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Abstract 
This study was meant to explorers students’ need on grammar teaching material. It was 

based on interactive multimedia generated into an innovative model of grammar teaching 
material. This was a R&D study with Gall and Borg model with the population consisting 

of students from English Department of Universitas Negeri Padang taking Basic English 

Grammar subject. Stratified sampling technique involving seventy eight students was used 
and data collection was through an open questionnaire. The results showed Basic English 

Grammar teaching material based on interactive multimedia was highly needed and 

students have different learning style. Besides, they have different interest in music, movies 

and colors with all of them own laptops. Further research to investigate the effectiveness of 
the model of Basic English Grammar teaching material based on interactive multimedia 

needs to be conducted. 
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Introduction 

Disruptive innovation, predicted by Cristensen in the 90s, has come true (Christensen, 2011; Ninio, 

2019; Vanmassenhove, Du, & Way, 2017; Widyasari, 2018) and now comes up the theory of disruptive 

innovation on education. As the name implies disruptive innovation is unruly for conventional lecturers 
reluctant to use technology in education. In this era, a lecturer has at least five roles. These include serving 

as an educator, demonstrator, motivator, facilitator, and evaluator/assessor, and sometimes a designer. A 

lecturer must not rely the teaching material on the books only or in printed form but rather must design 
other techniques utilizing technology. It is time for Grammar lecturers to rise up and keep pace with 

technological advancement (Arjulayana, 2018; Van Trijp, 2017). 

A number of studies pointed out the use of technology such as multimedia in various method and 

media enhance maximum opportunities for an English grammar lecturer to improve students’ content 
mastery and motivation. According to Mohamad (2009), students experienced with Internet-based 

grammar instruction (IBGI) made fewer errors on their essay when compared to tradional colleagues. 

Similarly,  Naba’h (2012) with his experiment research established that students with computer assisted 
grammar teaching recorded higher scores. Furthermore, according to Chang & Ling (2012) Cognitive –

motivational Model & CALL increased students grammar mastery and reading comprehension. Parra 

(2016) articulated from his qualitative data that students and parents had high motivation to learn 

grammar through video podcast. Similarly, a study conducted by Saeedi & Biri (2016) showed Animated 
Sitcoms managed to increase students’ grammar mastery on conditional sentences and as well as their 
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interest. Tell me more, another courseware, is useful for both teachers and students (Yunus, Hasyim, 

Embi, & Lubis, 2010). A research done by Koehler, Thompson & Phye (2011) developed grammar 
learning using multimedia program with embedded tracking. 

None of the previous studies, however, discuss the use of multimedia in teaching materials, with all 

focusing on experimenting the method and media. Unquestionably, teaching materials are important 
component in curriculum. (Cunningsworth, 1995; Howard Chen, Sarah Cheng, & Chirstine Yang, 2017) 

pointed out the role of materials  in language teaching “as a resource for presentation resources; activities 

for learners practice and communicative interaction; for learners on grammar, vocabulary, pronunciation 

stimulation and ideas for classroom functions; self-directed learning or self acces work”. Text books, 
recording, video and newspaper are basic materials for use (Krivochen, 2019; MacSwan, 2018; Tomlinson, 

2011). According to Tomlinson (2011), materials development refers to anything carried out by writers, 

teachers or learners to provide sources of language input in ways which maximize the likelihood of intake. 
Basically, materials developers, including teachers, may bring pictures or advertisements in the classroom, 

compose a textbook, and design a student worksheet, read a poem or an article aloud. Naba’h (2012) 

recommended varying the methods according to students’ need and interest. Teachers need to develop 

their own teaching material.  

However, relying on text books do not guarantee the effectiveness of teaching and learning process  

(Herrington & Herrington, 1998). Lecturers need teaching materials which promote visual, verbal and 

kinestetic learning (Turnbull & Lawarence, 2002), to ensure the ‘visual’, ‘audio’ or ‘kinestetic’ students 
benefit from their presentation. They should provide immediate feedback (Becker, 2001), and offer 

flexibility of time which allows students to choose particular topics and how long they want to learn 

(Hartoyo, 2008). Moreover, they should offer an individual interactive learning program that is beneficial 

for both ‘fast’ and ‘slow’ learning students  (Naba'h, 2012). These characteristic is not found in books sold 
in the market.for this reason, a teacher needs to develop teaching materials based on technology 

(Motteram, 2011) by considering students’ needs (Holguin & Morales, 2014). This will help improve the 

content, topics, the kind of exercises, instructions, and so forth.The material should reflect the students’ 
need (Cunningsworth, 1995; Lodhi & Akash, 2019; Xiang & Liu, 2018). 

Based on the above discussion, a study on designing Basic English Grammar teaching material 

based on interactive multimedia was needed. This research investigated students’ need in developing 

English Basic Grammar teaching materials. It was supposed to produce a tentative or temporal innovative 
design for Basic English Grammar teaching material based on interactive multimedia.  

The Importance of Teaching Grammar 
Grammar is often defined as forms and rules, a correct definition but not entirely true. Grammar is 

not only a system of rules governing the conventional arrangement and relationship of words in a sentence 
or a description of the rules governing how a language's sentences are formed ( Brown H. D., 2001; Budi 

Setiawan, 2018; Ibatova & Ivanova, 2018; Thornbury, 1999). It is a system of lexicogrammatical patterns 

used to make meaning in appropriate ways (Larsen-Freeman, 2014, p. 258). Besides, Larsen-freeman 

(2014) highlights that grammar has three dimensions, structure or form, semantics or meaning, and use or 
pragmatic. This means it focuses on how to form meaningful sentences in appropriate context 

(Wennerstrom, 2017). 

Since the emergence of communicative approach, many language practitioners think grammar is 
not necessary. Such individuals might be influenced by the zero-option principle by Rod Ellis and input 

hypothesis by Stephen Krashen (Brown H. D., 2001). However, they are insensible to what Skehan (1994, 

p. 175) said, that “grammar still has a role to play in language teaching, but not in a direct manner”. Some 

studies have shown that grammar teaching contributes to student language performance (Burgess & 
Etherington, 2002; Fatemipour & Hemmati, 2015; Housen, Pierrard, & Van Daele, 2005). According to 

Thornbury (1999), grammatical instruction should be given for several reasons. First, grammar teaching 

provides a guidance to language learners to produce unlimited numbers of sentences. Second, the teaching 
of grammar offers direct correction to sentences containing ambiguity of meaning. Third, grammar 

teaching helps learners avoid the fossilization of mistakes. Therefore, instead of asking whether to teach 

grammar, it is better to, as pointed by Brown (2001), find optimal condition for overt teaching of grammar. 

This brings us to the need of innovation.  
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Technology and Multimedia 
Innovation is “an improvement; a change; something new that did not exist before, something new 

at a specific context; all of the above combined; any of the above, but only when successfully 

implemented” (Reinders, 2014).  The definition implies to be innovative does not mean finding, 
discovering or creating something new,  but instead doing something to improve the existing method, 

media or printed teaching material(Hariguna & Akmal, 2019; Rasel, Saad Abdullah, & Chakrabarty, 2019; 

Wang & Zhou, 2019).  

Developing teaching materials with interactive multimedia is an innovation. The teaching materials 

are not restricted to pieces of text. It include a variety of media; Static and animated texts, sound, voice, 

still graphics (photos, illustrations, diagrams, icons, maps, etc.), animated graphics, and video 

(Derewianka, 2014). Interactivity is another element of multimedia which allow users to determine their 
steps using the media. A tool helps the user navigate by clicking on the available links or selecting the 

menu (Collins, Hammond, & Wellington, 1997; Mayer R. E., 2005). According to Moreno and Valdez in 

Jingjit (2015), multimedia learning refers to a scientific explanation using instructional media in the 

classroom. The implementation of multimedia learning promote meaningful erudition. This can be 
achieved if learning materials are delivered to students through various tools, and interactivity in student 

educative activities. Kalyuga (2009) states that in teaching, teachers should be able to create an effective 

learning environment using words and images to promote the learning process. 

Quoted from Sudhata and Tegeh (2009), multimedia is divided into two categories,: linear and 

interactive. Linear multimedia is not equipped with any controller operated by the user but runs 

sequentially (sequentially), for example TV and movies. Contrastingly, interactive multimedia is equipped 

with user-operated controller and users choose what they want for the next process () (Huang, 2018; 
Phillips, 1997; Schwier & Misanchuk, 1993; Wu, 2018). 

There are several types of multimedia viewed from message delivery and feedback. Judging from 

the  message attainment tool, ( Chapman and Chapman in Sudatha and Tegeh 2009; Chen, Juan, & 
Liang, 2018; Mohamadi Zenouzagh, 2018) divide multimedia into online and offline deliveries. The 

former network to deliver information from one computer to a computer or server machine that becomes 

the center of data storage to another network, either local within an organization or the internet. In 

contrast, offline delivery is multimedia stored using a removable storage or packing device, such as on 
DVD or CDROM. Judging from the type of feedback in computer programs, (Laurillard in Munir 2010; 

Jeong, 2018; Qian, 2018) mentions two types of feedback, intrinsic and extrinsic. The intrinsic is the 

resultant feedback caused by a natural action. In this case, the program provide question facilities with 
answers. Contrastingly, extrinsic is a feedback to the data entered into the program because it provides a 

search facility for a particular word. Additionally, for a multimedia program created as an interactive 

media, feedback facility is very important. Generally, results are expected to increase the motivation of 

learners. Without feedback, learners are unaware of the consequences of their actions and this cause 
doubts. The creation of a multimedia program should take into consideration appropriate feedback for its 

learning as it improves the level of creativity of learners. 

 

Method 

In principle, this study followed the steps of research and development (R&D) from Gall, Gall and 

Borg (2003). However, in its implementation, the model was simplified and adapted to the needs in the 

field. The term simplification and adjustment is also called small scale model (Gall, Gall, & Borg, 2003, p. 
572). This small scale model is carried out in writing a dissertation which use limited research steps but 

does not reduce the essence of the model. Therefore, this study used 2 steps out of the total 10. These are 

preliminary research and information gathering and developing a form of the product. In step 1, the 

researcher reviewed and collected information on student needs and characteristics through a 
questionnaire validated by two grammar experts. The study was conducted at English Department of 

Universitas Negeri Padang using stratified sampling technique with four classes. The researcher took 

randomly 10% for each class and seventy eight students were involved. Open questionnaires were used to 
find the needs of students on Basic English Grammar teaching materials. This was based on interactive 

multimedia consisting of fourteen (14) statements about approach and organization of teaching material, 

and 5 open questions on the availability of personal computers or laptops, learning styles, preferred movie 

types, music/songs, and colors. The data on students’ needs were referred to scoring or value criteria. 
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Weight 1 was for not needed, 2 for fairly needed, 3 for needed and 4 very needed. To get the average level 

of need, each  category was summed and divided by the number of students. Then, the average score for 
each item was converted and interpreted in 4 categories as in the table below.  

Table 1. Criteria for Students’ Need on Basic English Grammar Teaching Material based on Interactive 

Multimedia 

Number Mean Score Criteria 

1 0.00 – 1.00 Not needed 

2 1.01 – 2.00 Fairly Needed 

3 2.01 – 3.00 Needed 

4 3.01 – 4.00 Very Needed 

 
In step 2, teaching materials were developed using the basic components proposed by Tomlinson 

and Hannafin & Peck. These were packed using the principle of developing multimedia-based teaching 

materials, applying eleven multimedia principles by Mayer and determining Phillips's documentation, 

navigation, and graphic designs. The researcher designed the initial model of teaching material by 
involving a web designer. 

 

Results and Discussions 

The findings will be derived into three parts. 

Student Needs Analysis on Teaching Material based on Interactive Multimedia 
The following was the result of students’ need presented in numerical form and reinforced with 

description of suggestions. The aspect was the need for an approach and teaching material organization 

described in 14 statements. It explored the level of the students' needs on the importance of teaching 

materials, learning approaches, the importance of interactive multimedia, and the organization or 
composition of teaching materials. Table 2 shows the number of student needs on the importance of 

instructing materials, learning approaches, the importance of interactive multimedia, and the organization 

or composition of teaching materials. 

Table 2. Students’ Needs Analysis on Teaching Material based on Interactive Multimedia 

Number Items Score Criteria 

1 
The needed of teaching material for Basic 

Grammar. 
3.8 Very needed 

2 Fun Basic Grammar teaching material 3.5 Very needed 

3 Direct learning grammar from lecturers  3.4 Very needed 

4 Learning grammar from interactive multimedia 3.1 Very Needed 

5 

The opening of Basic Grammar teaching 

material through films, short stories, songs or 
poets displayed through interactive multimedia  

3.2 Very needed 

6 
Discussion on the films, short stories, songs or 
poets displayed through interactive multimedia 

3.1 Very needed 

7 Teaching grammar inductively 3.4 Very needed 

8 Teaching grammar deductively 3.3 Very needed 

9 Making students’ own sentences 3.3 Very needed 

10 Contextual and communicative exercises 3.1 Very needed 

11 
Learning materials through interactive 

multimedia independently 
2.6 Needed 

12 
Time for independent study trough interactive 

multimedia 
2.8 Needed 

13 Direct feedback for exercises 3.2 Very needed 

14 Interactive grammar games 3..3 Very needed 
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Twelve of the 14 statement points were ‘very needed’ by students (scores 3.1 – 3.8). Basic Grammar 

teaching materials was also very needed (3.8). Basic Grammar teaching materials really needed (3.5) fun 

teaching materials. Therefore, in the next statement they really need (3.1) teaching materials that use 
multimedia. The above findings were supported by student suggestions for the development of teaching 

materials. Among 78 students, half (50%) gave suggestions for teaching material to be more fun, varied 

and the lecturers not relying on textbooks, interesting, creative and innovative using interactive image, 
audio, video, power point and games. However, one student (1.3%) in his suggestion wrote that 

multimedia is less effective for Basic Grammar courses and teaching materials should be presented 

directly. Besides, two other students (2.6%) gave suggestions for teaching materials presented directly by 

lecturers or combined with multimedia and games. Associated with learning directly from lecturers, 
students also need multimedia (3.4). Therefore, students desperately need a good Grammar Basic teaching 

material learned directly from lecturers and through interactive multimedia. 

For the organization of Basic Grammar teaching materials based on interactive multimedia, 
students need (3.2) teaching materials opened with movies, songs, short texts or poems. Furthermore, they 

are also in great need of (3.1) movies, songs, short stories or poems presented. For the learning approach, 

students really need both techniques, that is inductive (3.4) and deductive (3. 3). In the written suggestion, 

21 students (26.9%) needed a detailed explanation of the material and given examples. Thus the students 
desperately need teaching materials with a prelude in form of a film, song, short text or poetry discussed 

and used as a guide related to the material to be studied. The lecturer explains the concept by examples 

afterwards. 

 For assessment, students need (3.3) to make examples in their own language. One student (1.31%) 

suggested that lecturers should involve them by asking them to make sentences in their own language. 

Moreover, they also need (3.1) contextual and communicative exercises urgently. Besides, they urgently 

need (3.2) exercises that directly provide feedback through interactive multimedia, and (3.3) fun game-
shaped exercises. Two students (2.62%) gave suggestions for lecturers to give feedback in order to find out 

whether the work done is correct or not. Three students (3.85%) suggested that lecturers should be able to 

monitor the extent of their development and understanding of the grammar and five others (6.41%) 
suggested giving training in form of games. Therefore, in assessment aspect, teaching materials should 

have a training component involving students actively, either by allowing them to make their own 

sentences or through games. Teaching materials should facilitate lecturers and students in giving and 

getting feedback in order to track progress or understanding of students. 

For self-study needs, students' scores were 2.6 and 2.8, indicating they need to study the materials 

independently through interactive multimedia, and have time to learn independently through it. From the 

written advice, only one student (1.31%) suggested they should be given the opportunity to learn 
independently. Five others (6.41) stated in writing that they prefer to do assignments in the classroom 

rather than at home because they want direct guidance from lecturers.  

Facility and Characteristics of Students 
Almost all students (91%) had laptops or personal computers for can use inside or outside the 

classroom. Two students (2.6%) gave did not have laptops but took turns with their siblings while five 
others (6.4%) did not have completely. Student learning style was divided into three visual, audio and 

kinestetik. More than half of the students (52.6%) had visual learning styles while  28.2% of had audio 

learning styles and the rest (18%) had a kinesthetic. 

Students were given the freedom to write movies, music and color, more than one in each option. 
The favorite movies include comedy, drama, horror, humor, documentation, action, mystery and 

animation. The best music types were pop, jazz, rock, country, reggae, hiphop, EDM, R & B and classic 

while favorite colors are blue, green, black, pink, red, white, gray, purple, brown, yellow, orange, and 
maroon. 

The Model of Teaching material for Basic English Grammar based on Interactive Multimedia 
Based on the above findings, the development of teaching materials needs to be developed with the 

following principles: 

1. Basic Grammar teaching materials should encompass movies, songs, short stories or poems as an and 
examples of the use of grammar taught before described in detail by the lecturer.  Learning sessions 
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should start with presenting films, songs or asking the students to watch early enough. Literary work 

make teaching materials fun, interesting and have moral value (ATMACA & GUNDAY, 2016; Hua & 
Li, 2015). This section is referred to as Time to Watch. To avoid the boredom, for example, a movie 

should be used at the start of the first lesson and a song on the next class. The movies, song or short 

stories should be taken from YouTube. 
2. Movies, songs and or short stories should be discussed by students and lecturers. This is referred to as 

Time to Chat. After watching movies, listening to the song and or reading the short stories, answering 

some questions should follow. 

3. The teachers’ explanation is still needed by the students. The finding is in line with Deng & Ling 
According to (2016) who stated that many learners still like deductive teaching and therefore  there 

should be focus on the grammar being studied. Once the lecturer explains the material, examples of the 

use of grammar should be provided. This is referred to as Time to Focus. The content should be taken 
from trusted grammar website.  

4. The exercises should be presented in form of sentences, paragraphs or stories as well as interactive 

games. This make teaching materials interesting, keep students active and improve their grammar 

mastery (Macrory, 2000; Raftery & Santos, 2015; Smaldino, Russell, Heinich, & Molenda, 2014). The 
exercises should be given both inside and outside the class. To make it more interesting, exercise in the 

class should be presented in interactive games. The students can play individually or classically. This is 

referred to as Time for Fun. The games should be taken from internet. 
5. The exercises should be given immediate feedback either directly by the lecturer or from the interactive 

multimedia and immediate feedback should be provided (Becker, 2001). This is referred to as Time for 

Practice and should contain interactive task and exercises. 

6. Teaching materials should be supplemented with tools students may learn independently. They should 
offer flexibility of time that allows the them to choose particular topics and how long they want to learn 

(Hartoyo, 2008). This section is referred to as Time for Tube. The students should learn at home by 

watching tutorial taken from YouTube independenly and choose what they want and when to watch. 
7. The task and exercises should be fun. As the last section, there should be Time for Action, a closing 

task designed for students to produce what they learn and understand in written or oral forms. If the 

opening is a movie, the students’ task is to articulate the missing utterances of the movie with the 

appropriate and accurate expression or sentence. If the opening is a song, they should write a lyric of 
the song focusing on the grammar they learn.  

8. Most of the resources of the materials should be taken from the internet, website, and YouTube in 

order to make the materials authentic and technology based (Kervin & Derewianka, 2011; Motteram, 
2011).  

 

A look at the findings of students’ need analysis proves Grammar lecturers have to open their mind 

for techonology. One possible explanation is the students highly need teaching material based on 
multimedia interactive. What students need really reflects that students are native in technology and 

familiar with media social.  

 

Conclusions 

Understanding and identifying students’ need is vital in developing fun and interesting teaching 

material. Students need teaching material suitable with their learning style, and music preferences. They 

need immediate feedback and flexibility of time which allows them to choose particular topics and how 
long they want to learn. Lecturers should design Interactice multimedia covering students’ need. They 

need explanation from the lecturer and study independently at home. While learning, they need fun 

exercises and tasks and start the material with literary work. Besides, they need to generate the syntax of 

teaching material as time to watch, chat, focus, practise, have fun,  and action. Further research on the 
effectiveness of the model of Basic English Grammar teaching material based on interactive multimedia 

needs to be conducted to provide recommendations for future study. 
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