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Innovative Media: An Effective Strategy to Enhance Learning Quality

Qbstract

This study aims to evaluate the effectiveness of using innovative media in improving the quality of
learning. Innovative media includes the use of technology such as multimedia, sigallations, and
interactive tools designed to increase student engagement and concept understanding. The®Study used an
experimental method with a pre-test and post-test desésin to measure changes in learning quality before
and after the implementation of innovative media.*"he results showed significant improvement in
learning quality, with students engaging more actively in the te@ing-learning process, showing
increased retention of material, and understanding concepts better.Fre-test and post-test data were
analyzed using gatistical tests to determine the significant level of change. The contribution of this
research lies in"& better understanding of the benefits of innovative media in education, providing
empirical evidence of its impact on student engagement, retention, and understanding of concepts. It also
highlights the importance of teacher traigigg and proper integration of innovative media in the curriculum
to achieve optimal results. However, thiSStudy has some limitations. Firstly, the research sample may not
be fully ragresentative of the wider population, so the results may not be generalizable across the board.
Secondly¥nis study only evaluated the short-term effects of using innovative media, and further studies
are needed to eval the long-term impact. Taking these limitations into account, this study
recommends measure ensure the effective use of innovative media in education, including adequate
teacher training and careful planning in the integration of technology into the learning process.
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Introduction

The use of innovative learning media has become a major focus in improvingae learning process at
various levels of education. In this digital era, technological advances have provided great opportunities
for the development of learning media that are more interactive, interesting, and relevant to students. By
using innovative learning media, students can more easily understand the material explained, more easily
remembepgthe material that has been explained, and more easily apply the material explained in real
situations’®he purpose of this study is to investigate the effectiveness of using innovative learning media
in improving the quality of learning both in terms of material understanding, student involvement, and
learning outcomes achieved. By using learning media that is more dynamic and responsive to students'
learning needs, it is expected to produce a more meaningful learning experience and accelerate the
achievement of learning objectives.

Previous studies have highlighted a range of interesting results about the use of innovative learning media
in educational contexts. According to research conducted by Leem (2023), the use of technology-based
learning media such as interactive learning videos and online learning platforms has been shown to
improve student engagement and their learning outcomes. Similar findings are also supported by recent
research conducted by Garcia et al. (2023), which showed that the use of digital learning games in the
classroom can stimulate students' creativity and increase their learning motivation. Nonetheless, some
studies have also highlighted challenges associated with the implementation of innovative learning media,
such ccess to technology and the adequacy of training for educators. In previous studies, it has been
proven¥tnat the use of innovative learning media significantly improves the learning process. According
to research conducted by Xiaoguan Pan (2020), the use of technology in learning such as interactive
learning videos and simulations can increase student engagement and improve their understanding of the
subject matter. In addition, research conducted by Arif and Burcu (2023) shows that the integration of
innovative learning media, such as digital educational games, can stimulate students' learning interest and



improve their information retention. Thus, these research results provide a strong basis for implementing
innovative learning media to improve the effectiveness of the qmng process. Therefore, this research
will coﬂ']ue the exploration of the potential and challenges using innovative learning media to
improve<ne quality of learning.

This research makes an important contribution to the educational context by presentin@ new approach to
the use of learning media. One of the main novelties of this research is the inmrated application of
innovative learning media in the learning process. This approach not only includes®he use of technology
such as interactive learning videos and simulations, but also corﬁiers students' individual needs, and
variations in learning styles. In addition, this research also exploreS%he effectiveness of different types of
innovative learning media in achieving specific learning objectives which can provide new insights for
educational practitioners in selecting and designing appropriate learning media acgggding to their context
and learning objectives. Thus, this research not only contributes new findings*felated to the use of
innovative learning media but also provides a more holistic and applicable view of how these media can
be optimized to improve the learning process as a whole.

This research aims to answer some important questiong the context of using innoﬁve learning media
in the learning process. These questions include the extent to which innovativefearning media are
effective in improving student engagement, their understanding of the subject matter, and overall learning
outcomes. The research method used involves quantitative and qualitative data collection through
classroom observations, Ment surveys, and material comprehension tests. Furthermore, the data was
comprebqosively analyze evaluate the impact of using innovative learning media on the learning
prasess*rhe main contribution of this research is to provide a ggeper understanding of the effectiveness
of“mnovative learning media in improving the learning process® he results of this study are expected to
serve as a foundation for the development of more effective and innovative learning practices in various
educational contexts. In addition, this research can also provide reggmmendations for policymakers and
educational practitioners to improve curriculum design and teaching®trategies that are more adaptive and
responsive to the needs of modern students.

Literature Review

In the related literature, the concepts directly related IOQG use of innovative learning media in the
learning prggess include several key aspects. First, is the concept of student engagement. Student
engagementerefers to the level of student participation and interest in learning activities. Resggtch shows
that high student engagement can improve their learning motivation and learning outcomes:*the use of
innovative learning media such as interactive learning videos and simulations is often linked to increased
student engagegagnt as it can present the subject matter in an interesting form and can be understood more
deeply. ActiveStudent engagement in the learning process is key to successful learning. Innovative
learning media can increase student engagement by presenting r@erial in an interesting, interactive, and
relevant to their daily lives. Second, is the concept of students*inderstanding of the subject matter.
Students' understanding includes their ability to comprehend, interpret, and apply information provided in
the learning process. Research by Putri et al. (2023) shows that the use of innovative learning media can
improve students' understanding of the subject matter by providing a more interactive learning experience
and allowing for variety in learning approaches. For example, the use of digital educationalsgames can
help students understand abstract concepts through interesting and interactive simulations.*the use of
innovative learning media, such as interactive simulations and digital educational games, creates a
learning environment that allows students to explore concepts first-hand, encourages problem-solving,
and collaborates with fellow students, all of which facilitate more active and meaningful learning. Good
comprehension is the result of effective interaction between students and learning materials, be it through
discussion, reflection, or hands-on experience. The use of learning media can improve learning outcomes
for students (Petersen et al., 2023). Therefore, research exploring how innovative learning media can
improve students' understanding of subject matter has significant relevance in the modern learning



context. Finally, there is the concept of learning effectiveness. Learning effectiveness encompasses the
extent to which learning objectives are successm achieved by students and the extent to which the
learning experience meets their needs. Researc ows that the use of innovative learning media can
enhance learning effectiveness by improving student engagement, their understanding of the subject
matter, and overall learning outcomes. The use of technology in learning can help deliver information
more efficiently and effectively, thus contributing positively to the achievement of learning objectives.
Learning effectiveness can be measured from various aspects, including the achievement of learning
objectives, students' motivation, and their satisfaction with the learning experience. Previous research has
shown that the use of diverse and adaptive learning media can improve learning effectiveness by
accommogating different learning styles (El-Sabagh, 2021). Therefore, research that focuses on
evaluating“]e effectiveness of innovative learning media can provide valuable insights for educational
practitioners in selecting and implementing learning strategies that best suit students' needs.

In some recent studies,QIe use of innovative learning media has shown a significant impact in improving
the effectiveness of the learning process. For example, research by Rutten et al. (2012) found that the
collaborative use of computer simulations enabled more active learning. Similar findings were also found
in a study by Lee et al. (2021), which showed that the use of interactive learning videos in science lessons
can increase students' engagement and their motivation to learn. In addition, research by Ghani and Daud
(2023) revealed that digital game-based learning has the potential to enable new forms of learning
concepts which could enhance student's communication. More specific research has explored the
effectiveness of different types of innovative learning media. For example, a study by Li and Liu (2023)
compared the learning effectiveness between the use of learning videos and virtual simulations in physics
teaching, finding that both methods had similar positive impacts on students' understanding of complex
physics concepigaOn the other hand, research by Kim et al. (2023) found that the use of virtual reality in
history learning®Can provide a more immersive and engaging learning experience for students, allowing
them to 'experience’ history first-hand. Aside from the subject matter, research has also highlighted the
importance of psychological and motivational factors in the use of innovative learning media. For
example, research by Garcia et al. (2023) found that students' level of engagement in the use of interactive
learning media was influenced by factors such as their self-confidence and intrinsic motivation towards
learning. These findiags suggest that the design of innovative learning media should consider students'
psychological aspect achievmimal learning outcomes. In this context, the series of studies provides
a deeper understanding of ho e use of innovative learning media can be effectively applied to
improving the learning g&gcess across different subject areas and levels of education. These findings
provide a strong basis folthe development of learning strategies that are more adaptive and responsive to
the needs of modern students.

In a study by Santoso et al. (2023), it was found that Students who engage in digital learning actively and
have access to quality digital resources tend to achieve higher learning achievement. This finding is in
line with the results of previous research by Lee et al. (2021), which showed that high interactivity in
learning media such as simulations and educational games encourages student participation and improves
their understanding of the subject matter. Research by Chen et al. (2024) found that the use of interactive
learning videos effectively improved students' information retention and their ability to apply learned
knowledge in real contexts. This is in line with the findings by Meisuri et al. (2023), who confirmed that
the utilization of video-based learning media can improve achievement as well as expand students'
knowledge. In addition, several studies highlighted the importance personalization in innovative
learning media. They found that the adoption of technology that enablesS%earning experiences tailored to
student's individual needs and preferences can improve motivation and overall learning outcomes. These
findings are reinforced by a recent study by Kim et al. (2023), which showed that the use of adaptive
technologies in learning media can result in a more efficient and effective learning experience.



A research framework based on the concepts and findings of previous research could include several main
elements. First, the research can integrate the concept of student engagement in learning process, as
found in previous research by Fredricks et al. (2004) and Johnson et al. (2023)*Fhe use of innovative
learning media is geared towards increasing student engagement through interactive and engaging
approaches, such as digital educational games and simulations. Furthermore, the research framework can
also consider the concept of students' understanding of the subject matter, as found in research by Mayer
(2005) and Chen et al. (2024). The innovative learning media used is geared towards facilitating deep and
constructive understanding through the use of interactive learning videos and customized content. In
addition, research can ggke into account the concept of learning effectiveness, as found in research by
Clark & Mayer (2016)™r'he usgsaf innovative learning media aims to improve learning effectiveness by
providing learning experiencegat are adaptive, personalized, and responsive to students'gidividual
needs. By integrating these concepts, a research framework can be designed to investigate hovﬁle use of
innovative learning media can improve the overall learning process.

Research Methods

In this research, the method used is the experimental method. The experimental method was chosen
because it allows the researcher to coﬁol the variables that affect the research results and identify the
cause-and-effect relationship between®the use of innovative learning media and the learning process.
Thus, the experimental method provides a strong framework to measure the direct impact of using
innovative learning media on student engagement, material understanding, and overall learning
effectiveness. In addition, the experimental method also allows researchers to conduct systematic and
reliable tes%] of research hypotheses and provides a strong basis for drawing more convincing
conclusions*dbout the effectiveness of innovative learning media in learning crﬁexts. By using the
experimental method, this study aims to provide solid empirical evidence to supportne use of innovative
learning media as a strategy to improve learning quality.

This research implements the experimental method with a series of structured stages. The first stage
involves selecting the research sample, where some classes or groups of students are randomlyaelected to
be part of the experimental group that will use innovative learning media, while others become%the control
group that will continue learning with conventional methods. Then, an experimental design is conducted
which includes creating a lesson plan that matches the characteristics of the learning media to be used as
well as measuring the variables to be observed, such as student engagement, material understanding, and
student satisfaction. After that, the implementation of innovative learning media in the experimental
group is carried out for a certain period, while the control group continues learning as usual. During the
implementation, observations are made of students' interaction with the learning media, as well as
guantitative data collection through surveys and qualjigtive data through classroom observations. After
the implementation period is over, data anakbssis is*eonducted to compare the results between the
experimental and control groups to evaluate thé®€ffect of using innovative learning media on the learning
process. This stage is designed to ensure that the rgagarch is conducted systematically and can provide
strong empirical evidence of the impact of innovativgarning media in improving the learning process.

The data analysis stage in this study begins with processing quantitative data obtained from student
surveys using statistical apgications. The data from the survey will be compiled and entered into the
software to be processed by®fescriptive statistics, such as the calculation of mean, median, and standard
deviation to analze students' perceptions of the use of innovative learning media. In addition, inferential
analysis, such as*test, will be used to compare the results between the experimental and control groups.
In addition, the data analysis stage will also involve processing qualitative data obtained from classroom
observations and interviews with teachers. This qualitative data will be analyzed thematically, where
certain patterns and themes are identified from the observation notes. This thematic analysis is conducted
with the help of specialized software NVivo, which allows researchers to organize, categorize, and
interpret qualitative data systematically. Through the application of this combination of quantitative and



gualitative analysis meth Q is hoped that the research can provide a deeper understanding of the
effects of using innovativesearning media in improving the learning process.

esearch Results

he results of this study show the positive impact of using innovative learning media in improving
learning quality. Based on quantitative data analysis, it was found t tudents who engaged in learning
using innovative learning media showed a higher Iev@of engagement<€ompared to the control group who
used conventional learning methods. In addition,"Students in the experimental group also showed
significant improvemegsin comprehension of the subject matter, which was reflected in higher scores on
the comprehension test®€ompared to the control group. These findings are consistent with students' overall
more positive perceptions of the learning experience wjsk the innovative learning media. Qualitative data
analysis also supports these findings by showing thathe use of innovative learning media stimulates
students' interest in learning and creates a more interactive and dynamic learning environment. These
results provide strong empirical evidence of the benefits of using innovative learning media in an
educational text, as well as confirming the importance of technology integration in improving the
effectivenes the learning process. The following is a presentation of control class and experimental
class data.

Table 1.1 Statistical Analysis

Control Class Experimental Class
Count 28.0 28.0
Mean 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 dataﬂean, standard deviation, minimum value, first quartile
(25%), median (50%), third quartile (75%), and maximum value. The standard deviation for the Control
group is slighthsm 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 Experimenggroup suggests that
the innovative media may result in more consistent performance among the students™® he 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 smal@-value (less than 0.05), we can conclude that there is a statistically significant
difference between the mean scores in the "Control" and "Experimends columns. This indicates that the
difference in means between these two groups did not occur by ch “There is a significant difference in
data distribution between 'Control' and 'Experiment. The results o1the 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

Here is the boxplot visualizing th@lstributions of the "Control" and "Experiment" groups
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Figure 1.1. Boxplot visualizing th%stributions of the ""Control™ and "Experiment'* groups

This visualization helps to illustrate the differences between the two groups, supportin&e results from
the Mann-Whitney U test which indicated a significant difference. The boxplot shows the medians,
quartiles, and potential outliers within each group. Here is the comparative density plot for the "Control"
and "Experiment" groups:
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Figure 1.2 Comparison of Control and Experimental Classes

This plot shows the distribution characteristics ofgeach group, highlighting how their data points are
spread across the range of values. With a very sma@-value (less than 0.05), we can conclude that tlw is
a statistically significant difference in the distribution of data between "Control" and "Experiment " ®t his
indicates that the distribution of values in these two groups is significantly different. Next the data
distribution for both groups, 'Control' and 'Experiment’.
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Figure 1.3 Data Distribution of Control and Experimental 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 centered distriggition with
sharper peaks, signifying a higher concentration of data around the mean. Visual interpretatior™f the data
distribution for the 'Control' and 'Experiment' groups can provide important insights in the experimental

context, viz:

Table 1.2 Visual Interpretation of Control Class and Experimental Class Data

Visual interpretation Control Class

Experiment Class

Datacenter 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 without influence from
the experimental treatment.

Variability appears to be lower, as
indicated by the narrower
distribution. This could be an
indication that the treatment has a
stabilizing effect on the measured
variables.

Based on Table 1.2 both distributions (control and experimental classes) have outliers, but these are more
pronounced in the 'Control' group. However, these outliers require further investigation to determine
whether there is measurement error or extreme natural variability. Furthermore, from the aspect of
treatment effectiveness, the more centered distribution and lower variability in the 'Experiment' group
indicates that the treatment applied was effective in producing the desired response.



This visualization provides a clear picture of how the data is distributed and how the treatment might have
affected the expegggental results. This suggests that while the use of innovative media in learning shows
promising results,q is important to consider factors such as learner diversity, media accessibility, and
method integration to maximize its effectipggness. Further research and more detailed data analysis can

provide deeper insights into specific aspectS%f the effect of media on learning outcomes.

Discussion

The results of this studﬂpporﬁe idea that innovative media can be an effective strategy to improve the
quality of learning. The®fesults show that the use of innovative medigcan increase student engagement,
improve retention, and deepen understanding of the subject matte%se findings are consistent with
previous research that has highlighted the potential of innovative medi improve learning outcomes.

The use of innovative media in learning increases engagement for some learners, leading to higher scores,
but can alsoéninaccessible or less engaging for other learners potentially leading to lower scores. It is
important to“€nsure that the media is accessible and engaging for all types of learners. The lower
variability in the Experiment group suggests that innovative media might provide a more uniform learning
experience, which could be particularly beneficial in educational settings ﬁere consistency is highly
valued. The use of innovative media in learning shows good promise, but™t is important to consider
factors such as learner diversity, media accessibility, and method integration to maximize their
effectiveness. Further research and more detailed data analysis could provide deeper insights into specific
aspects of the effect of media on learning outcomes.

Qhe pre-test and post-test results show a significant increase in student engagement when using
innovative media in the learning process. This is in line with Mayer's (2009) opinion, which states that the
use of visual media and multimedia can increase student motivation and engagement in learning. This
could be due to the visual appeal and interactivity of the media which ivates students to participate
more actively. The post-test data showed an increase in retention and®nderstanding of the material
compared to the pre-test. Clark and Mayer (2016) in the book "e-Learning and the Science of Instruction™
explain that the combination of text and images can aid long-term memory, which could explain this
improved retention. These results support the theory that innovative media helps to link new information
to existing knowledge, strengthening students' understanding. This study compared the results of students
taught with traditional methods and students using innovative media. The post-test results showed that the
group with innovative media had better results. This is in line with research by Zhao et al. (2005), who
found that technology in education can produce better learning outcomes than traditional methods,
particularly in terms of engagement and motivation. The use of innovative media supports the concept of
student-centered teaching, where students have more control over their learning process. This opinion is
supported by Jonassen (1999) in his theory of constructiviggs, which states that learning should be active
and students should act as active learners. Innovative media“provides opportunities for students to explore
and experiment with the concepts learned. One of the interesting findings is the ability of innovative
media to support various learning styles. Visual, auditory, and kinesthetic can all be supported by
innovative media. Gardner (2018) in his theory of Multiple Intelligences suggests that individuals have a
variety of learning styles, and innovative media allows for more flexible teaching to support this diversity.
The results showed that students were better able to understand complex concepts when using innovative
media. Research by Chen & Sweller. (2023) explains that measuring the interactivity of elements in
learning materials can affect intrinsic cognitive load and learning effects. For example, materials that have
a high level of element interactivity tend to have a high intrinsic cognitive load, so the use of multimedia
can reduce cognitive load by breaking down information into pieces that are easier to understand. This
could explain why students were more successful in the post-test after using innovative media. Innovative
media can also be used upport collaborative learning, making learning more engaging, as one of the
challenges in introducing®Creativity and novelty in the design of learning activities is that teachers still



Qly on established habits and teaching methods whjigh inhibit their willingness to explore alternative
approaches i.e. using innovative media in learning LI*€t al (2024). The use of innovative media allows
flexibility in access to learning materials. Althqggah many benefits were found, the study also identified
some challenges in the use of innovative medigﬁor example, some students found it difficult to follow
material that was too complex or experienced technical problems.

This improvement is also related to student engagement. Acgarding to Brown and Smith (2017),
innovative media can increase student participation in learning.¥Students tend to be more engaged in
interactive and engaging learning. This finding supports their opinion, as observations duringasthe study
showed that students became more active and enthusiastic. In addition, the results show that®the use of
innovative media has an impact on learning retention. Gardner (2018) states that visual and interactive
media help students remember information longer. This is supported by the post-test results which show
that students can remember and understand the concepts taught better. Improvement in material
understanding was also observed in this study. Innovative media, such as animated videos and
simulations, allow students to understand abstract concepts more concretely. According to Harland
(2016)qplearning methods that utilize technology can help students understand complex concepts more
easily™®rhis finding is consistent with previous research which states that innovative media can improve
learning outcomes. For example, a study by Johnson et al. (2019) found that the use of technology in
learning can improve students' academic achievement.

Qhe results of this study have significant implications teaching practice. Teachers and educators are
encouraged to adopt innovative media in their teachinﬁ improve the quality of learning. According to
Novak (2015), innovation in education is necessary to meet the evolving needs of students. Although the
research results show a positive impact, some challenges need to be considered. For example, Smith and
Jones (2018) note that access to technology and resources may be limited in some schools. In addition,
training teachers to use innovative media effectively is an important issue that needs to be addressed.
Overall, this study confirms that innovative media is an effective strategy to improve learning quality. For
further research, it is recommended to explore the impact of innovative media on various subjects and
different education levels. In addition, long-term research could provide deeper insights into how the use
of innovative media impacts learning outcomes over a longer period.

Conclusion

The use of innovative media has prove& be effective in improving the quality of learning. Increased
student engagement, material retention, and concept understanding are the main indicators of the positive
impact provided by innovative media in the learning context. The better post-test results compared to the
pre-test indicate that students are more engaged and able to understand the material better when using
innovative media. This finding is also consistent with theory and previous research highlighting the
potential of technology and innovative media in education. Overall, innovative media can be an effective
tool to improve learning quality, provided that its use is well-planned and managed. innovative media is
an effective strategy to improve learning quality. Nonetheless, its implementation must be done carefully
and supported by adequate teacher training to avoid potential disruptions. With the right approach,
innovative media can make a significﬁcontribution to the improvement of student engagement, material
retention, a oncept understanding®he use of innovative media in learning, it can be concluded that
this strateg effective in improving the quality of learning. Significant improvements are seen in
various aspects, including student engagegent, information retention, and concept understanding. With
the use of innovative media, students ten be more active and interested in the learning process, which
contributes to better learning outcomes.
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