly agree, 3 = agree, 2 = disagree, and 1 = severely
disagree. The validity criteria are presented in Table 1 below:

Table 1. Validity Criteria

Interval Criteria
0% - 20% Not Valid
21% - 40% Less Valid
41% - 60% Quite Valid
60% - 80% Valid
80% - 100% Very Valid
RESULTS AND DISCUSSION

Results

Students in class XI DPB 1 at Public Vocational School 5 Malang created this
educational media. This document elucidates the findings of the investigation:

Analysis

During this analytical phase, the author executed a series of activities undertaken by
researchers to discover various issues and shortcomings in the educational process at
Public Vocational School 5 Malang. Following comprehensive observations, the author
identified multiple challenges faced by students, including (1) the predominance of
traditional instructional methods, such as lectures and assignments, employed by
teachers during the learning process, (2) the utilization of unengaging teaching media
by educators, and (3) a deficiency in student motivation towards learning.

Design

At this design stage, the researcher plans and designs the form of learning media that
will be created. The design that will be created for the learning media will later be
adjusted to the criteria of the students, namely, it must be in accordance with the learning
material and must also be adjusted to the content, design, and language of the learning
material that will be created using the Canva application.

The media designed for this study is the ADDIE learning medium. At this stage, the
design is carried out to compile the framework of the media content displayed in each
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slide, consisting of a learning menu consisting of material features, assignments, games,
and learning videos.
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Figure 1. Ihitial view of learning media

On this cover there is a description of the name of the subject using a unique color
design according to the criteria of students of XI DPB 1, which is dominated by female
students. On this initial display there is a "START" feature; by clicking this "START"
feature, the user will be directed to the next menu, which is the business opportunity
material. The appearance of the lesson menu can be seen in the following Figure 2.
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Figure 2 Business opportunity materialumenu display

In this material menu, there are four features, namely the "Material," "Video,"
"Assignment," and "Game" features. In these features, users will be directed to the next
menu according to the selected feature. In the material feature, business opportunity
material is presented simply using simple language so that students can understand the
material easily. In the video feature, users will be directed to learning media that presents
a collection of learning videos from YouTube that are integrated into learning media.

Furthermore, in the task feature, users will be directed to group assignment
instructions that contain a submit task feature to facilitate assignment collection. Then
the last game feature: in this feature, users will be directed to the game menu; in this
menu, users can choose three types of interactive games.
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4.

Development

The validation test involves distributing questionnaires that will be filled out by
experts, including media experts who assess the media aspect (appearance) and material
experts who assess the material aspect (content). Based on the percentage obtained from
the material experts, the average percentage is 91.76%, which can be categorized as
"very valid." Once declared valid, the medium will undergo testing for its product or
practicality. In this practical aspect, the subjects are 25 students.

At this stage, the researcher will test the product on the students' Androids; after it is
tested, the researcher will give a questionnaire to each student to obtain the results of
the product that has been tested. Of the fifteen students, the percentage obtained is an
average of 95.40% or falls into the range for the practicality test of "very practical.”

Discussion

This research examines the limitations of educational media in the learning process,
particularly because most students' grades do not meet graduation standards. Numerous
forms of media have been developed in the contemporary era of scientific and
technological advancement, one of which is educational media utilizing the Canva
program. The utilization of this interactive learning media is anticipated to enhance and
stimulate students' motivation to learn, owing to their engagement with media that
presents text, photos, videos, and interactive games.

This educational media is utilized in Class XI DPB 1 at Public Vocational School 5
Malang. This interactive learning media has been classified as valid and practical based
on data analysis and testing outcomes. Consequently, teachers can utilize interactive
learning media in creative projects and entrepreneurship education.

Teachers must focus on understanding the components of interactive learning media
and adhere to all phases of its creation, including definition, design, and development
(Rahim et al., 2022; Daryanes et al., 2023). Prior to the implementation of interactive
learning media in student education, it is essential to assess its validity and feasibility.

The validation and practicality assessment of interactive learning media in the
Creative Project and Entrepreneurship subject yielded a "Very Valid" rating for the
validity test and a "Very Practical" rating for the practicality test. Verified validity and
usability make the Canva program an appropriate tool for interactive learning media.
Interactive learning media with the Canva program can enhance the educational process
(Mulyati et al., 2022; Agustin et al., 2025). Furthermore, enhance the quality of
education, elevate student passion and interest in learning, and augment teacher
creativity in developing educational media, since the utilization of Canva is user-
friendly.

CONCLUSION

The design and research results show that the interactive learning media created with

the Canva application for the Basics of Electronics subject received a validation average of
91.76% from material experts I and II, which means it is considered very valid. Additionally,
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media experts I and II provided a validation average of 91.5%, also categorizing it as very
valid. The practicality test yielded an average score of 95.40% across all dimensions,
classifying it as highly practical. The validation results indicate that the interactive learning
media utilizing the Canva application is deemed "very valid" and "very practical" for the
creative project and entrepreneurship courses, specifically in the business opportunity
material for Class XI DPB 1 at public vocational school 5 Malang.

As a suggestion, the results of this study can be a reference for teachers in improving
student learning outcomes. Additionally, further research recommends developing
interactive media using the Canva application for a broader range of subjects, particularly in
vocational education.
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