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Abstract: The science and science learning implemented at SD Negeri 
Klumprit 01 Nusawungu, Cilacap Regency still uses conventional media, 
which results in a lack of student interest in learning and has an impact on 
student learning outcomes. One learning media that can attract students' 
interest in participating in the learning process is animated video media. The 
aim of this research is to analyze and describe effective learning media to 
increase interest and learning outcomes in science subjects. This type of 
research is quantitative experiment, with A quasi-experimental Design and a 
Nonequivalent Control Group Design. The population members consisted of 
class IVA as the control class and class IVB as the experimental class. The data 
collection techniques used were tests and questionnaire sheets. Data analysis 
in this research used the Independent Sample T Test to test the differences and 
effectiveness of Animation Video Media. The research results show that the 
application of animated video media is more effective than conventional 
media. The results of the analysis of learning interest and learning outcomes 
show that the experimental class has a higher average interest score (82.03) 
compared to the control class (75.88). Meanwhile, the average learning 
outcome score for the experimental class was higher (81.38) than the control 
class (66.15). It was concluded that the application of animated video media 
was more effective than conventional media in the science and sciences subject 
on Building a Civilized Society. 
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Introduction  
 

Education is a very important factor for humans in 
achieving their dreams and goals, therefore education 
must be implemented as well as possible by directing 
various supporting factors. Education is a deliberate and 
planned effort to influence other people to help improve 
student achievement and benefit themselves and those 
around them. Education also plays an important role in 
improving the quality of education, especially in 
producing quality students. Education is very important 
for humans to increase insight and knowledge in life to 
improve welfare (Douwes et al., 2023). As explained in 
the 1945 Constitution, article 31 paragraph 1, namely 
"Every citizen has the right to education". Based on the 

Constitution, it can be concluded that every human 
being has the right to receive a decent education. In the 
implementation of education there are several problems 
that must be resolved, the problems that must be 
resolved include; improving quality, increasing 
efficiency, equalizing services, and instilling character 
values. 

Curriculum is a very important component in 
education. Indonesia is now starting to implement the 
newest curriculum, namely the Merdeka Curriculum. 
The Merdeka Curriculum is present as an effort to 
restore education in Indonesia to deal with learning loss 
and learning gaps due to the Covid-19 pandemic. As the 
name suggests, the Merdeka curriculum seeks to liberate 
or give freedom to teachers in using various teaching 

https://doi.org/10.29303/jppipa.v10i9.8445
https://doi.org/10.29303/jppipa.v10i9.8445


Jurnal Penelitian Pendidikan IPA (JPPIPA) September 2024, Volume 10, Issue 9, 6621-6630  
 

6622 

tools to suit the needs and characteristics of students 
(Ismaya et al., 2021). Daga (2021) stated that the learning 
process in the Merdeka Curriculum directs students to 
feel free to think, free to innovate, learn independently 
and creatively, and free to learn for happiness. Basically, 
the Independent Curriculum seeks to provide 
independence for educators and students to create a 
learning climate that suits their needs in order to 
improve the quality of learning. 

The Merdeka Curriculum focuses on essential 
content, so that the material taught is more concise, 
simple and meaningful (Sanjaya et al., 2022). The 
essential things in the Independent Curriculum led to 
several elements of change at the elementary school 
education level, namely the combining of science and 

social studies subjects into IPAS (Natural and Social 
Sciences). Faiz et al. (2022) states the aim of having 
science subjects so that students in elementary schools 
are better prepared to take part in science and social 
studies lessons which are held separately at the next 
level of education. Science learning aims to make 
students aware that humans as social creatures not only 
need other humans in life but are also very dependent 

on nature. All elementary schools in Nusawungu 
District, Cilacap Regency have implemented the 
Independent Curriculum. The science and science 
learning process in schools is carried out quite well, but 
there are still several shortcomings which have an 
impact on students' low mastery of knowledge 
competencies.  

Therefore, science learning should be done using 
learning media (Ningrum et al., 2024). Learning media 
can help improve students' understanding of the 
material presented. Learning media are very diverse 
(Marpanaji et al., 2018). Learning media in the teaching 
and learning process can arouse students' interest in 
increasing understanding and obtaining information. 
According to Kamaliya et al. (2022) and Yanti (2022) 
Learning media is an intermediary or messenger that 
contains learning for students carried out by educators. 
According to Nurhidayati et al. (2023) and Menrisal 
(2022) Learning media is a learning resource that can 
help teachers to enrich students' perceptions, with 
various types of learning media that teachers can use as 
material to impart knowledge to students. One of the 
appropriate learning media to be used in elementary 
school learning is animation-based video media. 
According to Pujiani et al. (2022) Animated video is the 
movement of one frame after another that differs from 
each other within a predetermined time duration, thus 
creating the impression of movement and there is also 
sound that supports the movement of the image, for 
example the sound of conversation or dialogue and 
other sounds. Animation-based video media is a video 

media program that is designed, developed and used to 
achieve learning objectives (Fahlevi & Muchtar, 2024). 

The use of animated video media makes abstract 
science learning concrete (Lailatul & Efendi, 2022). 
Students are interested in the learning material so that 
class conditions are calmer and concentration will 
develop automatically in each student. The material 
presented by the teacher also looks more concrete and 
clear because with the help of video media students can 
see and hear what the main subject of learning at that 
time is. If these conditions have been created then the 
material presented by the teacher will be easily absorbed 
by students. Based on the results of observations and 
interviews conducted with class IV teachers at SD 
Negeri Klumprit 01 Nusawungu, Cilacap Regency, the 

learning process still experiences several obstacles. Some 
of the obstacles experienced were students' lack of 
interest in participating in learning which resulted in 
students' ability to receive or understand learning 
material, especially science subjects, which was less than 
optimal. These obstacles occur due to several factors, 
namely lack of interest in learning, support for students, 
either from parents or themselves.  

Apart from these factors, the lack of student interest 
in participating in learning is also caused by the use of 
learning media used by teachers as support in delivering 
learning material. The learning media used is 
conventional media, namely pictures, and the use of the 
lecture method also causes a lack of student interest in 
carrying out the learning process, which results in more 
less than optimal student learning outcomes, especially 
in science and science subjects (Pulungan, 2021). 
Limitations in developing learning media and learning 
methods have an impact on students' interest in 
participating in the learning process, which results in 
more less than optimal student learning outcomes. 
Using the lecture method causes students to quickly get 
bored when delivering learning material which results 
in reduced student interest in learning, so that 
sometimes students are not able to optimally 
understand the material presented by the teacher. In 
addition, the use of learning methods is less varied, 
because it only uses lecture and group discussion 
methods. So, it has a negative impact on student interest 
and learning outcomes. 

Based on this background, researchers were 
inspired to test the effectiveness of animated video 
media in seeking better learning to increase student 
interest and learning outcomes through experimental 
research entitled "Effectiveness of Animated Video 
Media for Increasing Interest and Learning Outcomes of 
Class IV Science and Science Lesson Content at Klumprit 
State Elementary School 01 Nusawungu, Cilacap 
Regency”. 
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Method 
  
The method used in this research is a quantitative 

method. Quantitative research methods are research 
methods that are based on the philosophy of positivism, 
used to research certain populations or samples, 
collecting data using research instruments, quantitative 
data analysis, with the aim of describing and testing 
predetermined hypotheses (Ramani & Aguinis, 2023). 
The research method used in this research is a 
quantitative experimental research method. According 
to Zellmer-Bruhn et al. (2016) The experimental research 
method is a research method used to determine the 
effect of the independent variable (treatment) on the 
dependent variable (outcome) under controlled 
conditions. This research uses experimental research 
methods because it aims to test the effectiveness of 
animated video media in increasing interest and 
learning outcomes in class IV science and science 
subjects at SD Negeri Klumprit 01 Nusawungu, Cilacap 
Regency. 

According to Arsyam et al. (2021) Experimental 
research is research that attempts to find the effect of 
certain variables on other variables under strictly 
controlled conditions. The research design used in this 
research is A quasi experimental design (quasi 
experimental design). Quasi experiments involve the 
assignment (but not random assignment) of participants 
to groups. In quasi-experimental research, researchers 
provide experimental and control treatment to intact 
groups, administer pre-tests to the two groups, carry out 
experimental treatment activities with the experimental 
group only, and then administer post-tests to access 
differences between the two groups. This research uses 
a nonequivalent control group design. According to Jalal 
et al. (2022) The nonequivalent control group design is 
almost similar to the pretest-posttest control group 
design, only in this design, neither the experimental 
group nor the control group are chosen randomly. 
 
Table 1. Design with Nonequivalent Control Group 
Design 
Class Pre-test Treatment Post-test 

Experiment 
Control 

O1 
O3 

X O2 
O4 

 
Information: 
O1 = Pretest and filling out the experimental group's 

interest in learning questionnaire 
O2 = Posttest and filling out the experimental group's 

interest in learning questionnaire 
O3 = Pretest and filling out the control group learning 

interest questionnaire 
O4 = Posttest and filling out the control group's interest 

in learning questionnaire 

X = Treatment or Learning Treatment for Science 
Subjects using animated video media 

 
Based on this design, it can be described that the 

implementation of the research used a nonequivalent 
control group design, starting with holding a pretest in 
the experimental class and control class (O1 and O3), 
then the experimental class was given treatment, namely 
in the form of animated video media (X), while the 
control class Learning is carried out using learning 
media that teachers usually apply in learning 
(conventional). After the learning process in the 
experimental class and control class, a posttest (O2 and 
O4) was given. The results of the posttest in the control 
group were used as a comparison for the impact of the 

treatment given to the experimental group. 
This research was conducted in the period April – 

May 2024. The location of this research was at SD Negeri 
Klumprit 01 Nusawungu, Cilacap Regency. In this 
study, the research population that was the object of 
research was class IV students at SD Negeri Klumprit 01 
Nusawungu, Cilacap Regency. The sample in this study 
was all 26 students in class IVA as the control class and 

26 students in class IVB as the experimental class from 
SD Negeri Klumprit 01 Nusawungu, Cilacap Regency. 
The data collection techniques used by researchers are 
observation, interviews, tests and questionnaires. 
Observation activities are carried out during the 
learning process by observing the implementation of 
learning. The interview activities in this research used an 
unstructured type of interview conducted with the 
fourth grade teacher at SD Negeri Klumprit 01 
Nusawungu, Cilacap Regency.  

Researchers use structured unstructured interviews 
during pre-research with the core interview questions, 
namely problems faced by teachers and students in 
learning, teachers' strategies for dealing with learning 
problems, learning content that students like and dislike, 
learning models used, learning facilities such as media, 
teaching aids and learning resources used, classroom 
management, and student activity in learning. The test 
was carried out twice, namely at the beginning before 
the treatment (pretest) and after the treatment (posttest). 
In this research, a questionnaire was used to determine 
the level of learning interest in learning Mapel IPAS. The 
instruments used in this research were teaching 
modules, learning interest questionnaires, and test 
question instruments.  

Data analysis techniques at the pre-research stage 
consisting of validity tests, reliability tests, level of 
difficulty, and differential power to calculate the results 
of instrument trials carried out in class IV of SD Negeri 
Klumprit 01 Nusawungu, Cilacap Regency. 
Furthermore, the data analysis technique uses 
prerequisite analysis tests which consist of data 
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normality and homogeneity tests. After carrying out the 
prerequisite tests, hypothesis testing is carried out using 
the t test (independent sample t test) and n-gain test. 
 

Result and Discussion 
 

The aim of this research is to test the effectiveness 
of animated video media on the interest and learning 
outcomes of class IV science and science students at SD 
Negeri Klumprit 01 Nusawungu, Cilacap Regency. After 
the researcher carried out the research and obtained the 
data, the data was then processed to answer the 
hypothesis in this research. Before the research was 
carried out, the researcher had carried out a trial of the 
instrument first. Instrument testing aims to test the 
instruments that will be used in the research. Instrument 
trials include validity tests, reliability tests, question 
difficulty level tests, and differential power tests. After 
carrying out trials, research instruments were obtained 
that met the specified requirements for use in research. 
The research instrument in this study consisted of 25 
learning interest questionnaire items with four answer 
options and 25 multiple choice questions with four 
alternative answers. The instrument is then used to carry 
out tests in research. After obtaining the instrument that 
has been tested, the researcher carries out the research 
and the results of the research are processed and 
analyzed so that they can be described to make it easier 
to understand. 

The data obtained in this research is data on student 
interest in learning and student learning outcomes. 
Interest is a feeling of preference and attachment to a 
thing or activity, without anyone telling you to. Interest 
is basically the acceptance of a relationship between 
oneself and something outside oneself. The stronger or 
closer the relationship, the greater the interest. 
Yolviansyah et al. (2021) stated that interest is a desire 
that encourages an individual to achieve the desired 
goal optimally based on a feeling of pleasure, interest 
and trying harder to achieve these results. Interest in 
learning involves deep attention, interest, and positive 
emotional experiences towards certain material or 
topics. Students will have an interest in learning and will 
be more enthusiastic about learning. Kartika et al. (2019) 
stated that interest is a stable tendency for students' 
attention and involvement with learning activities as a 
whole regarding the importance of meaningful learning 
that must be achieved. Another opinion from Hasanati 
et al. (2021) that interest in learning is an interest, a 
person's full involvement in a particular field of study 
and feeling like it or enjoying studying that material to 
gain new knowledge, attitudes and skills. An interest in 
learning encourages individuals to face challenges, 
explore topics in depth, and continuously improve their 
knowledge and skills. 

In a lesson, the use of learning media to convey 
learning material greatly influences students' interest in 
learning. The use of learning media that can attract 
students' interest can certainly increase students' interest 
in learning. In science and science learning in class IV of 
SD Negeri Klumprit 01 Nusawungu, Cilacap Regency, 
the material for building a civilized society, the interest 
used is the use of learning media. The use of learning 
media that can increase students' interest in learning will 
have a positive impact on the achievement of the 
learning process. In this research, the use of learning 
media is divided into 2, namely the use of animated 
video media in the experimental class and the use of 
conventional learning media in the control class. Student 
activity in participating in the learning process shows 

students' interest in learning in the learning process. 
Student activity in each class obtained an average 
percentage of 82.03% in the experimental class and 
75.88% in the control class. This can be seen during the 
learning process, in the experimental class students can 
be said to be very active in participating in the learning 
process.  

Student activity can be seen through students' 

enthusiasm in paying attention to the delivery of 
material provided by the teacher using animated video 
media (Yhonara et al., 2022). Apart from students' 
enthusiasm in paying attention to the delivery of the 
material, students are also active in asking questions and 
exploring the material being discussed in the lesson. 
During the learning process carried out in the 
experimental class, students seemed more enthusiastic 
about participating in the learning, even when the 
learning was about to open, the students looked very 
enthusiastic about participating in the learning. On the 
other hand, in the control class, during the learning 
process students did not appear enthusiastic about 
participating in the learning. It can be seen that when 
delivering material using conventional media, students 
look bored, even less enthusiastic about paying attention 
to the delivery of the material, apart from that, students 
are also less active in participating in the learning 
process. 

Based on researchers' observations during the 
research or learning process, learning using 
conventional learning media shows a lack of student 
enthusiasm or in other words, students' interest in 
learning in classes that use conventional learning media 
is lacking. Meanwhile, learning using animated video 
media shows very high student enthusiasm, in other 
words, students' interest in learning in classes that use 
animated video learning media is very high. This can be 
proven through questionnaires or interest 
questionnaires which show that the value of the 
questionnaire or learning interest questionnaire in the 
experimental class has a higher value than the control 
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class. The students' learning interest whose hypothesis 
will be tested is the result of filling out the learning 
interest questionnaire carried out by each student in the 
control class and experimental class.  

Based on the data on the average value of filling out 
the experimental class and control class learning interest 
questionnaires, the hypothesis was then tested. Analysis 
prerequisite tests include normality tests and data 
homogeneity tests. Based on the analysis prerequisite 
tests that have been carried out, it is known that the 
student interest data is normally distributed and 
homogeneous. Therefore, test the hypothesis of 
differences using the independent sample t test. Based 
on the results of hypothesis testing on students' learning 
interest values, a Sig. (2-tailed) shows a value of 0.027 

which means <0.05. Because the Sig value. (2-tailed) < 
0.05, then Ho is rejected and Ha is accepted. This shows 
that there is a difference in the learning interest of class 
IV students at SD Negeri Klumprit 01 Nusawungu, 
Cilacap Regency between learning that uses animated 
video media and learning that uses conventional media. 

Learning outcomes are the most important part of 
learning. (Sulistyo et al., 2020) stated that learning 

outcomes are the results given to students in the form of 
assessments after following the learning process by 
assessing students' knowledge, attitudes and skills with 
changes in behavior. (Khusna et al., 2023) also states that 
learning outcomes are the results that students have 
achieved after participating in learning activities. The 
results achieved by students can be in the form of 
abilities, both relating to aspects of knowledge, attitudes 
and skills possessed by students after receiving learning 
experiences. According to Audia et al. (2019) Learning 
outcomes include cognitive, affective and psychomotor 
abilities. The cognitive domain is knowledge 
(knowledge, memory), comprehension (understanding, 
explaining, summarizing, examples), application 
(applying), analysis (describing, determining 
relationships), synthesis (organizing, planning), and 
evaluation (judging).  

The affective domain is receiving (receiving 
attitude), responding (giving a response), valuing 
(value), organization (organization). The psychomotor 
domain includes initiatory, pre-routine, and routinized. 
Psychomotor skills also include productive, technical, 
physical, social, managerial and intellectual skills. 
According to Hasanah et al. (2023) says that student 
learning outcomes are the abilities that children gain 
after going through learning activities. Because learning 
itself is a process of someone trying to obtain a relatively 
permanent form of behavior change. In learning 
activities or instructional activities, teachers usually set 
learning objectives. Children who are successful in 
learning are those who succeed in achieving learning 
goals or instructional goals (Darling-Hammond et al., 

2020). A test is a tool or procedure used to find out or 
measure something in a situation, using predetermined 
methods and rules. The test in this study was in the form 
of multiple choices questions with a total of 25 questions 
with four answer options.  

These questions function to measure students' 
cognitive learning outcomes in the C2, C3 and C4 
domains. The posttest results show that there is a 
difference in the average learning outcomes between the 
experimental class and the control class. The 
experimental class with treatment in the form of using 
animated video learning media obtained an average 
score of 81.38. Meanwhile, the control class with 
treatment in the form of using conventional learning 
media obtained an average score of 66.15. Judging from 

the average learning outcome scores, the experimental 
class that applied animated video learning media had 
higher scores than the control class that applied 
conventional learning media. Based on the final test 
scores of the experimental class and control class that 
have been obtained, they are then used to carry out 
hypothesis testing. Previously, a prerequisite hypothesis 
test was carried out which showed that the learning 

outcome data was normally distributed and 
homogeneous. Therefore, test the hypothesis of 
differences using the independent samples t test. Based 
on the results of hypothesis testing on student learning 
outcomes, a significance value of 0.000 was obtained, 
where the significance value was 0.000 < 0.05.  

Be guided by opinion Adri et al. (2020) Regarding 
the decision making criteria for hypothesis testing, it can 
be concluded that there are differences in learning 
outcomes in the science and science subject on Building 
a Civilized Society in class IV of SD Negeri Klumprit 01 
Nusawungu, Cilacap Regency between learning that 
uses animated video media and learning that uses 
conventional media.From the learning that has been 
carried out in the research, data was obtained in the form 
of different interests and learning outcomes in the 
experimental class and the control class. The difference 
in student learning outcomes between the experimental 
class and the control class occurred due to different 
treatment between classes, namely the use of animated 
video learning media and conventional learning media 
in the learning process. The difference between the 
experimental class and the control class is also 
influenced by students' learning interests (Brakhage et 
al., 2023; Ingkavara et al., 2022). The learning interest of 
students who apply animated video learning media is 
very high, so the learning process is more effective.  

In the experimental class, students are more active 
and more enthusiastic about participating in learning. 
The learning process is dominated by students' 
exploration of the learning material discussed, the 
teacher only acts as a trigger using questions, then 
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students will explore more widely (Keiler, 2018). Apart 
from that, providing learning material using animated 
video media also makes students more interested in 
paying attention to the delivery of the material. It is 
proven that when the process of delivering learning 
material uses animated video media, students just sit 
quietly and pay attention and no one is busy and 
students don't even look bored with the delivery of the 
material, students are very enthusiastic about paying 
attention to the delivery of learning material. A learning 
process that is dominated by student exploration will 
make students understand better and their memory of 
the material discussed will last longer. 

Meanwhile, in the implementation of learning in 
the control class, the learning media used were 

conventional learning media, which only took the form 
of pictures and student handbooks. Learning is 
dominated by teachers who deliver material and then 
students are asked to explore but students' interest in 
paying attention and exploring the learning material 
discussed is very low. It was proven that when the 
learning material was delivered using the image media 
in the student and teacher handbook, the students 

looked bored, and many students were even busy 
themselves not paying attention to the delivery of the 
material. When students are asked to explore learning 
material with the teacher providing triggers in the form 
of questions, students look confused and lazy to explore 
the material. In fact, many students seemed unable to 
understand the material discussed in that day's lesson. 
Students look confused when asked questions about the 
learning material. So, in the end it is the teacher who 
provides explanations regarding learning material that 
cannot be explored by students. Because the information 
regarding learning material obtained by students is 
dominated by the teacher, not from students' 
independent exploration, students do not understand 
the learning material and their memory of the material 
discussed is less memorable and less meaningful for 
students. 

Animated video media can improve student 
learning outcomes in the learning process (Hapsari et al., 
2019). Animated video media increases students' interest 
and enthusiasm for participating in the learning process, 
so that students will be more active in participating in 
the learning process, so that students can explore the 
learning material widely. Apart from that, student 
activity can make students active in learning, whether to 
find the main idea of the material, solve problems or 
apply what they learn to a problem that exists in real life. 
In this way, students will usually feel a more pleasant 
atmosphere so that learning outcomes can be maximized 
(Cheung et al., 2022). According to Wiguna et al. (2022) 
Learning is said to be effective if all students can be 
actively involved, both mentally, physically and 

socially. The learning process is an activity that stands 
out to students. Students show high enthusiasm for 
learning, great enthusiasm for learning, and believe in 
themselves. Effective learning is learning that involves 
students in activities in the classroom. In order for 
learning to take place effectively, all students must be 
able to be actively involved both mentally, physically 
and socially. 

Effective learning is learning that actively involves 
students in the learning process. In order for learning to 
run effectively, the learning carried out must be able to 
arouse students' enthusiasm for participating in 
learning, besides that the learning carried out must be 
able to involve students in its implementation. Learning 
media is one of the factors that can influence student 

activity. By using interesting learning media, students 
will be more enthusiastic about participating in the 
learning process. Apart from that, learning media can 
also attract students' attention to pay attention to the 
learning material being presented. 

According to Carolin et al. (2020) states that video 
media is a learning medium consisting of a combination 
of audio, writing and moving images which is used to 

increase students' learning motivation. According to 
Wahida et al. (2023), learning video media is media or 
teaching aids that contain learning messages. The use of 
video media in learning can help students better 
understand the information conveyed by the teacher 
without being bound by teaching materials so that 
learning is easier and does not take up a lot of time. 
Based on observations made during learning, 
researchers discovered the fact that learning using 
animated video media showed students' interest in 
learning was very high. This is certainly different from 
the interest in learning shown by students in the control 
class. Students' interest in learning in the control class 
who were treated in the form of conventional learning 
media can be said to be very low. This interest in 
learning does not provide the effect of students' deep 
understanding of the material being studied. The results 
of the research show that the use of animated video 
media on the learning interest of class IV students in the 
Social Sciences subject on Building a Civilized Society is 
higher compared to learning that uses conventional 
learning media. 

The high interest in learning of students in the 
experimental class shows that learning using animated 
video media attracts more students' interest and 
enthusiasm in implementing learning in the classroom. 
Students have a high interest in paying attention to the 
delivery of material using animated video media and 
actively participate in learning material exploration 
activities, so students can gain knowledge or knowledge 
well. Many factors influence students to carry out an 
activity, one of which is the teacher who is an external 
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factor that influences the student learning process 
(Metekohy et al., 2022). If teachers in the learning process 
can facilitate students so that students can have high 
interest and enthusiasm for participating in learning, 
such as using animated video learning media as a 
medium for conveying material to students that can 
attract students' interest and enthusiasm, then students' 
learning interest scores will also be high.  

Next, to test the effectiveness of animated video 
media on the learning interest of class IV students in the 
Social Sciences Subject Building a Civilized Society, 
researchers used statistical analysis. Based on the results 
of calculating the level of statistical effectiveness of 
animated video media, hypothesis testing using a one 
sample t test (right-hand test) was carried out on the 

average value of students' learning interest. Before 
carrying out the right-hand test, an analysis prerequisite 
test is carried out first. Based on the results of the 
analysis prerequisite tests, it is known that the data on 
the learning interest scores of students in both classes 
shows a normal and homogeneous distribution. Based 
on the hypothesis test using the N-Gain Test above, it 
can be seen that the average N-Gain value in the 

experimental class is 0.50 which is included in the 
medium category and the average N-Gain value in the 
control class is 0.28 which is included in the low. It is 
known that the average N-Gain value for the 
experimental class is 0.50 > than the average N-Gain 
value for the control class, 0.28. So it can be concluded 
that the application of animated video media is more 
effective than the application of conventional learning 
media seen from the learning interest of class IV students 
at SD Negeri Klumprit 01 Nusawungu Cilacap. 

The effectiveness of learning can be achieved with 
the teacher's skills in processing learning components in 
accordance with learning objectives. The results of 
observations of student learning outcomes by applying 
animated video learning media obtained posttest scores 
with an average score of 81.38. Learning outcomes are 
the most important part of learning. Zhang et al. (2023) 
stated that learning outcomes are results that have been 
achieved by students after receiving instruction within a 
certain period of time. Learning outcomes can also be 
interpreted as a reflection of learning efforts. The better 
the students' learning efforts, ideally the better the 
learning outcomes they will achieve. Ratnasari et al. 
(2019) also stated that learning outcomes are learning 
achievements achieved by students in the process of 
teaching and learning activities by bringing about 
change, shaping a person's behavior and learning 
outcomes as a measurement of the assessment of 
learning activities. The term learning is the result of 
scientific assignments which are expressed in the form 
of behavioral changes relating to what students must 

achieve while studying at school in cognitive, 
psychomotor and affective aspects. 

Learning outcomes are evidence that someone has 
learned, which can be seen from changes in that person's 
behavior from not knowing to knowing and not 
understanding to understanding. Learning outcomes 
are changes in behavior that occur in someone who 
receives learning, from a condition of not knowing and 
not understanding something, because he learns so that 
he produces knowledge and understands the things he 
learns. Based on the opinions expressed by experts, it 
can be concluded that learning outcomes are abilities, as 
well as changes in attitudes and behavior obtained by 
students after going through learning activities. To 
obtain these abilities, students must experience a 

learning process, in which aspects of these abilities 
depending on what the student is studying. The learning 
process for students is to obtain a relatively permanent 
form of behavior change. These behavioral changes 
cover the cognitive, affective and psychomotor areas. 
Active learning is characterized by students who 
dominate learning activities. All students are invited to 
take an active part in every learning process, not only 

involving mental activity but also physical activity. With 
active learning, it is hoped that students will be able to 
experience a more enjoyable learning atmosphere so that 
learning outcomes can be maximized.  

This is proven by the experimental students' 
learning outcomes being higher compared to the control 
class. The average value of learning outcomes for 
experimental class students is 81.38 while for the control 
class is 66.15. The research instrument used in this 
research is posttest questions which have been tested for 
validity, reliability, level of difficulty and 
differentiability. With cognitive domains C2, C3, and C4 
with varying levels of difficulty from easy, medium, and 
difficult. The learning results obtained by students in the 
experimental class, out of a total of 25 questions, the 
question that received the lowest score was question 
number 23 with the indicator that students were able to 
classify examples of norm regulations. Question number 
19 only got 3 points (11%). The reason for the low score 
is because this question is included in the HOTS 
question, where further understanding is needed to 
analyze the role of the rules. Apart from that, the answer 
options for this question also have distracting answers 
that can trick students in answering the question if they 
don't work carefully. 

Meanwhile, for the question with the highest 
points, namely question number 1, which both have 26 
points (96%), in other words only one student answered 
wrong. The question indicator for this question is that 
students can differentiate between norms and customs. 
This question is included in the cognitive domain 
category C2 (understanding) where in this question 



Jurnal Penelitian Pendidikan IPA (JPPIPA) September 2024, Volume 10, Issue 9, 6621-6630  
 

6628 

students need to differentiate between the norms and 
customs that have been studied. Animated video media 
is used to obtain data on learning outcomes in the 
experimental class. In testing the effectiveness of 
animated video media on the learning outcomes of class 
IV students in the Social Sciences Subject Building a 
Civilized Society, researchers used a one sample t test 
(right-hand test) carried out on student learning 
outcomes data. Before carrying out the right-hand test, 
the student learning outcomes data for both classes were 
tested for analytical prerequisites.  

Based on the results of the analysis prerequisite 
tests, it is known that the learning outcomes data for 
both classes are normally distributed and homogeneous. 
Therefore, statistical effectiveness tests can be carried 

out. Based on hypothesis testing using the N-Gain Test 
results above, it can be seen that the average N-Gain 
value in the experimental class is 0.71 which is included 
in the high category and the average N-Gain value in the 
control class is 0.34 which is included in the high 
category. currently. It is known that the average N-Gain 
of the experimental class (0.71) is > than the average N-
Gain of the control class (0.34). So, it can be concluded 

that the application of animated video media is more 
effective than the application of conventional learning 
media seen from the learning outcomes of class IV 
students at SD Negeri Klumprit 01 Nusawungu, Cilacap 
Regency. 

Based on the results of a series of tests, it can be 
concluded that statistically the learning outcomes of 
students in the experimental class are higher than those 
in the control class, which means that the learning 
process using animated video learning media is declared 
to be very effective because there is a very significant 
difference in learning outcomes between the 
experimental class and the control class. then it can be 
generalized to a larger population. 

 

Conclusion 
  

This research has been carried out as a quantitative 
experimental researchs. Based on the results and 
discussion of research that has been carried out on 
learning Mapel IPAS Material for Building a Civilized 
Society using animated video learning media for class IV 
students at SD Negeri Karangtawang 01 Nusawungu, 
Cilacap Regency. By using animated video media, 
students in participating in teaching and learning 
activities look more active and enthusiastic, this is 
because animated video media is more interesting than 
conventional media. Thus, animated video media is very 
effectively used to increase the interest and learning 
outcomes of class IV students. This can be seen clearly 
through the results of the t test and n-gain test. 
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