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1. INTRODUCTION

The success of a nation or country depends on the quality of its human resources, including
education, which is a key component in the quality of human resources. Even in the midst of
intense global competition, improving the quality of human resources can still be done. Therefore,
this refers to the educational objectives contained in the National Education System. The quality
of a country's education system is very important because investing in its people is among the
surest ways to improve the overall standard of living. Teachers, in particular, are among the most
powerful agents in improving human resources because of the important role they play, the
responsibility they assume in creating assignments, and the challenges they face in finding
solutions.

The quantity and quality of a country's human resources that are able to adapt to the
information and technological demands of the fourth industrial revolution is a component in the
HR progress index (Rohida, 2018; Shite, 2018). Keeping up with existing trends requires better
education in Indonesia. Students are expected to actively participate in their own learning as part
of the current curriculum. Teachers are required to do more than just lead lessons; they must also
account for knowledge transfer, or how students will absorb and ultimately understand the
material.

The use of teaching media allows teachers to simplify difficult thoughts for their students.
Apart from that, media can be seen as a channel that carries information from one source to another
(Jalius & Ambyiar, 2016: 2). Media with the ability to concretize intangible thoughts are among
the anticipated types of media; for example, lectures presented with animation will be more
interesting, easy to access, easy to understand, and full of variety. Teachers of course benefit from
the easier it is to create learning materials thanks to developments in computer technology.
Learning media also functions as a basic component and complementary tool for effective
education. Media in the form of interactive multimedia can be utilized, according to Kurniawati
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and Nita (2018: 70). Various studies have shown that students' ability to understand complex ideas,
complete assignments, and think critically can be improved through the use of interactive
multimedia.

Incorporating visual and auditory elements into the learning process can increase its
effectiveness, captivate students, and facilitate their understanding and engagement with the topic.
Additionally, educators have the power to improve classroom teaching by doing things like
creating an environment that inspires students and offering post-learning assessments.

A problem that often arises is that students tend to absorb a lot of theoretical information,
but relatively little practical knowledge. Students have difficulty absorbing the material presented
by teachers in class, especially in science and science classes, because class teaching is more
focused on students' conceptual understanding of topics. Another factor that can influence lesson
implementation is the use of learning materials that are below standard. Students in science and
science classes often report that they feel bored due to the lack of interesting material used in class
(Sulthon, 2017: 53).

Due to a lack of understanding, the majority of students consider IPAS to be boring
education. Therefore, it is the responsibility of teachers to interest their students in learning by
making connections with the real world. A person's interest will be piqued when they pay attention
to something, which in turn will increase their curiosity and encourage them to seek out more
information. As a tool in learning planning, teachers must feel comfortable with media and be
proficient in conveying complex ideas in various formats (Ariyanti et.al., 20021:77).

Motivating yourself academically is very important for students. It is expected that students
will strive to achieve good results, as learning becomes more challenging as their interest in the
subject matter wanes. It's not just the teacher who is to blame when students are not interested in
learning, but there are several factors that play a role. These considerations include both internal
and external components. That is the reason why students are not interested. If these various
factors, such as learning media, facilitate learning, students will not have difficulty following
lessons and can make it easier for them to accept what is conveyed by their teacher (Baringbing et
al., 2022).

Researchers who researched science and science learning reported that students' motivation
in studying science and science subjects was relatively poor based on the first observation
conducted on 23-30 October 2023 at SD Inpres Kuanino 3. Students were not actively involved in
their own learning because the teachers mostly only explained and rarely use learning media.
Teachers also rely heavily on textbooks for their students' education. Students in science classes
appear disengaged, distracted, and unmotivated to learn. In addition, even though the minimum
score for science topics is 70, there are still many students who have not achieved the score needed
to graduate. Of the 49 students, only 20 (40.81%) had fulfilled the KKTP (Minimum Completeness
Criteria), while 29 (58.18%) had not. This shows that a large number of students still have not met
the completeness of the learning objectives. This situation reduces the significance of learning,
and has the potential to reduce students' enthusiasm in studying science, which ultimately impacts
their final grades. At SD Inpres Kuanino 3, students are not very interested in learning, and this is
partly due to the school's ineffective use of learning materials.

With this context, researchers came to the conclusion that the use of learning media by
teachers has an impact on student learning motivation. Therefore, researchers are interested in
conducting a study with the title "The Influence of Interactive Animation Media on Interest in
Learning in View of Student Learning Results in Class IV Science Subjects at SD Inpres Kuanino
3"

2. RESEARCH METHOD
In this study, researchers applied an experimental approach methodology to conduct
quantitative research. A total of 49 participants were included in this research, and the sampling
method used was nonprobability saturation sampling. Data collection approach involving
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observation, testing and documentation. The t-test and hypothesis testing were used to evaluate
the data.

3. RESEARCH RESULTS AND DISCUSSION
3.1.Research result
The following table displays the results of the student discipline survey:

Table 1. Experimental Class Learning Results

Statistics

pretest Let's

experiment post Let's experiment
N Valid 27 27

Missing 0 0

Mean 52.59 82.59
Median 50.00 85.00
Mode 45 85
\ariance 98.789 69.943
Range 35 30
Minimum 40 70
Maximum 75 100
Sum 1420 2230

Before receiving treatment, students in the experimental class took a pre-test with an average
score of 52.59. This allows teachers to measure students' initial abilities. After engaging with
animated interactive media during class, students were given a post-test with 20 multiple choice
questions and evaluation using SPSS 29.0.2.0 for Windows. The average post-test score for the
experimental class was 82.59.

Table 2. Control Class Learning Results

pretest control post control

N Valid 22 22

Missing 0 0
Mean 46.82 65.00
Median 45.00 65.00
Mode 35% 65
Variance 101.299 47.619
Range 35 25
Minimum 35 50
Maximum 70 75
Sum 1030 1430

The data in the table shows that the VB class at Citra Bangsa Christian Elementary School
achieved a validity of 24, an average score of 86.04, a maximum score of 94, and a minimum score
of 78 as a result of implementing discipline, especially by making it difficult for students to break
the rules when coming to and leaving school. .

Normality Test

The normality test examines whether the student questionnaire data is distributed regularly or
not. Statistical calculations indicate that the data is normally distributed if the Sig value. < a for
normality testing with a confidence level of o = 0.05. The following table displays the results of the
student questionnaire normality test:
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Table 3. Normality Test

Class Kolmogorov-Smirnov? \ Shapiro-Wilk \
Statistic df Say. Statistic df Say.

Learning Experimental 195 27 .009 .897 27 011
outcomes | Pretest

Post-Test 132 27 200" 948 27 .189

Experiment

Pre-Test Control .168 22 108 925 22 .098

Control Posttest | .227] 22| 004  .920] 22|  .078]

The results from the normality test showed that the significance level of post-test learning
outcomes from the control class was 0.078, whereas the experimental class was 0.189, which means
that the total probability value exceeded 0.05.

Homogeneity Test
Table 4. Homogeneity Results

Levene
Statistic dfl df2 Say.
Student Learning | Based on Mean 2.218 1 47 143
Results Based on Median 1.688 1 47 .200
Based on Median and 1.688 1 46.369 .200
with adjusted df
Based on trimmed mean 2.113 1 47 153

To ensure data homogeneity, researchers can compare the post-test results of the two classes.
There is a probability value of 0.143 which exceeds 0.05, in accordance with the Test of
Homogeneity of Variance table, which shows homogeneity testing. Based on the findings
mentioned previously, the experimental class can apply a strategy, namely implementing animated
interactive material.

The homogeneity data mentioned previously shows that the two classes have the same
variance, which indicates that there is no difference between the two and that the data is normal
and has the same variance. Everyone in both classes is as good or as bad as everyone else; there is
no visible difference between fast students and slow students.

Hypothesis Testing

In deciding whether to reject or accept Ha, hypothesis testing uses a significance threshold, Ha
is accepted if the significance level exceeds 0.05, conversely HO is rejected if it is less than 0.05. To
test the difference in means, an Independent Sample T-Test is needed.

Table 5. Hypothesis Results
Levene's Test
for Equality of
Variances t-test for Equality of Means
Std. 95%
Mean | Error | Confidence
Differe | Differe| Interval of the
F Say. t | df |Significance | nce nce Difference
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One- | Two-
Sided | Sided
p p Lower | Upper
Student [Equal 2.218] .1437.910 47 <.001] <.001] 17.593 2.224] 13.118 22.067
Learning |variances
Outcomesjassumed
Equal 8.068/46.98 <.001| <.001| 17.593 2.181 13.206 21.979
variances not 7
assumed

Based on the data in table 4.9, the average post-test learning outcomes for the experimental
class reached 82.59 while for the control class it reached 65.00. This means there is a difference of
17.59 points between the post-test mean scores of the two groups, indicating that the experimental
group had better results overall. The post-test results were averaged for the experimental group and
the control group. The substantial impact of animated interactive media on learning outcomes was
then tested through the Independent Sample T-Test. Hypothesis test findings in table 4.10 The t-
test, especially the sig value, shows that animated interactive media significantly influences the
learning interest of fourth grade students at SD Inpres Kuanino 3. It can be seen from the significant
results that the value is smaller than 0.05 in t-test 2 side is carried out with the assumption of the
same variance, namely rejecting HO and accepting Ha.

3.2.Discu

ssion

Based on the results of this quasi-experimental research, the aim of this research is to
compare the effect of traditional learning models with animated interactive media on students'
ability to remember information. The influence of animated interactive media on students'
interest in learning at SD Inpress Kuanino 3 has been found, based on the data that has been
collected. All fourth-grade students were divided into two groups for this study. Animated
interactive media was used experimentally, while the control group relied on traditional learning
techniques. Various analyzes demonstrate the importance of student learning outcomes, leading
to the research conclusions.

Sig value. (2-side) was found to be less than o in hypothesis testing using the t-test in SPSS
version 29 using the Independent Sample T-Test so that the hypothesis could be accepted. After
that, students are given a post-treatment test to measure their level of understanding after being
exposed to traditional learning models or animated interactive media.

A number of conclusions have been drawn from calculations that have been evaluated using
the SPSS 29 program. One of them is the fact that the science learning outcomes of the two
groups are significantly different before and after the intervention. This is due to the fact that, in
contrast to more traditional methods, animated interactive learning media places greater
emphasis on learning tasks designed to ensure that students fully understand the subject matter.
The average value of student learning outcomes shows this. A better mean score of 82.59 was
achieved at the follow-up assessment. In addition, the control group who received traditional
teaching had an average IPAS score of 65.00.

This proves that the two sets of students' final grades are different. The second result is
based on inferential statistics using homogeneity tests, hypothesis tests and normality. The results
of SPSS version 29 Independent Sample T-Test to test the hypothesis show that student learning
outcomes are less than 0.01, confirming the acceptance of the null hypothesis that there is no
median effect of interactive animation on students' learning interest at SD Inpress Kuanino 3.

This shows that students who learn using animated interactive media are much more
engaged in IPAS than those who learn in more traditional ways. Different treatments provide
variety, which in turn influences students' motivation to learn. Interest in professional
development among educators is also influenced by these issues. When students pay close
attention during the continuous discovery and proof stages because of a sincere desire to
understand and learn, Ariyanti (2021: 78) says that they are interested. Attention increases the
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need to know, understand, and prove more about a matter, which in turn increases the presence
of interest. The ability to effectively prepare engaging content and media for use in the classroom
is essential for every educator.

This hypothesis suggests that students will be more engaged in their learning if their teachers
are skilled in managing the learning process and utilizing learning resources effectively. For
example, one way is to include animated interactive media into learning activities. Researchers
in the past have used animated interactive media extensively, and their findings show that this
media can increase student engagement with the material.

Furthermore, in line with the findings of research by Asmayani et al. (2023) that students
had an average score of 78.5 on the pre-test and an average score of 89.65 on the post-test after
receiving animated interactive media treatment. With a paired sample test value of 89.65 > 78.5,
it can be concluded that the results were statistically significant between the pre-test and post-
test. Fifth grade students at UPT SPF SD Negeri Kalukuang Il Makasar were proven to have the
influence of animated interactive media on their interest in learning, as shown by the t test results
of 0.001 < 0.005.

Students in the experimental class who received animated interactive media treatment
showed a real increase in their engagement with the lesson material, paying more attention and
actively participating in the learning process through questions and discussions. The research
results show that the experimental class outperforms the control class in terms of learning
outcomes, and it is clear that the use of interactive media increases students' enthusiasm for
learning. Fourth grade students at SD Inpres Kuanino 3 benefit from animated interactive media
both in terms of enthusiasm for learning and their performance in achieving learning goals.
Therefore, science and science subjects in particular can benefit from animated interactive media
as an alternative means of improving the quality of teaching.

4. CONCLUSION

The findings from research in class IV of SD Inpres Kuanino 3, together with data analysis
and management, as well as the formulation that has been given, allow researchers to draw the
following conclusions:

Both the experimental group and the control group of science students showed increased
interest in learning when exposed to animated interactive media; the experimental group had a
mean of 82.59 and the control group only 65.00. Based on these findings, the experimental group
outperformed the control group.

Therefore, it shows that the two groups of students achieved different levels of knowledge
acquisition. Statistical analysis of the second test includes the results of homogeneity, hypothesis
and normality tests. By utilizing SPSS version 29 and the Independent Sample T-Test, researchers
can test the hypothesis which states that there is an influence of interactive animation media on
students' interest in learning at SD Inpress Kuanino 3. Because student learning outcomes were
obtained at 0.01 for this test, it can be concluded that the hypothesis was accepted.

5. ACKNOWLEDGEMENT
This research would not have been possible without the support of Citra Bangsa University
of Kupang, especially the PGSD Study Program, and its supervisors who helped direct this
research.

6. BIBLIOGRAPHY
Angelina, M., & Hamdun, D. (2019). Pengembangan Media Peembelajaran Ta’bir Berbasis
Permainan Uno Staco Pada Siswa MA IBNUL QOYYIM PUTRA YOKYAKRTA.
al.Mahara: Jurnal Pendidikan Bahasa Arab, 5(2), 209-232.
Anggraini, I. A., Utami, W. D., & Rahma, S. B. (2020). Analisis Minat Dan Bakat Peserta Didik
Terhadap Pembelajaran. Jurnal Pendidikan Dan Pembelajaran Dasar, 7(1), 23-28.
Arifin, Z. (2016). Evaluasi Pembelajaran. Bandung: PT Remaja Roosdakarya.

901| The Influence of Interactive Animation Media on Students’ Interest in Learning in View
of Learning Results in Class 1V Science Subjects at SD Inpres Kuanino 3 (Rivaldo Adu)



Jurnal llmiah Mandala Education (JIME) e- ISSN: 2656-5862, p-ISSN: 2442-9511

Ariyanti, A., Subekti., E., E., & Listyarini, 1. (2021). Analisis Pandangan Siswa Kelas VI SD
Negeri Purbo 03 terhadap Pembelajara Daring Via Zoom Meeting. Media Penelitian
Pendidikan: Jurnal Penelitian dalam Bidang Pendidikan dan Pengajaran, 15 (1): 77

Armawi, S. (2018). Pendayagunaan Multimedia dalam Pengajaran Bahasa Arab. Jurnal AL
Mahats.

Arsyad, A. (2016). Media Pembelajaran. Jakarta: P. RajaGrafindo Persada.

Azhari A. (2016). Psikologi, Semarang: Dunia Utama 2016.

Cahyadi, A. (2019). Pengembangan Media Dan Sumber Belajar: Teori dan Prosedur, Serang:
Laksita Indonesia. 19-25

Darmadi. (2017). Pengembangan Model dan Metode Pembelajaran dalam Dinamika Belajar
Siswa. Yogyakarta: Deepublish.

Depdiknas RI. (2015). Kamus Besar Bahasa Indonesia. Jakarta.

Ermawita & Nasution, H.N. (2022). Perancangan Bahan Ajar Berbasis Media Pembeajaran.
Jurnal Education and Development, 10(1), PP. 438-444.

Faiz, A, dkk. 2022. “Paradigma Baru dalam Kurikulum Prototipe”. Edukatif: Jurnal IImu
Pendidikan, Volume 4, Nomor 1 (hIm.1548).

Firmansyah, A., & Kurniawan, M. P. (2013). Pembuatan Film Animasi 2d Menggunakan Metode
Frame By Frame Berjudul “Kancil Dan Siput”. Data Manajemen Dan Teknologi
Informasi, 14(4), 10-13.

Gandana, G.(2019). Literasi ICT dan Media Pendidikan dalam Prespektif Pendidikan Anak Usia
DINI.Tasikmalaya, : Ksatria Siliwangi.

Ghozali, 1. (2018). Aplikasi Analisis Multivariate Dengan IBM SPSS 25. Semarang: Badan
Penerbit Universitas Diponegoro.

Hanipa, A. (2019). Analisis Minat Belajar Siswa Mts Kelas VIII Dalam Pembelajaran Matematika
Melalui Aplikasi Geogebra. JPMI (Jurnal Pembelajaran Matematika Inovatif ), 2(5),
315

Hasan, M, dkk. (2021). Media Pembelajaran. Kalten: Tahta Media Group.

Heri. (2019). Meningkatkan Motivassi Minat Belajar Siswa. Dosen Fakultas Agama Islam,
UHAMKA Jakarta.

Indrawan Rully dan Poppy Yuniawati. (2017). Metodologi Penelitian. Bandung: PT. refika
Aditama.

Jalius, N & Ambiyar. (2016). Media Dan Sumber Pembelajaran. Jakarta : Kencana.

Khariani, M. & Febrinal, D. (2016). Pengembangan media pembelajaran dalam bentuk
macromedia flash materi tabung untuk SMP kela IX.jurnal Ipteks Terapan, 10(2).

Kurniawati, 1.D. & Nita, S. (2018). Media Pembelajaran Berbasis Multimedia Interaktif Untuk
Meningkatkan Pemahaman Konsep Mahasiswa. DoubleClick: Journal of Computer an
Information Technology. 1(2), 68-75.

KBBI (2016). Adaptasi. In Forum online]. Diakses dari https://kbbi. kemdikbud. go.
id/entri/adaptasi.(2017).Media Pembelajaran .Jakarta: Rajawali Pers, 6.

Lestari, K, dan Mokhammad, (2017). Penelitian Pendidikan Matematika. Bandung : Defika
Aditama.

Miftah, M.(2014). Sebagai Upaya Peningkatan Kempuan Belajar Siswa. Jurnal Kwangsan Vol.
1-Nomor 2, Desember 2013.

Munir. (2018). Multimedia (Konsep Dan Aplikasi Dalam Pendidikan). Bandung. Alfabeta.

Nugrawiyati, J. (2018). Media Audio Dalam Pembelajaran Bahasa Arab. El-Wasathia: Jurnal
Studi Agama.

Nurani, D, dkk. 2022. Serba-serbi Kurikulum Merdeka. Jakarta: Kemendikbudristek. 2

Rohida, L. (2018). Pengaruh Era Revolusi Industri 4.0 Terhadap Kompetensi Sumber Daya
Manusia. Jurnal Manajemen Dan Bisnis Indonesia.

Rukimin, R. (2016). Multimedia Interaktif Dalam Pembelajaran Bahasa Arab. Prosiding Seminar
Nasional Teknologi Pendidikan 0(0), Article 0.

902| The Influence of Interactive Animation Media on Students’ Interest in Learning in View
of Learning Results in Class 1V Science Subjects at SD Inpres Kuanino 3 (Rivaldo Adu)



Jurnal llmiah Mandala Education (JIME) e- ISSN: 2656-5862, p-ISSN: 2442-9511

Rusli, M. (2017). Multimedia Pembelajaran yang Inovatif: Prinsip Dasar an Model
Pengembangan. s.1.: Penerbit Andi.

S, I. R. K.-K. & Rohaini.(2018). Manfaat Media dalam Pembelajaran. Jurnal AXIOM, 7(1), PP.
91-96.

Sadiman, A. S. (2019). Media Pendidikan Pengertian, Pengembangan Dan Pemanfaatannya.

Sadirman A. M. (2014). Interaksi Dan Motivasi Belajar Mengajar. Bandung: Sinar.

Setiawati, N. S.R. Dan Mia. (2019). Aplikasi Pendidikan Online “Ruang Guru” Sebagai
Peningkatan Minat Belajar Generasi Milenial Dalam Menyikapi Perkembangan
Revolusi Indistri 4.0. Seloka: Jurnal Pendidikan Bahasa Dan Sastra Indonesia, 3(2),
241-246.

Setyosari. (2014). Menciptakan Pembelajaran Yang Efektif Dan Berkualitas. Jurnal Inovasi Dan
Teknologi Pembelajaran, Volume 1, Nomor 1, Oktober 2014 20.

Sugiyono.(2018). Penelitian kualitatif, kuantitatif dan R dan D.Bandung: Alfabeta.

Sulthon. (2019). Pembelajaran Ipa Yang Efektif Dan Menyenangkan Bagi Siswa Madrasah
Ibtidaiyah (MI). STAIN kudus, jawa tengah, Indonesia.

903| The Influence of Interactive Animation Media on Students’ Interest in Learning in View
of Learning Results in Class 1V Science Subjects at SD Inpres Kuanino 3 (Rivaldo Adu)



