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Abstract

Character education, particularly within the framework of Pancasila Education, plays a central role
in shaping students' personalities from elementary school. However, important values such as honesty
have not been optimally instilled, primarily due to learning approaches that focus too much on
cognitive aspects and the use of conventional media that lack context. This situation indicates the
urgency to explore new approaches that are more meaningful, participatory, and pedagogically
relevant. This study aims to describe the implementation of Pancasila Education learning in
elementary schools, identify teachers' obstacles in instilling the value of honesty, and explore their
perceptions of the potential of Canva-based animated video media as an alternative medium for
character learning. This study used a descriptive qualitative approach, with data collection techniques
consisting of semi-structured interviews and non-participant observation with five teachers at three
public elementary schools in Mojosongo District, Central Java. The results showed that learning was
still dominated by lectures and print media, with limited affective strategies and digital facilities.
Nevertheless, teachers responded positively to the idea of using animated videos as a medium for
value learning. This study concludes that Canva-based animated videos have the potential to be an
affordable and effective educational medium in supporting the instillation of honesty in the classroom.
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Introduction inadequately emphasize this character trait.
This deficiency is partly attributed to a
In the contemporary educational predominant focus on cognitive development

landscape, the role of character education,
specifically through the framework of
Pancasila, has become increasingly vital in
Indonesian elementary schools. Pancasila,
which embodies the core values and
philosophy of the Indonesian state, serves as a
foundational pillar for nurturing students'
character. Its implementation in elementary
education is essential not only for the
intellectual development of young learners but
also for the cultivation of moral values and
ethics, fostering individuals who contribute
positively to society. The emphasis on
character education addresses the urgent need
for instilling virtues such as honesty, a value
that has not been optimally conveyed within
traditional educational paradigms. Despite the
significance of honesty, field observations
reveal that current pedagogical strategies often
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within  educational frameworks. Many
educational institutions prioritize mastery of
academic content, adhering to principles of
Outcome-Based Education (OBE), which
emphasizes systematic learning and cognitive
mastery over affective dimensions such as
honesty.  Consequently, the  character
dimensions that foster honesty are frequently
relegated to the sidelines, affecting students'
overall development and ethical formation
(Cantika & Alhayat, 2023).

Furthermore, the reality of conventional
learning media, which primarily consists of
lectures and textbooks, exacerbates this issue.
Traditional learning modalities predominantly
engage students at a cognitive level, offering
limited opportunities for experiential learning
that could foster virtues such as honesty
(Budiarto et al., 2024). Conventional
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approaches often prioritize rote learning,
neglecting the multi-faceted nature of
character development, particularly in the
affective domain which encompasses values
and personal attributes (Bahri et al., 2022).
This one-dimensional focus on knowledge
acquisition without a concurrent dedication to
character values can lead to an educational
experience that is comprehensive cognitively
but lacking in emotional and ethical richness.

Interactive and contextual learning media,
particularly animated videos, have shown
significant benefits in educational settings.
Studies demonstrate that animated videos
enhance vocabulary learning for young EFL
learners (Minalla, 2024) and improve student
motivation in English language learning
(Laksmi et al., 2021). Interactive multimedia
has been found to positively impact
mathematical concept understanding
(Setyowati et al., 2020) and increase learner
motivation in distance education (Barut
Tugtekin & Dursun, 2021). Interactive video
learning promotes active engagement, critical
thinking, and personalized learning
experiences (Baierl et al., 2022). The
development of interactive learning media
using tools like Articulate Storyline can
effectively train students' problem-solving
abilities (Daryanes et al., 2023). Research also
indicates that interactive video length affects
cognitive load, achievement, and retention
(Afify, 2020). Furthermore, interactive and
animated data visualizations in science news
have been shown to enhance engagement and
learning outcomes (Greussing et al., 2020).
These findings collectively underscore the
importance of interactive and contextual
learning media in modern education. Thus,
recognizing the existing gap in character
education within the framework of Pancasila,
especially in relation to honesty, highlights an
urgent need for educational reforms focusing
on both cognitive and affective learning
outcomes.

In this regard, the study focuses on
investigating how learning is implemented,
including the methods teachers employ, the
kinds of learning resources they use, and the
kinds of assignments pupils are given. It's also
critical to recognise the different barriers that
educators encounter in maintaining integrity,
whether they are caused by a lack of resources,
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pedagogical limitations, or environmental
influences. Practical experience demonstrates
that the contemporary pedagogical approach is
still primarily cognitive in nature, emphasising
academic material acquisition and the use of
Outcome-Based Education (OBE) concepts.
As a result, emotional qualities like honesty
are frequently overlooked (Cantika & Alhayat,
2023). Additionally, it 1is believed that
traditional learning materials like lectures and
textbooks are poor at forming students' overall
character (Bahri et al., 2022). The necessity of
learning innovations that incorporate students'
emotional features and firsthand experiences is
highlighted by this circumstance. Interactive
animated video content can boost learning
motivation, active engagement, and a deeper
comprehension of values, according to a
number of studies (Afify, 2020; Minalla,
2024). It is essential to comprehend how
educators view the possible applications of this
media in order to create learning innovations
that are impactful, economical, and relevant.
This study is important because it not only
documents actual classroom instruction but
also creates a framework for investigating
instructors' real-world experiences in places
like Mojosongo. Additionally, it offers a
foundation for creating basic digital content
that is suited to the needs of today's student
demographics, including animated movies
created using Canva.

This study is unique in that it focusses on
real-world teacher behaviours that promote
principles of honesty in the classroom, as
opposed to only creating or evaluating
educational materials. Even though teachers'
everyday practices provide a vital basis for
developing contextual and applicable character
education theories and policies, the local
context of Mojosongo District, Central Java,
offers a distinctive richness that has rarely
been acknowledged in academic literature
(Cantika & Alhayat, 2023). Additionally, in
keeping with earlier research that demonstrates
that interactive video media can improve
student engagement, retention, and
comprehension of abstract material and social
values, this study presents Canva-based
animated video media as an easy, economical,
and pertinent strategic alternative to support
honesty instillation (Greussing et al., 2020;
Afify, 2020). This method offers important
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empirical and conceptual contributions
because it has not been extensively
investigated in character education research at
the primary school level.

The objectives of this study are to outline
the methods, materials, and assignments
utilised in the implementation of Pancasila
Education in Mojosongo District's elementary
schools, identify the challenges teachers face
in teaching the wvalue of honesty, and
investigate their opinions regarding the
potential of animated video content based on
Canva as a character education tool.
According to theory, this study contributes
references about the use of technology-based
visual media in fostering moral attitudes and
enhances the body of knowledge on character
education at the primary school level. In order
to promote holistic character education, the
study's practical findings guide educators in
selecting media and tactics that effectively
instill honesty, guide media creators in
creating pertinent storytelling-based content,
and assist legislators in creating teacher
training programs and regulations for
incorporating interactive media into the
Merdeka Curriculum.

Method

This research employs a descriptive
qualitative methodology (Sofaer, 2002). This
method explains in detail and in context how
Pancasila Education is taught in elementary
schools, particularly how it fosters an honest
mindset. Without changing the factors, the
study aims to comprehend the phenomenon
from the viewpoint of the participants, who are
teachers. Several public elementary schools in
Central Java's Mojosongo District served as
the study's sites. Five Pancasila Education
teachers served as the research subjects. Using
a purposive sampling technique, informants
were chosen based on three requirements: (1)
being a Pancasila Education instructor or class
teacher, (2) having at least a year of teaching
experience, and (3) being open to being
interviewed and watched while students were
studying (Bostley & Peters, 2023).

This  study used  non-participant
observation and semi-structured interviews as
data gathering methods (Strong, 2020).
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Teachers' opinions on the use of Pancasila
Education, the methods employed, the media
used, the kinds of assignments students were
given, the difficulties in fostering honesty, and
the potential use of video media in education
were all investigated through interviews. In the
meantime, classroom learning practices were
directly observed through non-participant
observation. The following grid describes the
instruments used in this study, which were
organized according to the research emphasis.

Table 1. Research instrument grid

Observed/Interviewed Indicator

Aspects

Learning Suitability to lesson plans,
Implementation learning flow, student

engagement
Approach/method used in
delivering material

Type of media used
(conventional/digital) and
frequency of use

The form and purpose of the
assignment, and its
relationship to character
values

Internal (teacher/student) and
external (facilities,
environment) constraints
Teachers' perceptions of the
benefits, ease, and relevance
of video media

Learning Strategies

Learning Media

Student Assignments

Barriers to Instilling an
Honest Attitude

Potential of Animated
Video Media

An interactive model with three primary
stages that was created by Miles and
Huberman was used for data analysis in this
study (Miles et al.,, 2018). In order to
concentrate on information pertinent to the
study goals, the raw data from observations
and interviews was first sorted, simplified, and
organized as part of the data reduction process.
Second, to make the findings easier to
understand, the data was presented using
thematic tables, direct quotes from informants,
and descriptive narratives. Third, in order to
find patterns, meanings, and significant
correlations between the data as a foundation
for interpretation, conclusions were made and
continuously confirmed during the analytical
process.
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Data
Collection

Data
Display

Data
Reduction

Conclusions:
drawing/verifying

Figure 1. Interactive Data Analysis Techniques

In the meantime, triangulation techniques
were used in this investigation to guarantee
data veracity. Technical triangulation was
accomplished by combining observations and
interviews, whereas source triangulation was
accomplished by comparing data from
multiple teachers (Miles et al., 2018). In order
to guarantee the correctness and consistency of
the information gathered, member checking
was also employed, which entailed asking
informants for confirmation about the
processed interview data.

Result and Discussion

This study explores the teaching practices
of Pancasila Education in three public
elementary schools in Mojosongo District,
Central Java, with a focus on instilling the
value of honesty. Data were collected through
semi-structured interviews with five teachers
and non-participant observations during three
learning sessions per class. The following is an
analysis of the interviews and observations.

Implementation of Pancasila Education
Learning

Although there are differences in
implementation, observations show that
Pancasila Education instruction in three

elementary schools largely adheres to the
Lesson Implementation Plan (RPP) as
specified in the Independent Curriculum. An
introduction (material explanation), a primary
topic (discussion or assignments), and a
conclusion (brief reflection) usually make up
the learning flow. Nevertheless, observations
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show that student participation is typically
passive, particularly during the main session
when the teacher exercises control through
lectures. Students respond to factual questions
regarding what constitutes honesty in the
majority  of  one-way  teacher-student
exchanges. At SDN 1 and SDN 2, basic
PowerPoint presentations are utilized in
conjunction with textbooks and whiteboards as
the primary learning media. Due to a shortage
of projectors, SDN 3 does not employ digital
media. According to an interview, learning
films are rarely used:

"Usually I just use textbooks and
whiteboards." Because classroom facilities are
restricted, movies are rarely used, and I'm not
sure how to create entertaining videos for the
kids. (G2)

"I've attempted using YouTube videos,
but the information doesn't exactly fit the
message of honesty I'm trying to get over.
Perhaps a carefully produced video would be
more beneficial. (G4)

The cognitive domain was the main focus
of learning activities, such as comprehending
the meaning and applications of honesty.
There were written homework projects,
including producing a report on Pancasila
values or a tale on an honest experience.
However, because these tasks lacked in-depth
thought or simulations of real-life scenarios,
observations revealed that they did not
promote the internalization of honesty.

Data from observations and interviews
were coded in order to find trends and themes.
As shown in Table 2, the initial codes
produced by the data reduction step were

further categorized and categorized into
themes.

Table 2. Initial Coding Results, Categories, and

Themes
Code  Category Topic
Gl- Learning strategies  Lecture + limited
C1 discussion
G2- Learning media Simple textbook & PPT
C2
G3- Student Written homework,
C3 assignments simple reports
G4- Obstacles Limited digital facilities
Cc4
GS- Potential of video High interest, training
C5 media needed
According to coding analysis, most

teachers (Gl, G2, G3, and G5) taught
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Pancasila Education mostly through lectures,
with little group discussion because of time
constraints. Only two instructors (G1, G4) in
schools with projector equipment used
PowerPoint; textbooks and whiteboards were
the most common forms of learning media in
all schools. Assignments for students were
primarily on producing stories or reports, but
they were not well-designed to promote the
use of honesty ideals in practical contexts.
Limited digital facilities (G2, G3, G4) and
teachers' inexperience with creating interactive
media (G2, G5) were the primary obstacles
found. All of the informants, however,
indicated a strong desire to use animated video
content, even though they required training to
create pertinent content.

Obstacles for Teachers in Instilling an
Attitude of Honesty

Interviews with five Pancasila Education
teachers at three public elementary schools in
Mojosongo District identified several obstacles
to instilling honesty. Teachers reported limited
learning time, a lack of interactive media, and
low student awareness as key obstacles.
Observations revealed that learning activities
often focused on delivering cognitive material,
leaving little focus on reflection on honesty.
One teacher stated:

"The kids wunderstand the value of
honesty, but they continue to cheat on exams.
A simple lesson alone is not enough to
influence behavior. (G4)

Additionally, teachers' attempts to
generate compelling learning are hampered by
a lack of resources, such as restricted access to
projectors or pertinent video content. Another
external issue is peer pressure, since students
often copy dishonest behavior from their
peers. Data from observations and interviews
were coded in order to find trends in the
barriers. The codes, categories, and themes
that arose from the analysis are compiled in
Table 3.

Table 3. Coding Results of Barriers to Cultivating

an Honest Attitude
Code  Category Themes
Gl- Internal constraints  Lack of student
H1 motivation
G2- External constraints  Lack of visual media
H2
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G3- Environmental Lack of positive peer
H3 factors influence

G4- Time constraints Focus on the cognitive
H4 domain

G5- Lack of training Inability to develop
H5 media

Coding analysis revealed that the main
obstacles to instilling honesty include both
internal and external constraints. Internally,
low student motivation (Gl, G4) and the
difficulty of changing behavior through
conventional ~methods pose significant
challenges. Externally, the lack of visual
media (G2, G5) and negative peer influence
(G3) exacerbate the situation. Furthermore,
limited learning time (G4) causes teachers to
prioritize cognitive domains over attitudes,
while a lack of training in interactive media
development (GS5) hinders learning innovation.

The Potential of Canva-Based Animated
Video Media

Interviews with five Pancasila Education
instructors at three public elementary schools
in Mojosongo District indicated favorable
perceptions regarding the possibilities of
Canva-based animated video media. Educators
asserted that animated videos are effective in
engaging pupils and promoting the instillation
of values related to honesty through contextual
visual tales. They emphasized the necessity for
technical expertise to create content utilizing
Canva. A teacher remarked:

"The availability of simple yet captivating
animated videos would facilitate children's
comprehension of the importance of honesty."
However, 1 do not fully comprehend how to
create them in Canva. G5

Educators contended that animated videos
may mitigate the constraints of traditional
lectures by illustrating narratives or
simulations pertinent to students' experiences,
although facing obstacles related to limited
resources and time for implementation. The
interview data were examined using a coding
procedure to discern patterns associated with
the potential of animated video media. Table 4
delineates the codes, categories, and topics that
surfaced.
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Table 4. Coding Results of the Potential of

Animated Video Media
Code  Category Theme
Gl- Benefits of video Facilitating character
P1 media building
G2- Technical Device and time
P2 constraints constraints
G3- Opportunities for Students love Canva-
P3 innovation based videos
G4- Content relevance Visual content supports
P4 internalization
G5- Training needs Technical training for
P5 teachers is needed

Coding analysis indicated that educators
concur that Canva-based animated video
media have considerable potential to enhance
Pancasila Education, especially in fostering
honesty (G1, G3, G4). Animated movies are
deemed interesting for pupils and effective in
imparting character values through visual
storytelling (G3, G4). Nonetheless, technical
limitations, like restricted devices and time
(G2), together with the necessity for teacher
training in utilizing Canva (GS5), are issues that
must be resolved to actualize this potential.

This study demonstrated that Pancasila
Education instruction in three public primary
schools in Mojosongo District predominantly
use lecture methods and traditional media,
such as textbooks and whiteboards, resulting
in student involvement that is largely passive
and concentrated on the cognitive domain.
Despite  adherence  to  the  Lesson
Implementation Plan (RPP), this methodology
fails to facilitate the internalization of honesty
principles due to the absence of interactive
media and assignments that promote
attitudinal reflection. The primary challenges
encountered by educators consist of restricted
instructional  time, insufficient  visual
resources, the impact of the student milieu,
including negative peer influences, and
inadequate instructor proficiency in creating
new media. Teachers indicated favorable
views regarding the potential of Canva-based
animated video media, deeming it pertinent for
engaging students' attention and enhancing
character development through contextual
visual narratives. Nonetheless, the execution
of this media was obstructed by inadequate
equipment and the necessity for technical
training for educators. These findings highlight
the necessity for creative educational media
that facilitate character education, with Canva-
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based animated video media serving as a
viable alternative that necessitates technical
support and training for optimal effectiveness.

The instruction of Pancasila education in
elementary schools within Mojosongo District
predominantly employs lecture methods and
traditional media, hence constraining the
absorption of principles related to honesty.
Principal impediments encompass a deficiency
of creative media, temporal limitations, and
the impact of pupils' surroundings. Pancasila
education instruction in three public primary
schools in Mojosongo District is structured
according to the Independent Curriculum
(Kurikulum Merdeka) lesson plan (RPP),
although predominantly employs lecture
methods utilizing traditional media such as
textbooks and whiteboards. Observations
indicate that teacher-student interactions are
unidirectional, characterized by an absence of
interactive media, including videos. As a
result, education emphasizes cognitive areas,
such as comprehending the definition of
honesty, and fails to promote the
internalization of attitudes through reflection
or simulation.

Research indicates that active learning
methodologies, including STEM-oriented
digital classroom frameworks and the
implementation of smartboards, can improve
higher-order thinking skills (HOTS) and
character  education  (Zainil et al.,
2022)(Abdullah et al,, 2021). Active
methodologies, such as multidimensional
curriculum design, student engagement, and
motivational  strategies,  facilitate  the
development of higher-order thinking skills
(Sekwena, 2023; Yosepha et al., 2023). The
regular application of HOTS-based questions
and a constructivist methodology effectively
enhances critical thinking (Sidiq et al., 2021;
Minarni & Napitupulu, 2020), however
altering  teaching practices necessitates
considerable work (Drenoyianni & Kourtis,
2022).

These findings reveal a disparity between
existing educational methods and the proactive
strategies required to properly cultivate the
value of honesty. Investigations conducted in
three public primary schools within the
Mojosongo District revealed both internal and
external impediments to fostering honesty via
Pancasila  Education. Internally, teacher
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readiness is constrained by insufficient
training in developing activities aimed at
shaping attitudes, while students exhibit
diminished motivation to practice honesty due
to peer influence. Externally, constrained
resources like projectors and digital media,
along with an evaluation system emphasizing
cognitive dimensions, impede the development
of attitudes. These obstacles are systemic,
entrenched in educational practices that
emphasize academic success and a learning
environment that fails to foster the
contemplation of character values.

Social learning theory posits that the
formation of attitudes is shaped by the learning
environment and social interactions (Sijabat,
2024; Legg, 2023). Ajzen's theory of attitude
development has been utilized in research on
language acquisition and environmental
attitudes (Alhamami, 2022; Babhri et al., 2022),
while investigations into learning
environments that foster sustainable attitudes
have been conducted in youngsters (Sharma,
2022). The implementation of social learning
theory in health education underscores the
significance of the learning environment
(Mukhalalati et al., 2022), while the historical
evolution of this theory from Sears to Bandura
illustrates its adaptability (Grusec, 2020). The
findings indicate that systemic hurdles can be
surmounted through principal support, parental
engagement, and media infrastructure, thereby
reinforcing a values-based learning culture.

Interviews with five Pancasila Education
instructors at three public elementary schools
in Mojosongo District revealed that Canva-
based animated video media might effectively
mitigate obstacles in promoting honesty,
including insufficient interactive media and
low student involvement. Educators regard
Canva as an accessible platform for producing
captivating visual content that resonates with
students' experiences and communicates the
significance of honesty through narratives or
simulations. Nonetheless, gadget constraints
and teachers' insufficient technical abilities

pose obstacles to application, requiring
training to optimize the utility of this
instrument.

Research indicates that visual media,
including films and comics, effectively
enhance character education and boost student
engagement (Subur et al., 2024; Murti et al.,
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2020). The Visual, Auditory, and Kinesthetic
(VAK) strategy has demonstrated efficacy in
enhancing reading abilities among dyslexic
individuals, however its relevance in other
contexts is uncertain (Ziadat, 2021; Fallace,
2023). The incorporation of local wisdom and
cultural values into educational media
facilitates character development (Nurasiah et
al., 2022; Yusuf, 2023), whilst tactics like role
modeling and school-centered practices
enhance character education (Aningsih et al.,
2022). Collaborations with parents and an
emphasis on sustainability competences have
produced favorable outcomes (Levchyk et al.,
2021). The findings indicate that Canva-based
animated video media may serve as an
innovative solution to character education
challenges, contingent upon sufficient training
and infrastructure support. This study
theoretically advances character education
theory by emphasizing the significance of
visual media in internalizing the principle of
honesty, enhancing Pancasila Education
pedagogy, and reinforcing the theory of
technology-based learning media, such as
Canva. The findings advocate for educators to
utilize animated video media, administrators to
endorse technical training, and media
developers to produce material rooted on local
expertise.

This study underscores the necessity of
incorporating interactive technology into the
Independent  Curriculum and enhancing
teacher training to advance character
education. This study has limitations,
including a restricted sample size of five
teachers, geographical focus solely on
Mojosongo District, a brief observation period,
and potential subjectivity in qualitative data
interpretation, which may impact the
generalizability of the results.

Conclusion

This study indicates that Pancasila
Education in elementary schools within
Mojosongo District is impeded by a cognitive-
centric lecture methodology and insufficient
interactive media, compounded by inadequate
infrastructure, time constraints, and the impact
of students' social environments. However,
Canva-based animated video media presents
an innovative solution to enhance the



Proceeding of the 5™ International Conference on Social Sciences and Education (ICSSE 2022) - icsse.ppkn.org

internalization of honesty values, contingent
upon the provision of technical training.
Consequently, educators are urged to
creatively utilize animated video media, school
leaders are anticipated to spearhead
technological training and the availability of
digital resources, and legislators are requested
to incorporate interactive media into the
Independent Curriculum to enhance character
education. Future research must increase the
number of informants and the geographical
scope to enhance insights and address the
limitations of this study.
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