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ABSTRACT: This study investigates how innovative learning tools affect student learning quality. The study aimed to evaluate 

how effective innovative learning tools are in enhancing learning quality, such as understanding material, student engagement, 

and achievement of learning goals. This research greatly impacts the education sector by presenting innovative approaches to 

using educational resources. The study took place at a secondary school. The study included 28 tenth-grade students from the 

experimental class as participants. This study employed a pre-test and post-test design to evaluate the difference in learning 

outcomes before and after the implementation of new media. The reason for selecting the experimental method was its ability to 

control variables impacting study outcomes and uncover the cause-and-effect connection between utilizing innovative learning 

media during the learning procedure. The study discovered that students who utilized creative media for learning showed higher 

levels of engagement compared to those who stuck to traditional learning methods. Using creative forms of media in education 

can enhance student involvement, bolster comprehension, and boost retention of material. Pre-assessment and post-assessment 

results revealed a notable growth in student participation. This research indicates that utilizing creative forms of media is an 

effective strategy for enhancing the quality of education. The research can offer recommendations to policymakers and 

educational professionals to improve curriculum development and teaching approaches that better meet the needs of modern 

students.   
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INTRODUCTION  

Improving the learning process at various educational levels now focuses on utilizing innovative learning media. In this digital 

era, technological advancements have provided great opportunities to develop learning materials that are more engaging, 

interactive, and relevant to students. Through the use of innovative learning media, students can better comprehend, retain, and 

apply the subject matter in their daily lives. This study aims to evaluate the effectiveness of incorporating innovative learning 

media in enhancing the quality of education, particularly in understanding the material, increasing student engagement, and 

achieving learning outcomes. By employing more interactive teaching methods and catering to the learning needs of students, it is 

anticipated that a more meaningful learning experience will be created, leading to the expedited attainment of educational goals. 

Previous studies have highlighted various interesting findings on the utilization of innovative learning media in the educational 

context. Based on a study conducted by Leem (2023), it has been proven that the use of technology in learning media such as 

interactive learning videos and online learning platforms can improve students' participation and their learning outcomes. Similar 

findings are also supported by a recent study conducted by Garcia et al. (2023) who found that the use of digital learning games in 

the classroom can encourage students' creativity and increase their learning motivation. However, some studies also emphasize the 

barriers that occur when implementing new learning media, such as access to technology and training for teachers. In previous 

studies, it has been proven that the utilization of new learning media can significantly improve the learning process. Based on 

research by Xiaoquan Pan (2020), the utilization of technology in the learning process such as interactive learning videos and 

simulations can increase students' engagement as well as their understanding of the subject matter. Arif and Burcu's (2023) 

research also indicate that innovative learning media integration, such as digital educational games, can stimulate students' 

learning interest and enhance their information retention. Therefore, the findings of this study provide a solid foundation for using 

innovative learning media to improve learning efficiency. Therefore, this study will continue to explore the potential and barriers 

to using innovative learning media to improve learning quality. 

This research has a significant impact on the field of education by introducing new ways of utilizing learning media. One of 

the innovations in this research is the use of learning media integrated into the teaching and learning process. This method not 
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only utilizes technology such as interactive learning videos and simulations but also takes into account individual student needs 

and variations in learning styles. In addition, this study also examines the success of various revolutionary learning media in 

achieving specific learning objectives, providing new perspectives for decision-makers in education to select and design 

appropriate learning media according to the situation and learning targets. Therefore, this study not only contributes discoveries in 

the use of innovative learning media but also provides a more comprehensive and practical point of view on how to optimize such 

media to improve the whole learning process. 

This research aims to resolve some crucial questions related to the utilization of innovative learning media in the teaching and 

learning process. These include whether innovative learning media are effective in improving student engagement, their 

understanding of the material, and overall learning outcomes. The research method applied involves collecting both quantitative 

and qualitative data through classroom observations, student questionnaires, and material comprehension tests. Then, the 

information was thoroughly analysed to assess the effects of implementing innovative learning media in the teaching and learning 

process. The main objective of this research is to increase understanding of the effectiveness of innovative learning media in 

improving the learning process. It is hoped that the results of this research can be the basis for the development of more efficient 

and creative learning methods in various educational situations. In addition, the study is also able to provide advice to 

policymakers and educational practitioners to improve curriculum design and teaching methods that are more appropriate and 

responsive to the needs of today's students. 

 

LITERATURE REVIEW 

In related studies, several key aspects are directly connected to the utilization of innovative learning media in the teaching and 

learning process. First, is the idea of student engagement. Student engagement relates to how much students are involved and 

interested in learning activities. Studies show that students' active participation can improve their learning motivation as well as 

their academic achievement. The use of innovative learning technologies such as interactive videos and simulations is often 

associated with increased student engagement as they can present subject matter in an interesting and easy-to-understand manner. 

Active student participation in learning is essential to achieve learning success. The use of new learning methods can increase 

student participation by presenting information in a way that is interesting, engaging, and relevant to everyday life. Then, what is 

also important is how students understand the subject matter. Students' ability to understand, interpret, and apply information 

provided in learning is part of student comprehension. Research by Putri et al. (2023) shows that creative utilization of learning 

media can improve students' understanding of the subject matter by providing a more interactive learning experience and allowing 

variations in teaching methods. For example, using digital educational games can support students in understanding abstract ideas 

through interesting and interactive simulations. The utilization of innovative learning media, such as interactive simulations and 

digital educational games, allows students to directly explore concepts, promote problem-solving, and collaborate with fellow 

students, thus increasing engagement in learning. Strong understanding occurs when students interact effectively with the subject 

matter, whether through discussion, reflection, or hands-on experience. The utilization of learning media can improve students' 

academic achievement (Petersen et al., 2023). Thus, studies investigating how the use of innovative learning media can improve 

students' understanding of subject matter are important in the current learning context. Finally, there is the notion of learning 

effectiveness. Learning effectiveness is measured by how successfully students achieve learning objectives and the extent to 

which their learning needs are met. Studies suggest that creative utilization of learning media can improve learning effectiveness 

through increased student participation, material comprehension, and overall learning outcomes. The utilization of technology in 

the teaching and learning process can increase the effectiveness and efficiency of information delivery, which will positively 

support the achievement of learning objectives. The success of learning can be assessed by several things, such as goal 

achievement, learning enthusiasm, and student satisfaction in the learning process. Previous studies have shown that utilizing 

various and highly flexible learning media can improve learning efficiency by taking into account diverse learning styles (El-

Sabagh, 2021). Thus, research on performance assessment of innovative learning media can provide important insights for 

teachers in selecting and using teaching methods that are suitable for students' needs. 

In several recent studies, the utilization of innovative learning media has shown a great positive influence in improving the 

effectiveness of the learning process. For example, a study conducted by Rutten et al. (2012) found that collaborative use of 

computer simulation can increase engagement in learning. The same finding was also found in a study conducted by Lee et al. 

(2021), showing that the utilization of interactive learning videos in science subjects can increase students' participation as well as 

their learning motivation. Furthermore, a study conducted by Ghani and Daud (2023) showed that the use of digital games in 

learning can create new learning ideas that can increase student interaction. More detailed studies have investigated the 

effectiveness of different types of innovative learning media. An example of that is the study by Li and Liu (2023) which 

compared the effectiveness of learning videos and virtual simulations in teaching physics. The results showed that both methods 

had a positive impact on students' understanding of complex physics concepts. On the other hand, research by Kim et al. (2023) 

concluded that utilizing virtual reality in the history learning process can create a more intense and engaging learning experience 

for students, allowing them to experience history more directly. Beyond subject matter, research also reveals the urgency of 
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psychological and motivational factors in the utilization of new learning media. For example, a study conducted by Garcia et al. 

(2023) shows that the level of student participation in using interactive learning media is influenced by self-confidence and 

intrinsic motivation towards learning. This finding suggests that the design of new learning media should take into account 

students' psychological factors to achieve the best learning outcomes. In this situation, this research provides deeper insights into 

how to effectively apply innovative learning media to enhance learning across different subject areas and educational levels. 

These findings provide a solid foundation for the development of learning strategies that are more appropriate and responsive to 

the needs of today's students. 

In the research conducted by Santoso et al. (2023), research shows that students who actively engage in digital learning and 

have access to quality digital resources generally achieve higher levels of learning achievement. This finding is consistent with 

previous research by Lee et al. (2021) showed that student participation and understanding of the subject matter can be improved 

through high interactivity in learning media such as simulations and educational games. Research conducted by Chen et al. (2024) 

found that the utilization of interactive learning videos is effective in increasing information retention and students' ability to apply 

knowledge in real situations. This is in line with the findings of Measure et al. (2023), confirming that the use of video-based 

learning media can improve performance and expand students' knowledge. In addition, some studies emphasize the importance of 

personalization in the development of new learning media. They found that using technology to provide learning experiences 

tailored to student's needs and preferences can improve motivation and overall learning outcomes. Recent research by Kim et al. 

(2023) reinforces these findings by showing that the application of adaptive technology in learning through media can create a 

more effective and efficient learning experience. 

A research framework that builds on the concepts and findings of previous studies can consist of several main elements. First, 

the research can integrate the concept of student engagement in the learning process, as found in previous research by Fredricks et 

al. (2004) and Johnson et al. (2023). The use of innovative learning methods aims to enlarge student participation interactively and 

engagingly, such as digital educational games and simulations. In addition, the research also needs to take into account how 

students understand the subject matter, for example, it is shown in the research of Mayer (2005) and Chen et al. (2024) that the use 

of innovative learning media aims to help students understand the material deeply and constructively by utilizing interactive 

learning videos and customized content. Moreover, the study could take into consideration the concept of learning effectiveness 

that has been revealed in Clark & Mayer's (2016) research. Innovation in learning media aims to improve learning efficiency by 

providing learning experiences that are customized, personalized, and responsive to individual student needs. By combining these 

concepts, a research framework can be planned to explore how the utilization of innovative learning media can improve the 

overall learning process. 

 

METHOD  

In this study, the method used was experimental. The experimental method was chosen because it allows the researcher to control 

the variables that influence the outcome of the study and identify the cause-and-effect correlation between the use of innovative 

learning media and the learning process. As such, the experimental approach creates a solid foundation for assessing the direct 

influence of innovative learning media utilization on the level of student engagement, concept understanding, and overall learning 

effectiveness. In addition, experiments also allow researchers to systematically test research hypotheses and provide a solid basis 

for inferring the effectiveness of innovative learning media in a learning context. Through the application of the experimental 

method, this study aims to provide strong concrete evidence to support the use of innovative learning media as a strategy in 

improving the quality of learning. 

This research applies an experimental approach with an organized series of stages. The initial step includes selecting the 

research sample, where some classes or groups of students are randomly selected to join the experimental group using innovative 

learning media, while others become the control group using conventional learning methods. After that, the experiment is 

designed by designing a lesson plan that matches the learning media to be used, as well as measuring the variables to be observed, 

such as student activity, material understanding, and student satisfaction. After that, the innovative learning media is applied to the 

experimental group for a certain period, while the control group continues to follow the usual learning method. During 

implementation, it is witnessed how students interact with the learning materials, and data is collected through surveys and 

observations. Once the implementation phase is complete, the data is analysed to compare the results between the experimental 

and control groups to evaluate the impact of using innovative learning media on the learning process. This step is intended to 

allow the research to be conducted in a structured manner and produce strong evidence regarding the effectiveness of innovative 

learning media in improving learning. 

The data analysis process begins with processing the quantitative data from the student survey using statistical applications. 

The survey results will be compiled and entered into the software to be analysed by descriptive statistical methods, including 

mean, median, and standard deviation, to evaluate students' views on the utilization of innovative learning media. Furthermore, 

inferential analysis, such as a t-test, will be employed to compare the results between the experimental group and the control 

group. In addition, the data analysis stage will also involve processing qualitative data obtained from classroom observations and 
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teacher interviews. This qualitative data will be processed thematically, where specific patterns and themes will be identified from 

the observation notes. By combining quantitative and qualitative analysis, this research is expected to provide a better 

understanding of how innovative learning media affect the learning process. 

 

RESULTS AND DISCUSSION 

This research reveals that the use of innovative learning media has a positive impact on improving the quality of learning. 

Through quantitative data research, it was concluded that students who participated in learning through innovative media were 

more active compared to students who learned with conventional methods. In addition, progress in understanding the subject 

matter is also evident from the increase in test scores of experimental group students compared to the control group. This finding 

is in line with the students' generally more favourable view of the learning experience with innovative learning media. Qualitative 

data analysis also showed that the use of innovative learning media can increase students' interest in learning and create a more 

interactive and dynamic learning environment. These findings show convincing evidence of the advantages of implementing 

innovative learning media in education and confirm the need for integrated technology to improve learning efficiency. Below is a 

display of the control class and experimental class data. 

Table 1. Statistical Analysis 

 Control Class Experiment Class 

Counting 28.0 28.0 

Means 55.5 75.98214285714286 

Std 20.915172589401323 11.291985147503011 

Min 0.0 57.5 

25% 40.0 67.5 

50% 57.5 80.25 

75% 75.0 84.625 

Max 82.0 94.0 

 

These statistics include the number of data, mean, standard deviation, minimum value, first quartile (25%), median (50%), third 

quartile (75%), and maximum value. The standard deviation for the Control group is slightly higher (20.911) compared to the 

Experiment group (11.29). This indicates more variability in the scores of the Control group. The lower variability in the 

Experiment group suggests that the innovative media may result in more consistent performance among the students. The results 

of the t-statistic test to compare the means of the "Control" and "Experiment" columns are as follows: 

T-statistic: -4,560 

P-value: 0.000 

With a very small p-value (less than 0.05), we can conclude that there is a statistically significant difference between the means in 

the "Control" and "Experiment" columns. This indicates that the difference in means between these two groups did not occur by 

chance. There is a significant difference in data distribution between 'Control' and 'Experiment'. The results of the Mann-Whitney 

U test to compare the distribution of data between the "Control" and "Experiment" columns are as follows: 

U-statistic: 157.500 

P-value: 0.00012 

The following is a boxplot visualizing the distribution of the "Control" and "Experiment" groups 

 

 
Figure 1. Boxplot visualizing the distribution of the "Control" and "Experiment" groups 

http://www.ijirme.com/


Innovative Media: A Successful Approach to Improve Learning Quality 

IJIRME, Volume 3 Issue 07 July 2024                          www.ijirme.com                                                          Page 1262           

This visualization helps to illustrate the differences between the two groups, supporting the results of the Mann-Whitney U test 

that showed significant differences. The boxplots show the median, quartiles, and potential outliers within each group. The 

following are comparative density plots for the "Control" and "Experiment" groups: 

 

 
Figure 2. Comparison of Control and Experimental Classes 

 

This plot shows the distribution characteristics of each group, highlighting how their data points are spread across the range of 

values. With a very small p-value (less than 0.05), we can conclude that there is a statistically significant difference in the 

distribution of data between "Control" and "Experiment". This indicates that the distribution of scores in these two groups is 

significantly different. Here are the data distributions for both groups, 'Control' and 'Experiment'. 

 

 
Figure 3. Data Distribution of Control Class and Experiment Classes 

 

From this histogram, it can be seen that the 'Control' Group has a more even distribution with fewer sharp peaks compared to the 

'Experiment'. The 'Experiment' group shows a more centred distribution with sharper peaks, which signifies a higher concentration 

of data around the mean. Visual interpretation of the data distribution for the 'Control' and 'Experiment' groups can provide 

important insights into the context of the experiment: 

 

Table 2. Visual Interpretation of Control Class and Experimental Class Data 

 

Visual interpretation Control Class Experiment Class 

Data Center The distribution is more even with a 

lower peak, indicating greater variation 

in the response of subjects without 

experimental treatment. 

The distribution of the data shows a 

higher concentration around the 

mean, which is characterized by a 

sharper peak on the histogram. This 

suggests that the intervention or 

treatment in the experiment may have 

produced more consistent results 

among subjects 

Variability More variability in response, which can 

be interpreted as natural variation 

Variability appears lower, as 

indicated by the narrower 
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without influence from the 

experimental treatment. 

distribution. This could be an 

indication that the treatment has a 

stabilizing effect on the measured 

variable. 

 

According to Table 2, both distribution groups (control and experimental) have outliers, but the 'Control' group is more prominent 

in this regard. However, this needs additional investigation to determine whether there is a measurement error or a very large 

natural variation. In addition, the more focused distribution pattern and lower level of variation in the 'Experiment' group indicate 

the effectiveness of the treatment in achieving the expected response. This visualization provides a clear picture of the distribution 

of data and the influence of behaviour on experimental results. It shows that while the use of innovative media in learning 

promises good results, consideration of factors such as learner diversity, media accessibility and method integration is needed to 

improve its effectiveness. Further study and more detailed data analysis could provide a deeper understanding of certain aspects of 

the influence of media on learning outcomes. 

This research shows that the use of innovative media is effective in improving the quality of learning. The research findings 

show that the utilization of innovative media can increase student engagement, improve retention, and increase understanding of 

the subject matter. These findings are in line with previous studies that emphasize the possibility of innovative media in improving 

learning outcomes. Using innovative media in the learning process may increase the engagement of certain learners and result in 

higher scores, but it may also be unavailable or less attractive to other learners who could potentially score lower. Make sure that 

all types of learners can access the media easily and are interested. The lower variability in the Experiment group suggests that 

innovative media can provide a more consistent learning experience, which is particularly beneficial in an educational 

environment that emphasizes consistency. The utilization of innovative media in the learning process shows positive results, but it 

is necessary to consider variables such as student diversity, media availability, and the incorporation of methods for maximum 

effectiveness. Further studies and more in-depth data analysis could provide a greater understanding of how media affects specific 

learning outcomes. A significant increase in student engagement was seen from the pre-test and post-test results when innovative 

media was used in learning. This statement is in line with Mayer's (2009) view that the utilization of visual media and multimedia 

can increase student interest and engagement in the learning process. This can happen because the visual appeal and interactivity 

of the media encourage students to engage more actively. The results of the data trial showed an increase in retention and 

understanding of the material after being compared to before. According to Clark and Mayer's (2016) explanation in the book "e-

Learning and the Science of Instruction", combining text and images can improve the ability to remember information in the long 

term. This finding suggests that innovative media can facilitate the incorporation of new information and existing knowledge, 

which in turn will improve students' understanding. This study compared the achievement of students who received traditional 

learning with students who received learning through innovative media. The post-test results indicate that the group with 

innovative media achieved better outcomes. This is by the study conducted by Zhao et al. (2005), found that the use of technology 

in the learning process can provide better results compared to traditional methods, especially in the aspects of engagement and 

motivation. The utilization of innovative media strengthens the student-based teaching approach, by giving students more control 

in the learning process. Jonassen (1999) provides support for this opinion in the concept of constructivism, which emphasizes that 

learning should involve active participation from students as learners. Revolutionary media allows students to explore and test the 

concepts they learn. One interesting result is the capability of innovative media to support a variety of learning styles. Innovative 

media can support visual, auditory and kinaesthetic learning styles. According to Gardner (2018) in his Multiple Intelligences 

concept, individuals have a variety of learning methods, and through the use of innovative media, teaching can be more flexible to 

match this variety. Study findings show that students are more effective in understanding complex concepts when using 

innovative technology. Research conducted by Chen & Sweller. (2023) states that evaluating the interactions between components 

in teaching materials can have an impact on the level of mental difficulties that arise and learning outcomes. For example, 

teaching materials with a high level of interactivity usually have a high intrinsic cognitive load, therefore the use of multimedia 

can help by dividing information into more understandable parts. This could be the reason why students achieve greater success in 

exams after using new media technologies. The utilization of innovative media can enhance collaborative learning and make it 

more engaging. Teachers are faced with the challenge of introducing creativity and novelty in the design of learning activities as 

they are still fixated on conventional teaching methods which hinder the exploration of alternative approaches using innovative 

media (Li et al, 2024). The utilization of innovative media provides the possibility for flexibility in acquiring learning materials. 

While many advantages were found, this study also noticed some barriers in the utilization of innovative media. For example, 

some students face difficulties in understanding overly complex learning materials or encounter technical issues. 

This development also relates to student participation. Brown and Smith (2017) argued that innovative media can enhance 

student participation in learning. Students are often more interested in engaging in learning that is interactive and engaging. This 

finding provides support to their opinion, as during the research it was seen that students became more excited and enthusiastic. 

Furthermore, the research results indicate that the use of innovative media has an impact on learning retention. According to 
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Gardner (2018), the use of visual and interactive media can improve students' retention of information over a longer period. This 

is evidenced by the post-test results which show that students can remember and understand the concepts taught better. Improved 

understanding of the material was also evident in this study. Revolutionary media, such as animated videos and simulations, allow 

students to understand abstract concepts more tangibly. Harland (2016) stated that utilizing technology in learning methods can 

assist students in understanding complex concepts more easily. This finding supports the results of previous research which noted 

that the use of innovative media can improve learning achievement. As an illustration, a study conducted by Johnson et al. (2019) 

found that utilizing technology in the teaching and learning process can improve students' academic achievement. 

The findings of this study have a great impact on the teaching methods used. Teachers and instructors should implement 

innovative media in their teaching methods to improve the quality of education. Novak (2015) explains that innovation in 

education is essential to meet the constantly evolving needs of students. Although the study results show a positive impression, 

some challenges need to be taken into account. For example, Smith and Jones (2018) state that in some schools, there may be 

limited access to technology and resources. Moreover, it is important to pay attention to teacher training in effectively using 

innovative media. Overall, this research confirms that the use of innovative media is an effective way to improve learning quality. 

In future research, it is recommended to examine the effect of innovative media on various subjects and various levels of 

education. Furthermore, long-term research can provide deeper insights into how the use of innovative media affects learning 

outcomes over an extended period. 

 

CONCLUSION 

The utilization of innovative media has proven successful in improving the quality of learning. Higher levels of student 

participation, retention of material, and understanding of concepts are signs that innovative media is having a positive impact on 

the learning process. The increase in post-test results over pre-test shows that students are more engaged and better able to 

understand the material when using innovative media. This finding is also consistent with previous theories and research 

highlighting the potential of innovative technology and media in education. In general, innovative media can be an effective tool 

to improve the quality of learning, provided it is used with good planning and management. However, caution in their application 

and support from adequate teacher training is required so that potential disruptions can be avoided. In the right way, the utilization 

of innovative media can play an important role in increasing students' participation, recalling material, and understanding 

concepts. From the use of innovative media in learning, it can be concluded that this strategy is successful in improving the 

quality of learning. The improvement is quite obvious in several areas, such as student participation, knowledge retention, and 

concept understanding. By utilizing new media technology, students become more active and interested in learning, thus 

improving learning outcomes. 
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