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1. INTRODUCTION

The teacher is the most important factor in the learning process (Allen et al., 2006;
Lawrence & Tar, 2018). Along with the development of technology and information today,
it has had a significant impact on the world of education. The development of existing
information technology can be used by a teacher as a means of delivering learning. It can
also make learning more varied. One of them is by combining a learning model with learning
media. A learning model is a plan or pattern that is used as a guide in planning learning in
the classroom (Dalton & Rachman, 2014; Kristanto & Mariono, 2017; Klaassen, 2018);
Giartama et al., 2018). It can be interpreted that the learning model is a learning activity that
has been designed from the beginning to the end of learning. So, it can be concluded that
learning media is a means or tools used by teachers in delivering a subject matter to make it
more effective and acceptable to students.

Students' attention can be focused on learning, subject matter is quickly understood
by students, and students are more active in learning and can carry out activities in learning
such as observing, asking questions, expressing opinions, and concluding as a result of the
models and learning media chosen.

Student motivation in learning is critical because it influences the attainment of the
best possible learning outcomes (Wibisono et al., 2018; Liao et al., 2019; Marheni et al.,
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2020; Sulnawir et al., 2020). Motivation is a shift in the energy present in a student's psyche,
as manifested by attitudes and behaviors aimed at achieving a goal (Hannula, 2006; Andre
et al., 2018). As a result, one of the elements that determine student achievement is
motivation to study. Students who lack enthusiasm to learn, on the other hand, tend to pay
little attention to learning activities. The failure of pupils to use media as a learning tool will
result in them gaining less than optimal knowledge. Furthermore, student involvement will
be minimized such that students have little role in class discussions because learning will be
more teacher-centered. As a result, learning innovation is required to ensure that students
receive the best possible knowledge and that they are interested in engaging in the learning
process. Applying audio-visual learning and being presented with a learning medium is one
of the advances that can be made (Cakir, 2006; Lestari et al., 2021; Nurjannah et al., 2021).

While audio-visual-based learning media is a medium for learning that may be heard
(sound) and seen (pictures) to aid in the transmission of knowledge, attitudes, and ideas in
learning materials (Sudarsana et al., 2020; Pranata et al., 2021). This audio-visual-based
media features an interactive animated image that moves and a sound display relevant to the
topic matter. Students will be more motivated to participate in the learning process if this is
done.

Because of technological advancements and the fact that the majority of students can
use Android-based cellphones, the utilization of IT media will attract more students' attention
to learning in class (Suryani, 2016; Sunarto et al., 2020; Sukriyani et al., 2021; Wardoyo et
al., 2021). The subject matter will appear more appealing with these auditory visualizations,
and the contents can be tailored to fit certain topics. Because of the availability of interactive
learning combined with animation, students can become more engaged and their attention is
drawn to them. Kids are also less likely to become bored because they can view a variety of
visual displays, which can help to motivate students to learn. Based on this description, it is
possible to conduct experiments on audio-visual learning to foster student motivation for MI
students.

2. METHOD

Experimental research is the method used. The One Group Pre-test Post-test Design
was utilized in this experiment. Researchers take initial measurements in this strategy by
performing learning through conversation, question and answer, and assignments. The
researchers next used audio-visual learning tools to treat the same class. In the table 1 below,
the mechanism of this research design is described:

Table 1. One Group Pretest Posttest Design

Pre-Test Dependent variable Pos-Test
O X 02

The study used 18 pupils from class V MI Kenongomulyo as a sample. The data was
collected using a questionnaire technique. Students will fill out the questionnaire provided
before and after receiving treatment. Students' attention was focused on learning, they were
encouraged to undertake learning activities, they were active in the learning process, they
were enthusiastic about doing assignments, and they were delighted to answer issues,
according to the questionnaire study instrument.

With the help of the SPSS 24 application, data analysis utilized the preconditioning
test for normalcy analysis. If the results are significant (sig.) (0.05) according to the test
requirements, the sample is drawn from regularly distributed data. While utilizing the t-test
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with paired samples to assess the hypothesis. In this test, the level of significance is set at
0.05 with a 95% confidence interval. With the test criteria, if T-count > T-table, HO is
refused, indicating that the difference is significant and there is a difference, and vice versa.

RESULTS AND DISCUSSION

3.1 Students' learning motivation before being given treatment in the form of the
application of audio-visual-based learning media assisted

The following are the results of the questionnaire score and the data gathered from a
sample of 18 students for the computation of learning motivation data before being
treated with assisted learning media based on audio-visual: The overall score of all
students in class V, which consists of 18 students, is 1028, with an average or mean
score of 57.11. The average value is 57.50, while the median or average value is 57.50.
The mode or value 56 appears frequently. The greatest possible score is 62, while the
lowest possible score is 49. A frequency distribution table 2 for learning motivation
scores is shown as a consequence of the pretest data analysis:

Table 2. Pretest scores of students' learning motivation
before being given treatment

Interval Class Median (X) Frequency (fi)
61-63 62 3
58-60 59 6
55-57 56 5
52-54 53 3
49 - 51 50 1

Total 280 18

A histogram of the pretest value data can be created based on the findings of the
frequency distribution of values above before being treated in the form of the application
of audio-visual-assisted learning media, as shown in Figure 1.

Student Motivation Pretest Score
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Figure 1. Student Motivation Pretest Score
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3.2 Students' learning motivation to take part in treatment (application of mind
mapping model) assisted by audio-visual learning media

The following are the findings of the questionnaire scores and the data gathered from
a sample of 18 students for the computation of learning motivation data after being
treated with assisted learning media based on audio-visual: The total score of all students
in class V, which consists of 18 students, is 1159, with an average or mean score of
64.38. The median value, also known as the middle value, is 64. The mode or value that
appears most frequently is 60. The greatest possible score is 73, while the lowest
possible score is 60. Table 3 of the frequency distribution of learning motivation scores
shows the findings of the posttest data analysis:

Table 3. Post-test scores of student learning motivation
after being given treatment

Interval Class Median (Xi) Frequency (f)
72 -74 73 1
69 -71 70 2
66 - 68 67 1
63 - 65 64 9
60 - 62 61 5
Total 335 18

A histogram of posttest value data following treatment in the form of the application
of audio-visual learning media can be shown as follows based on the results of the frequency
distribution of the values above:

Student Learning Motivation
Posttest Score

72-74 69-71 66-68 63-65 60-62

=
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Figure 2. Student Learning Motivation Posttest Score

A necessary test for normalcy is performed before to evaluating the hypothesis. The
Shapiro-Wilk test with a significance level of 0.05 was utilized in this investigation with the
help of the SPSS 20 program. The findings of the normalcy test data analysis of student
learning motivation ratings derived from pretest and posttest scores.

The significance value for the pretest was found to be 0.530. So that the significance
value is greater than and a significance value of 0.089 is obtained for the posttest, the
significance value of with = 0.05 is obtained. As a result, it can be argued that the pretest
and posttest results of students' learning motivation are drawn from a regularly distributed
sample.
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While the calculation of hypothesis testing before and after being given treatment
can be seen as follows:

Xdivn _ 7,27V18  7,27x4,24 30,82
sq 399 399 399

t count = = 7,725

From the above, it can be determined that the hypothesis test of the research data
examined using the t-test with correlated samples yielded a t-count of 7.725 and a t-table
with a significance level of 5% yielded a t-table of 2.110. As a result, t-count > t-table (7.725
> 2.110) can be deduced. Then, with a 95% confidence level, HO is rejected and H1 1is
accepted. As aresult, it can be inferred that the use of audio-visual-assisted learning material
has an impact on student's motivation to learn. These findings are supported by various
previous studies related to audio-visual, such as Wijiasih et al. (2019); Setiawan & Oka
(2020); Fitria (2021); Setiarufi (2021).

Furthermore, the difference between these outcomes can be seen in the average score
of students' learning motivation before and after treatment. Prior to receiving treatment in
the form of audio-visual-based learning media, the level of student learning motivation was
still low. The results of the students' learning motivation questionnaire items show this. The
attention of students who are less focused on learning, student activity while learning,
enthusiasm for accomplishing assignments, and lack of student interest in working on
questions are all average markers of low learning motivation. Meanwhile, it can be seen that
after receiving treatment in the form of application assisted learning media based on audio-
visual, there is an increase in learning motivation in the form of more focused student
attention, student activity during learning, and student interest in following the learning
process. The difference in scores and averages between the pretest and posttest demonstrates
this. These findings show that after receiving treatment in the form of the use of audio-visual-
assisted learning media, the degree of student motivation rose (Suryaratri et al., 2019; Mutia
et al., 2019; sarwinda et al., 2020; Sulihin et al., 2020).

In order to boost motivation and maximize student learning results, learning media
should also be used in the learning process (Lee et al., 2005; Suwono & Dewi, 2019;
Sastradika et al., 2021). The benefit of learning media for students is that it can increase
student learning motivation by effectively packaging the learning process and capturing
students' attention. The characteristics of pupils, their histories, and the number of students
must all be taken into account while choosing instructional medium. In order for learning
media to perform successfully and efficiently. Based on the present state of technology
progress and the needs of students, audio-visual-based learning media is one of the most
exciting and appropriate media for teachers to utilize in the learning process (Ellsworth,
2005; Swadesi & Kanca, 2020; Pratama et al., 2021). Furthermore, these media may make
it easier for teachers to locate appropriate material for students to learn. Because the teacher's
job entails more than just teaching in the classroom, this media is already readily available
on the internet, so the teacher only needs to look for it and doesn't have to spend a lot of time
doing so.

Aside from that, when using this medium, it's important to remember that students
are more interested in the graphics and learning videos available in the learning media than
in the subject matter itself. The usage of audio-visual-based learning media can be
accomplished by first showing learning media that delivers interactive learning accompanied
with information that can be selected according to personal preferences, making the learning
process more engaging (Cahyono et al., 2019; Sarwinda et al., 2020). Following that,
students can use the audio-visual to generate their own notes. As a result, students are more
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engaged in their studies and are better able to assist pupils in receiving subject content and
improving their learning outcomes.

4. CONCLUSION

The findings of this study's data analysis show that using audio-visual learning
medium to increase student learning motivation at Mi Kenongomulyo PJOK is successful.
The difference between pretest and posttest scores demonstrates this. Furthermore, the
findings of hypothesis testing show that the t-count t-table (7.725 > 2.110) is correct.

Schools should always implement and improve model innovations and learning
media in the teaching and learning process in order to reach a learning goal, according to
suggestions. According to the findings of the study, learning using audio-visual learning
media can boost student interest in engaging in the learning process. As a result, schools and
teachers can create media that can be used in the classroom.

REFERENCES

Allen, M., Witt, P. L., & Wheeless, L. R. (2006). The role of teacher immediacy as a
motivational factor in student learning: Using meta-analysis to test a causal
model. Communication education, 55(1), 21-31.
https://doi.org/10.1080/03634520500343368

Andre, L., van Vianen, A. E., Peetsma, T. T., & Oort, F. J. (2018). Motivational power of
future time perspective: Meta-analyses in education, work, and health. PloS
one, 13(1),€0190492. https://doi.org/10.1371/journal.pone.0190492

Cahyono, B. D., Muslim, S., & Djoko, D. (2019). The effect of Delphi-based on learning
media at student learning outcomes in basic electricity and electronics subjects
viewed from the level of student learning autonomy. InJournal of Physics:
Conference Series (Vol. 1360, No. 1, p. 012028). IOP Publishing.

Cakir, 1. (2006). The use of video as an audio-visual material in foreign language teaching
classroom. Turkish Online Journal of Educational Technology-TOJET, 5(4), 67-72.
https://eric.ed.gov/?id=EJ1102619

Dalton, W., & Rachman, H. A. (2014). Modifikasi Model Pembelajaran Sport Education
Berbasis Kejuaraan Untuk Guru Penjas SMP. Jurnal keolahragaan, 2(1), 106-118.
https://doi.org/10.21831/jk.v2i1.2607

Ellsworth, E. (2005). Places of learning: Media, architecture, pedagogy. Routledge.

Fitria, D. A. F. A. (2021). Development Of Audio Visual Learning Media Based On
Microsoft Powerpoint With Materials For Summary And Reduction Of Class Iii
Mathematics Courses Sdn Batu Ampar 02. Jurnal Pedagogi dan Pembelajaran, 4(2).

Giartama, G., Hartati, H., Destriani, D., & Victoriand, A. R. (2018). Pengembangan Model
Pembelajaran Tematik Integratif Penjasorkes pada Mata Pelajaran Ilmu Pengetahuan
Alam di Sekolah Dasar. Sebatik, 22(2), 167-171.
https://jurnal.wicida.ac.id/index.php/sebatik/article/view/334

Hannula, M. S. (2006). Motivation in mathematics: Goals reflected in emotions. Educational
studies in mathematics, 63(2), 165-178. https://doi.org/10.1007/s10649-005-9019-8

Klaassen, R. G. (2018). Interdisciplinary education: a case study. European journal of
engineering education, 43(6), 842-859.
https://doi.org/10.1080/03043797.2018.1442417

Kristanto, A., & Mariono, A. (2017). The Development of Instructional Materials E-
Learning Based on Blended Learning. International Education Studies, 10(7), 10-17.
https://eric.ed.gov/?id=EJ1146460




TORER- Indonesian dournal of Research and Educetional Review

Volume 1, No 2, 2022, pp 137-144 143

Lawrence, J. E., & Tar, U. A. (2018). Factors that influence teachers’ adoption and
integration of ICT in teaching/learning process. Educational — Media
International, 55(1), 79-105. https://doi.org/10.1080/09523987.2018.1439712

Lee, M. K., Cheung, C. M., & Chen, Z. (2005). Acceptance of Internet-based learning
medium: the role of extrinsic and intrinsic motivation. Information &
management, 42(8), 1095-1104. https://doi.org/10.1016/].im.2003.10.007Get

Lestari, N., Simbolon, M. E. M., Monica, M., Armanto, T., & Alfarras, B. (2021). Efektivitas
Pembelajaran PJOK Menggunakan Media Audio Visual saat Pandemi Covid-19 di
Bangka  Belitung. Rivadhoh:  Jurnal  Pendidikan  Olahraga, 4(1), 1-8.
https://ojs.uniska-bjm.ac.id/index.php/rivadhohjurnal/article/view/4231

Liao, C. W., Chen, C. H., & Shih, S. J. (2019). The interactivity of video and collaboration
for learning achievement, intrinsic motivation, cognitive load, and behavior patterns
in a digital game-based learning environment. Computers & Education, 133, 43-55.
https://doi.org/10.1016/j.compedu.2019.01.013

Marhenti, E., Purnomo, E., & Jermaina, N. (2020). The Influence Of Project Based Learning,
Learning Outcomes And Gender In Learning Sport Physical And Health (PJOK) In
Schools. Kinestetik: ~ Jurnal  Ilmiah  Pendidikan  Jasmani, 4(2),  70-75.
https://doi.org/10.33369/jk.v4i2.12412

Mutia, L., Gimin, G., & Mahdum, M. (2020). Development of Blog-Based Audio Visual
Learning Media to Improve Student Learning Interests in Money and Banking
Topic. Journal of Educational Sciences, 4(2), 436-448.
http://dx.doi.org/10.31258/jes.4.2.p.436-448

Pranata, K. M. A., Wahjoedi, H., & Lesmana, K. Y. P. (2021). Pengembangan Media
Pembelajaran PJOK Berbasis Audio Visual pada Materi Shooting Bolabasket Kelas
XI SMA. Jurnal Ilmu Keolahragaan Undiksha, 9(2).
http://dx.doi.org/10.23887/jiku.v9i2.37430

Nurjannah, L., Afrianti, M., Nazly, R., Safitri, Y., & Thsan, M. T. (2021). A Review Of
Literature On Using Social Media To Learn English In A Relaxed And Convenient
Manner. ETDC: Indonesian Journal of Research and Educational Review, 1(1), 67-
73. https://doi.org/10.51574/ijrer.v1il.54

Pratama, D. S., Sumarni, S., Safaruddin, S., & Iyakrus, I. (2021). Digital Based Learning
Media Development to Increase Baseball Technique for Grade VI Elementary School
Students. Journal of Research and Educational Research Evaluation, 19-27.
https://doi.org/10.15294/jere.v10i1.48131

Sarwinda, K., Rohaeti, E., & Fatharani, M. (2020). The development of audio-visual media
with contextual teaching learning approach to improve learning motivation and
critical thinking skills. Psychology, Evaluation, and Technology in Educational
Research, 2(2), 98-114. http://dx.doi.org/10.33292/petier.v2i2.12

Sastradika, D., Iskandar, 1., Syefrinando, B., & Shulman, F. (2021). Development of
animation-based learning media to increase student’s motivation in learning physics.
In Journal of Physics: Conference Series (Vol. 1869, No. 1, p. 012180). IOP
Publishing. https://iopscience.iop.org/article/10.1088/1742-
6596/1869/1/012180/meta

Setiarufi, D. I. (2021). The STAD Model Assisted by Audio Visual Media Increases Student
Motivation and Learning Achievement. Indonesian Journal Of Educational
Research and Review, 4(2), 325-335. http://dx.doi.org/10.23887/ijerr.v4i2.30556

Setiawan, I. D., & Oka, I. A. (2020). The Use of Audio-Visual Assisted Google Classroom
for Mathematics Course. Journal of Education Technology, 4(3), 244-253.
http://dx.doi.org/10.23887/jet.v413.28529




144 Aprianto et al, Practice of Audio-Visual Learning Media ...

Sudarsana, I. K., Arini, N. W., Mastini, G. N., Sukerni, N. M., & Pusparini, L. D.
(2020). Learning Media: The Development and Its Utilization. Yayasan Ahmar
Cendekia Indonesia.

Sukriyani, S., Yaumi, M., & Yahdi, M. (2021). The Utilization Of Android-Based Animation
Videos On Learning Islamic Religious Education In Selayar Island. JICSA (Journal
of  Islamic Civilization in Southeast Asia), 10(2), 420-446.
https://jurnal.uns.ac.id/ictte/article/view/8164

Sulihin, S., Asbar, A., & Elihami, E. (2020). Developing of instructional video media to
improve learning quality and student motivation. Edumaspul: — Jurnal
Pendidikan, 4(2), 51-55. https://Jummaspul.e-journal.id/maspuljr/article/view/692

Sulnawir, S., Muhammadong, M., & Usman, A. (2020). Analisis Motivasi Belajar Terhadap
Hasil Belajar Pendidikan Jasmani Di Sma Negeri 9 Makassar. Journal of Sport and
Physical Education, 1(1). http://103.76.50.195/jspe/article/view/14826

Sunarto, M. J., Hariadi, B., Sagirani, T., Amelia, T., & Lemantara, J. (2020). MoLearn, a
web-and android-based learning application as an alternative for teaching-learning
process in high schools. International Journal of Instruction, 13(1), 54-70.

Suryani, N. (2016). Utilization of Digital Media to Improve The Quality and Attractiveness
of The Teaching of History. In Proceeding of the International Conference on
Teacher  Training and  Education (Vol. 2, No. 1, pp. 131-144).
https://jurnal.uns.ac.id/ictte/article/view/8164

Suryaratri, R. D., Prayitno, E. H., & Wuryani, W. (2019). The implementation of multi-
sensory learning at elementary schools in Jakarta. Jurnal Pendidikan Usia
Dini, 13(1), 100-113. https://doi.org/10.21009/10.21009/JPUD.131.08

Suwono, H., & Dewi, E. K. (2019). Problem-based learning blended with online interaction
to improve motivation, scientific communication and higher order thinking skills of
high school students. In AIP Conference Proceedings (Vol. 2081, No. 1, p. 030003).
AIP Publishing LLC.

Swadesi, I. K. L., & Kanca, I. N. (2020). The Development of Physical Sports and Health
Education Learning Media Based on Android Applications. In 3rd International
Conference on Innovative Research Across Disciplines (ICIRAD 2019) (pp. 373-
378). Atlantis Press.

Wardoyo, C., Satrio, Y. D., Narmaditya, B. S., & Wibowo, A. (2021). Do technological
knowledge and game-based learning promote students achievement: lesson from
Indonesia. Heliyon, 7(11), e08467. https://doi.org/10.1016/j.heliyon.2021.e08467

Wibisono, R., Kartiko, D. C., & Hartoto, S. (2018). Improve the Motivation of Learning and
Learning Outcomes Passing Down volleyball Through Cooperative Learning
Model. Journal of Physical Education Health and Sport, 5(2), 39-45.

Wijiasih, R., Rusdarti, R., & Suhandini, P. (2019). Application of Audio Visual Assisted
Problem-based Learning Model on Problem-solving Ability, and Social Science
Learning Motivation. Journal of Educational Social Studies, 8(1), 101-110.




