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Abstrak

Minat belajar pendidikan jasmani sering kali kurang optimal karena penggunaan media pembelajaran yang
kurang inovatif. Media pembelajaran interaktif menawarkan potensi untuk meningkatkan minat belajar, namun
efektivitasnya perlu dianalisis lebih lanjut. Penelitian ini bertujuan untuk menganalisis dampak penggunaan
media pembelajaran interaktif terhadap peningkatan minat belajar pendidikan jasmani menggunakan analisis
inferensial. Jenis penelitian ini adalah eksperimen dengan desain one-group pretest-posttest. Subjek penelitian
terdiri dari 40 mahasiswa yang mengambil mata kuliah permainan bola kecil. Metode pengumpulan data yang
digunakan dalam penelitian ini yaitu tes dan angket minat belajar sebelum dan sesudah pemberian perlakuan
(media pembelajaran interaktif) serta menggunakan instrumen berupa lembar kuesioner. Setelah data
dikumpulkan kemudian dianalisis menggunakan uji statistik parametrik. Hasil penelitian menunjukkan bahwa
media pembelajaran interaktif secara signifikan meningkatkan minat belajar pendidikan jasmani, dengan
perbedaan skor pretest dan posttest yang mendukung hipotesis penelitian. Kesimpulan menunjukkan bahwa
media pembelajaran interaktif efektif dalam meningkatkan minat belajar, memberikan implikasi bagi pendidik
untuk memanfaatkan media serupa guna memperbaiki kualitas pembelajaran.

Kata Kunci: Media Pembelajaran Interaktif, Minat Belajar, Pendidikan Jasmani
Abstract

Interest in learning physical education is often less than optimal due to the use of less innovative learning
media. Interactive learning media offers the potential to increase learning interest, but its effectiveness needs to
be further analyzed. This study aims to analyze the impact of using interactive learning media on increasing
interest in learning physical education using inferential analysis. This type of research is an experiment with a
one-group pretest-posttest design. The research subjects consisted of 40 students who took the small ball game
course. The data collection methods used in this study were tests and questionnaires of interest in learning
before and after treatment (interactive learning media) and using instruments in the form of questionnaire
sheets. After the data is collected then analyzed using parametric statistical tests. The results showed that
interactive learning media significantly increased interest in learning physical education, with differences in
pretest and posttest scores supporting the research hypothesis. The conclusion shows that interactive learning
media is effective in increasing interest in learning, providing implications for educators to utilize similar media
to improve the quality of learning.

Keywords: Interactive Media, Interest in Learning, Physical Education

1. INTRODUCTION

Physical education and sports have been side by side for a long time (Asiva Noor
Rachmayani, 2022; Holis et al., 2021). The success and completeness of student learning is
found in the process, the learning process and practice is the process of creating an
environmental system that can create the achievement of learning goals (Annisa et al., 2023;
Windayanti et al., 2023). Learning in schools has several factors, namely, learning, learning,
learning strategies, media and environment which can create a system that makes
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relationships with each other interact to improve good learning outcomes for all students with
learning. Physical Education, Sports and Health (PJOK) is one of the aspects that is really
needed by students in realizing national education goals to form attitudes, behavior,
discipline, honesty, cooperation and improve physical fitness and health. PJOK is a learning
to move through movement that is integrated with science and sports so that it can be
accepted by students (Akhmad et al., 2022; Kesuma et al., 2021; Putra et al., 2021). Learning
media is an important part and helps determine learning success. Teachers must have good
teaching skills who can operate interesting and innovative learning media so that learning can
be centered to encourage students to learn, motivation, interest, creativity, initiative,
inspiration, innovation and independence can be realized as well as possible to participate in
learning. The use of ideal learning media is part of the teacher's teaching method
(pedagogical) abilities as stated in Government Regulation Number 74 of 2008 concerning
Teachers (Moerianto et al., 2020; Rahmiati & Neviyarni, 2021). The learning process in the
current era of globalization is experiencing quite big challenges, as well as the extraordinary
development of science and technology (IPTEK).

The rapid development of science and technology provides innovation in learning so
that students can easily accept the material being taught, especially various learning media
that can be used by teaching staff to provide teaching materials for learning. Currently, the
internet is used as a learning resource for students, especially in PJOK subjects at school by
providing interactive learning media (Kurnia & Edwar, 2022; Maishara et al., 2023;
Pamungkas, 2024). Media is a form of means of connecting information for learning. Media
can be said to be interesting if it can awaken and foster students' learning motivation, as a
stimulus for students to study actively and enthusiastically and students can be interested in the
learning provided by teaching staff. Learning is the delivery of various forms of information
and activities that have been directed to facilitate the achievement of what is known as the
expected learning goal (Mea et al., 2024; Wijayanti et al., 2022). Interactive is a two-way or
more communication process that consists of several communication components.

Based on the description of the statement above, it can be concluded that the definition
of interactive learning media is a means of connecting and conveying information so that
learning activities can communicate in two or more directions, so that there is interaction
between students and educators to achieve the expected learning goals (Ananda et al., 2024;
Aziz & Zakir, 2022; Hafizah, 2023; Suradika et al., 2020). In connection with learning
activities, PJOK teachers have made observations of the process of learning activities carried
out. Where the PJOK teacher found that there were students who were still not serious about
following the material provided. Students tend to be limited in practicing movements.
Students tend to feel bored with the material presented by the teacher during learning activities.
With these conditions, the teacher thinks to find a way to solve the problem. The first step that
needs to be completed is to increase student motivation. To increase student motivation, an
interesting learning design is needed, one of which is modifying existing games. The
importance of increasing student motivation in learning activities is considered to be the initial
capital for achieving learning goals. Apart from that, motivation is one of the internal factors
that is very important in influencing student achievement (Agustina et al., 2021; Harefa et al.,
2023; Rafiola et al., 2020). Motivation is the driving force or incentive for someone to do
certain things even though they basically don't like it. Direction leads a person to search,
approach and interest, while intensity refers to a person's sincerity in making efforts under
certain conditions. Therefore, student motivation needs special attention before taking the
next step (Anger et al., 2022; Kusumawati et al., 2023).

Several studies related to student learning motivation show similar results significant
analysis results show that the use of technology-based learning methods can increase
students' learning motivation through the use of multimedia, learning applications and e-
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learning (Safaruddin et al., 2020; R. M. Sari et al., 2021). Therefore, it is recommended that
schools pay attention to the use of technology in learning to increase student learning
motivation. Other research explains that the results obtained from the pretest and posttest
showed that there was a difference in scores or an increase in scores before being given
treatment and after being given treatment. The R Square value was 47.3%. It can be concluded
that interactive learning media has a significant effect on motivation student learning in
physical education, sports and health subjects. The results of the research show that the
results of the sample paired t-test show that the sig (2-tailed) value from the pretest-posttest
for the experimental class and the control class has value. 0.000 which is smaller than the
value of 0.05. Conclusion: 1) there is a significant influence between online PJOK learning
on learning motivation, 2) there is a significant influence between online PJOK learning on
critical thinking, 3) there is a significant influence between online PJOK learning on learning
motivation and critical thinking skills in class students (Danso et al., 2024; Segura-Robles et
al., 2020).

In contrast to previous studies that only focused on the aspect of using technology or
conventional learning media, this study offers novelty in the form of applying game
modifications as an interactive learning media integrated with PJOK. This research is
essential in order to overcome the problem of low student motivation. Without adequate
motivation, students tend to find it challenging to achieve optimal learning goals. In addition,
this research is relevant to the challenges of the globalization era, which requires innovation
in learning to increase student engagement. This study aims to analyze the impact of game-
based interactive learning media on student learning motivation in PJOK learning.
Specifically, it aims to determine the effectiveness of game modifications in increasing active
student involvement, increasing the attractiveness of learning, and encouraging students to be
more serious in understanding and practicing the material taught. This research is expected to
contribute to the development of innovative and relevant learning methods in the modern era.

Then students also provide responses and opinions about the application of interactive
learning which students think is more interesting. Therefore, the research in this article can be
said that interactive learning media is suitable for use in the Indonesian language learning
process both in the classroom and in independent learning to improve understanding, quality
and provision. learning student. Therefore, the researcher tried to conduct an experimental
study on the impact of interactive media on physical education learning motivation as well as
testing the theory of whether there is a significant impact or not in physical education
learning.

2. METHOD

The method used in this research is quantitative research with the experimental type
Pre-Experimental Design (Arib et al., 2024; R. J. Sari & Hermawan, 2023). This design was
chosen to determine the cause-and-effect relationship between the independent variable
(treatment) and the dependent variable (measured results) under conditions that do not yet
have a control group. This study used a One Group Pretest-Posttest design, in which subjects
were given an initial test (pretest), given treatment (intervention), and then a final test
(posttest). This design allows researchers to observe changes that occur before and after
treatment is given, even though there is no comparison from the control group. The research
subjects consisted of 40 students of the Faculty of Sport Science, who were selected using a
simple random sampling technique. This technique is done randomly so that each student has
an equal chance of being selected as a sample. All selected students fully participated in the
pretest, treatment, and posttest activities. The research data were collected using test and
questionnaire methods with test instruments (pretest and posttest) and questionnaire sheets to
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assess students' responses to the learning media provided. The test instrument was prepared
based on a validity grid that refers to the learning indicators to be achieved. The data analysis
method was carried out using quantitative descriptive statistics to see the distribution of
student learning outcomes, as well as inferential statistics using paired sample t-test to
determine the significant difference between pretest and post-test scores.

3. RESULTS AND DISCUSSION

Results

Research on the effectiveness of implementing interactive learning media on
motivation to take elementary school subjects has been carried out in high schools in Medan
City. The learning process takes place over two meetings with a time allocation of two lesson
hours, each lesson consisting of 30 minutes. The instrument used in this research is in the form
of test questions related to student learning motivation. The instruments used must have passed
validity and reliability tests. This instrument is used as an evaluation tool to collect pretest and
posttest data. Researchers will discuss the results of research on the effectiveness of
implementing interactive learning media on motivation to take PJOK subjects. Based on the
calculations and testing of the data above, it was found that there is an influence on how
effective the application of interactive learning media is on students' motivation to take PJOK
subjects during current online learning. This interactive learning media is a learning media that
functions as a trigger or learning stimulus for students so that students are interested in learning
and do not get bored with the learning process and students grasp the material more quickly
accompanied by interactions between students and teachers previously triggered through
interactive learning media. However, the availability of facilities to assist learning, such as
LCDs in each class, are not utilized properly by teachers. On the other hand, when the
learning process takes place, there must be motivation from students to participate in
learning. Motivation can be called an urge to do something that is enjoyable when they do it,
no matter that the activity is not easy to do and is actually difficult. The results of the
Descriptive Analysis are presented in Table 1.

Table 1. Descriptive Analysis

N Minimum Maximum Mean Std.
Pre-Test 40 70 103 83.50 7.868
Post-Test 40 71 109 90.40 10.340
Valid N 40

Based on the results of the data obtained, for the pre-test score the minimum score
obtained was 70 and the maximum score was 103 and for the post-test score the minimum
score obtained was 71 and the maximum score was 109. The pre-test average was 83.50 and
for post-test namely 90.40. The pre-test and post-test results have increased. This is indicated
by a significant change in the average value. The results of the Kolmogorov-Smirnov
Normality Test are presented in Table 2.

Table 2. Kolmogorov-Smirnov Normality Test Results

One-Sample Kolmogorov-Smirnov Test
Unstandardized Residual
N 31
Normal Parameters Mean 0.0000
Std. Deviation 6.2059
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One-Sample Kolmogorov-Smirnov Test
Unstandardized Residual

Most Extreme Differences Absolute 0.113
Positive 0.61
Negative -113

Test Statistic 0.113

Asymp. Sig (2-tailed 0.200

Data from the homogeneity test results obtained values significance from the similarity
of the variance to the sig value. The homogeneity test calculation in this study used SPSS 25
on Levene Statistics. Based on the data obtained shows when the level significance is set to
0.5 then it can be concluded that the data has variants homogeneous because its significance
is less than 0.5. The T-test results are presented in Table 3.

Table 3. T Test Results

Paired Samples Test Paired Differences

95% Confidence Interval of The t df 8'9' (2-
: tailed)
Difference Upper
Pair Pre-Test  Post-Test -4.56 -4.984 30 0.000

The results of the t test were carried out with the aim of seeing the effectiveness of using
interactive media, whether it was able to increase physical education learning motivation.
Apart from that, the t test will also show real differences before and after implementing web-
assisted interactive learning media. Based on the test results in table 3 above, the calculation
of the t test results is the value significance of 0.000 or <0.05. This shows that there is a
significant difference between the pre-test before using interactive learning media and the
post-test after using interactive learning media.

Discussion

The results obtained from the pretest and posttest for students at the Faculty of Sports
Science, Medan State University, showed that there was a difference in scores or an increase
in scores before being given treatment and after being given treatment. Interactive learning
media has a very good impact on students at the Faculty of Sports Science, Medan State
University, they really pay attention or focus on ongoing learning and students are motivated
to take part in learning, because students have never previously been given interactive
learning media by lecturers at the Faculty of Sports Science, Medan State University. . Based
on the significant differences in the pretest-posttest scores, the results can show that learning
with the support of interactive learning media is better than previously used media such as
PDF previews, Word and books. The effectiveness indicator is also measured by the
production costs which are cheap and do not take a long time. During the learning process,
the level of impact is measured over time, and delivering learning using interactive learning
media tools is relatively faster. Based on the statement above, it can be concluded that using
interactive learning media is more effective than using previous media. The effectiveness of
implementing interactive learning media has a positive effect on learning by 48.3%.

This research has several advantages, such as introducing learning media that is
innovative, accessible, affordable, and efficient in production. Its effectiveness is also
evidenced by the significant difference between pretest and post-test scores and it’s
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contribution to providing alternative learning media development solutions in higher
education institutions. This research provides empirical evidence that interactive learning
media improves learning outcomes and builds student motivation to participate actively. This
media can be a reference for lecturers in various faculties to design more exciting and
practical learning. The use of interactive learning media has significant implications in
education, especially at the tertiary level (Kharismatunisa, 2023; Tuma, 2021). Lecturers can
utilize this media to improve the quality of learning, and institutions can develop digital-
based curricula (Kharismatunisa, 2023; Winoto, 2022). In addition, this media has the
potential to support online learning more effectively. However, this study has several
limitations, including the scope of subjects being limited to students of the Faculty of Sports
Science, State University of Medan, so that the results cannot be generalized, the limited
duration of the study so that the long-term effects are unknown, and the absence of
comparison with other types of interactive media. Therefore, future research should expand
the research subjects to other faculties or institutions, conduct longitudinal studies to see
long-term impacts, and compare various types of interactive media to determine the most
influential media. Thus, future research is expected to provide more comprehensive insights
into the use of interactive learning media.

4. CONCLUSIONS

This study concludes that the proposed hypothesis is accepted: interactive learning
media increases physical education. The research results of the data analysis show that
interactive methods affect the growing interest in learning physical education. This study
provides practical implications in the form of encouragement for educators to further
integrate interactive media in learning strategies to create a more engaging and valuable
learning experience. However, this study has limitations: it covered a limited sample and did
not explore other variables such as students' backgrounds or individual learning styles.
Therefore, future researchers should research with a broader sample and consider additional
factors influencing learning outcomes to gain a more comprehensive understanding.
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