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1. INTRODUCTION

Physical education, sports, and health are some of the important components of
education that are systematically planned to achieve national education goals (Suherman
et al., 2019). The objectives of education, as stated in Law Number 20 of 2003, are to
develop the potential of students to become individuals who are pious and devoted to
God Almighty, have noble character, are faithful, healthy, brave, creative, independent,
and become democratic and responsible citizens. Physical education concentrates on
enhancing physical development and motor skills through play activities, traditional
games, and sports facilities (Siedentop & Van der Mars, 2022; Syafruddin et al., 2022).
Students can improve their fitness, physical development, movement skills, play, and
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exercise through directed and planned physical education. The implementation of
physical education and health education can also shape the character of students in terms
of values such as enthusiasm for life, honesty, cooperation, hard work, self-confidence,
and so on (Mubhtar et al., 2020).

Additionally, students receive instruction on the importance of sustainability and
healthy living. The objectives of physical education are inseparable from the national
education objectives to be achieved, namely improving cognitive abilities (cognitive
thinking), affective (feelings or emotions), and psychomotor (motor abilities)
(Syafruddin & Asri, 2022). The objectives of physical education can be achieved by
teachers through the use of media in learning (Kwon & Block, 2017; Syafruddin, 2023).
Learning media is anything that can be used to convey learning messages so that it can
stimulate students' attention, interest, thoughts, and emotions in learning activities to
achieve learning goals. Learning media can effectively facilitate communication
between students and teachers, thereby fostering an ideal learning environment (Chang
et al., 2020; Calderon et al., 2021).

Learning media aids in the delivery of learning, serving a variety of purposes: (1) it
reduces verbalization, resulting in a clearer message; (2) it helps overcome limitations
of time, space, energy, and sensory power; (3) it fosters a passion for learning; (4) it
fosters children's creativity in learning independently based on their talents and
interests; and (5) it provides students with the same stimulation. Learning media serves
as a crucial tool in achieving the various objectives of the learning process. Therefore,
as part of their role as facilitators, PJOK teachers must utilize learning media that is
tailored to the learning environment (Afif & Komari, 2024). Teachers are expected to
be able to facilitate student learning facilities by using media in the learning process
(Adi et al., 2018).

In practice, there are still some teachers who lack innovation, creativity, and
commitment to technology. Tafonao (2018) identified several reasons why teachers fail
to utilize learning media, as noted by Wulandari et al. (2023). (1) Teachers assume that
using media requires a long preparation; (2) Media can only be used for entertainment
while learning must be serious; (3) Media is not available at school; readiness is needed
to create learning media; and (4) Teachers are not aware of the importance of using
media in the learning process to be able to provide students with new perspectives in
increasing interest, especially in PJOK learning.

Interest in learning is a desire accompanied by deliberate attention and activity to
produce satisfaction in behavioral changes that include knowledge, attitudes, and skills
(Renninger et al., 2014; Harackiewicz et al., 2016). One component that can influence
a person's efforts is interest. When faced with challenges, a strong interest can motivate
individuals to exert more effort, remain focused, and resist giving up easily. If students
have a strong interest, they will desire to learn, and they will quickly accept and
remember the material (Willingham, 2021). Therefore, teachers have an important role
in raising students' interest by utilizing learning media that are presented during the
process of teaching theory and practice, because if the delivery of learning materials
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does not match the interests of students, then students will not follow the learning
process properly.

Student activity during the learning process has the potential to emerge and support
learning achievement. Student learning achievement refer to the abilities that students
acquire through their participation in learning activities (Usman et al., 2024). Learning
achievement will later be a reflection of the extent to which students, teachers, and the
learning process see learning success. The learning process for physical education,
sports, and health involves delivering theory and practice in various settings, such as
yards and fields (Murphy et al., 2021). The delivery of theories related to learning is
sometimes less noticed by students because it is considered boring and confusing (White
et al., 2021). Meanwhile, the delivery of material related to PJOK learning can take
place in class or prior to practice, serving as an initial explanation related to student
understanding, thereby necessitating an intriguing and enjoyable material delivery
approach.Therefore, the objective of the research is to investigate the effectiveness of
using digital animation video platform-based learning media to enhance interest and
improve PJOK learning achievement for grade V students in elementary school.

METHOD

This research is experimental research. The method used in this study is the pre-test
and post-test design. The variables in this study include student interest and learning
achievement in the context of physical education. The interest in this study refers to the
students' inclination towards interest, attention, activity, environment, and tools and
facilities. The study's population consisted of all students from one class at Tanggul
Patompo Elementary School in Makassar City, which is 362 students. The study's
sample comprised one class, or 30 students.

In this study, the instrument used was a questionnaire containing statements that
would be used to reveal students' interests and learning achievement when implementing
physical education. A questionnaire consists of a few statements that are used to gather
information from respondents, such as reports about their personality or knowledge
(Hale et al., 2024). The treatment provided involves the use of a digital platform to
facilitate the learning process. The data in this study were collected using a Likert scale.
The compilation of this measurement scale considers factors that influence interest, such
as attention, interest, feelings of pleasure, activity, trainers, facilities, family, and
environment. Meanwhile, learning outcome data is obtained based on physical
education learning scores. Hake's N-Gain effectiveness interpretation categorization
was used to figure out how well using digital platform-based learning media to improve
PJOK students' interest and learning achievement worked (Guntara, 2021). Data
analysis uses descriptive and inferential.
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3. RESULTS AND DISCUSSION

Results
The research data was obtained from questionnaires filled out by respondents and

student learning achievement. We describe the interest data and learning achievement
before analysis to simplify the presentation of research data. Students' interest in
physical education learning is reviewed from the factors of attention, interest, feeling of
pleasure, activities, coaches, facilities, family, and environment. The results of the
descriptive analysis of interest data and learning achievement are presented in the
following Table 1.

Descriptive Test
Tabel 1. Descriptive Test

Variable N Min. Max. Median Mean Std. Deviation
Pre-test Interest 30 111 121 116 116 2,779
Post-test Interest 30 148 158 153 153,03 2,798
Pre-test Learning 30 73 83 78 78 2,792
Achievement
Post-test Learning 30 88 98 93 92,9 2,741
Achievement

Table 1 displays the data analysis of student interests and learning achievement in

physical education. The following results have been determined.

1. The descriptive test results for the pre-test data of student interest showed that the
lowest score was 111, the highest score was 121, the median value was 116, the
mean value was 116, and the standard deviation value was 2.779.

2. The post-test data of student interest were known to have the lowest score of 148;
the highest score was 158; a median value of 153; a mean value of 153.03; and a
standard deviation value of 2.798.

3. The pre-test data for student learning achievement revealed the lowest score of 73,
the highest score of 83, a median value of 78, a mean value of 78, and a standard
deviation value of 2.792.

4. The descriptive test results for post-test data on student learning achievement
showed the lowest score of 88, the highest score of 98, a median value of 93, a
mean value of 92.9, and a standard deviation value of 2.741.

Normality Test
Table 2. Normality Test

Data Sig. a Information
Pre-Test Interest 0,466 >(0.05 Usual
Post-Test Interest 0,475 >0.05 Usual
Pre-Test Learning Achievement 0,504 >0.05 Usual
Post-Test Learning 0,554 >0.05 Usual

Achievement
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In the results of the prerequisite test, it is known that the value of sig. pre-test data of
interest was 0.466; the value of sig. post-test data of interest was 0.475; the value of sig.
pre-test data for learning achievement was 0.504; and the value of sig. as presented in
Table 2. The value of the post-test data for learning achievement was 0.554. Since all
the data from the normality test exceeded the significance level of 0.05, we can conclude
that they are all normally distributed.

Homogeneity Test
Table 3. Homogeneity Test

Data Sig. a Information
Interest 0,815 >0.05 Homogeneous
Learning 0,894 >0.05 Homogeneous
Achievement

Based on Table 3, the homogeneity test results for the post-test and pre-test data on
interest and learning achievement in students' physical education indicate Sig. values of
0.815 and 0.894, respectively. Since the sig. value is greater than 0.05, all the data are
identical or homogeneous.

Hypothesis Test
The hypothesis test aims to answer questions based on the problem formulation that

has been prepared previously. The results of the hypothesis test, which were derived
from data analysis, are as follows. Results of hypothesis test 1 as presented in Table 4.
Table 4. Hypothesis Test 1

Mean

Daa N Mean Difference Sig.
Pre-Test Interest 30 116
1
Post-Test Interest 30 153,03 37,033 0,00

Table 4 presents the results of the homogeneity test, comparing the pre-test and post-
test data on students' interest in physical education learning. It reveals that the mean
value for the pre-test data was 116, while the mean value for the post-test data was
153.03, with a mean difference of 37.033 and a significance level of 0.001. Based on
the results of the data analysis, it can be concluded that the learning medium is based on
the platform Animated Video and was able to increase the interest in learning PJOK of
grade V students at SDN Tanggul Patompo I Makassar City. The following results of
hypothesis test 2 are presented in Table 5.

Table 5. Hypothesis Test 2

Mean .
Data N Mean Difference Sig.

Pre-Test Learning
Achievement 30 78 14,93 0,001
Post-Test Learning 30 92,9
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Table 5 presents the results of the homogeneity test of pre- and post-test data on
student learning achievement in physical education. It reveals that the mean value for
the pre-test data is 78, while the mean value for the post-test data is 92.9. The mean
difference between the two data sets is 14.93, with a statistical significance of 0.001.
Based on the results of the data analysis, it can be concluded that the learning medium
is based on the platform Animated Video and is able to improve the learning
achievement.

N-Gain Test
Table 6. Results N-Gain Test
Data Min. (%) Max. (%) Mean (%) Information
Interest 75,51 94,87 84,5 Effective
Learning Achievement 55,56 88,24 68,9 Quite Effective

Table 6 presents the results of the analysis of the N-Gain test and data on student

interest and learning achievement in physical education learning.

1. The N-Gain test of interest data yielded the lowest percentage increase of 75.51%,
the highest percentage increase of 94.87%, and an average percentage increase of
84.5%. Based on these results, it can be concluded that learning media based on
the animation video platform is effective in increasing the interest in learning
PJOK students.

2. The N-Gain test of learning outcome data revealed the lowest percentage increase
at 55.56%, the highest percentage increase at 8.24%, and an average percentage
increase of 68.9%. Based on these results, it can be concluded that learning media
based on the animation video platform is quite effective in improving the learning
achievement of PJOK students.

Discussion
This study examines the effective utilization of digital platform-based learning media

in enhancing interest and improving the academic performance of physical education
students at SDN Tanggul Patompo I in Makassar City. The results indicated that the N-
Gain test interest data exhibited a minimum percentage increase of 75.51%, a maximum
percentage increase of 94.87%, and an average percentage increase of 84.5%. The N-
Gain test revealed a minimum percentage increase of 55.56%, a maximum percentage
increase of 8.24%, and an average percentage increase of 68.9%.

The use of technology-based media in education is a significant innovation that is
expected to overcome various problems in the learning process, especially in increasing
student involvement in their studies (Tokareva et al., 2019). A strong interest in learning
is an important sign of academic success, as motivated students are typically more
actively involved in learning activities, show better information retention, and achieve
higher academic performance (Harackiewicz et al., 2016). Technology-based media,
including learning management systems (LMS), educational software, instructional
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films, and e-learning platforms, provide many benefits that are not present in traditional
learning approaches. Its main advantage is flexibility.

Students can access course materials, complete assignments, and engage in online
conversations at any time and from any location. This flexibility allows students to learn
at their desired pace and schedule, thereby reducing stress and increasing comfort in the
learning process. Zhang et al. (2021) showed that this flexibility increases student
engagement and motivation, as it allows them to have greater autonomy in managing
their time and learning environment. In addition to flexibility, technology-based media
provides a significant level of engagement (Okoye et al., 2021). Students can engage in
a more stimulating and enjoyable learning experience through instructional videos,
interactive simulations, and educational apps (Zeng et al., 2020).

Digital platform-based learning media allows students to understand complex
concepts through visualization and live demonstrations. Mayer (2019) asserts that this
interactivity increases engagement in learning and facilitates increased understanding
and retention of educational content. Learning personalization is an important element
in the use of technology-based media (Wiliyanti et al., 2024). Adaptive technology
adapts learning materials to suit each student's specific requirements and abilities
(Purnawanto, 2023). In a personalized learning environment, students can learn at their
own pace, receive tailored feedback, and address their weaknesses more effectively.
Personalized learning increases student happiness and motivation, as learners feel more
tailored attention and support that meets their individual needs (Huang et al., 2012).

The use of technology-based media also increases collaboration and social
engagement. Collaborative platforms, such as online discussion forums, virtual study
groups, and shared projects, foster a dynamic and supportive learning environment
(Ros¢ & Ferschke, 2016). Students can engage with peers, share ideas, and collaborate
on group assignments without time or spatial limitations. Researchers found that online
collaboration increases active engagement and fosters a sense of belonging in the
learning community, thereby increasing student motivation in learning (Kahu et al.,
2024).

Nonetheless, despite the many advantages provided, the integration of technology-
based media in higher education faces various challenges (Zulfikhar et al., 2024). The
main obstacle is inadequate technological infrastructure, especially in areas that do not
have adequate internet connections. The lack of digital competence among educators
and students is a considerable obstacle (Fernandez-Batanero et al., 2022). The success
of technology integration in education is highly dependent on the readiness of the
infrastructure and the capacity of users to adapt to changes (Johnson et al., 2016).

Therefore, while technology-based media has significant potential to increase student
engagement in learning, successful implementation requires careful planning, adequate
training, and strong infrastructure support. Higher education institutions should
formulate comprehensive strategies for incorporating technology into the curriculum,
offering training for educators and students, and guaranteeing equitable access to
technological resources (Lofstrom & Nevgi, 2007; Alenezi, 2023). The study offers
significant insights for the formulation of more effective and adaptive learning systems
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in response to technological advancements. By understanding the advantages and
barriers associated with technology-based media, educational institutions can improve
their decision-making in the design and implementation of new and engaging learning
programs, thereby increasing students' general interest and achievement in learning.

4. CONCLUSION

The study concludes that the use of digital platform-based learning media effectively
increases interest and improves the learning achievement of physical education students at
SDN Tanggul Patompo I Makassar City. The study's results reveal that the N-Gain test of
interest data has the lowest percentage increase of 75.51%, the highest percentage increase
of 94.87%, and an average percentage increase of 84.5%. Meanwhile, the N-Gain test of
learning outcome data shows the lowest percentage increase of 55.56%, the highest
percentage increase of 8.24%, and the average percentage increase of 68.9%.

The study's findings suggest that using digital animation video platforms as learning
media enhances the engagement and academic performance of Physical Education students.
In addition, further research is recommended on a wider scale.
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