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Abstract 

This study aims to determine the effect of the use of Interactive Learning Media on the mathematical learning 
achievement of grade VIII MTs Al Azhaar um Suwanah students. This study used Quasi-Experimental research 
method with Pretest-Posttest Non Equivalent Control Group Design research design. The population subjects in 
this study were all students of grade VIII MTs Al-Azhaar um Suwanah, by taking a sample of two classes of 56 
students, namely class VIII-1 which amounted to 28 students as the Experimental class and class VIII-2 which 
amounted to 28 students as the Control class. Data collection techniques using instruments on students' 
mathematical learning achievement in the form of essays. Based on the results of the data obtained, the highest 
score on  the Pretest instrument of the  Experimental class was 75, with the lowest score of 50. As for the highest 
score on  the Experimental class Postest instrument of  90, with the lowest score of 60. And for the highest score 
on  the Control class Pretest instrument of  75, with the lowest score of 55. As for the highest score on  the 
Control class Posttest instrument of  85, with the lowest score of 60. Based on the results of t-test analysis of 
students' mathematical learning outcomes, it can be seen that the calculated t value is 5.894 with a significance 
of 0.000. A significance value that indicates 0.000. t< 0,05table  = 2.005. The data requirements of variable X 
affect variable Y if tcount = 5.894 > ttable = 2.005. So H0 is rejected and H1 is accepted. This is also supported 
by the mean value of the experimental class of 81.07 greater than that of the control class of 71.25. Which means 
that there is an influence of interactive learning media on the mathematical learning achievement of grade VIII 
MTs Al-Azhaar um Suwanah 1 students. 
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INTRODUCTION 

The development of the times affects the development of technology that encourages 
major changes in various aspects of life, one of which is in the world of education. Education 
is one aspect that determines the intelligence of a nation. Tho‟in, (2017: 162) argues that 
education is a driving force to maintain reliable human resources of a country and society, 
because education is the best way to improve the quality of a country's human resources. So 
the conclusion that can be drawn from the explanation above is the need for educational 
institutions and teachers in carrying out a learning process that can increase intelligence and 
build enthusiasm for learning to be able to achieve the desired learning outcomes. In addition, 
an education will be carried out optimally if the learning process is carried out optimally, as 
an important role holder in the learning process, teachers are required to be able to manage 
learning starting from lesson planning, implementation, assessment and supervision so that 
during the learning process it is carried out in accordance with the learning objectives that 
have been set. The ability of teachers to prepare learning is very influential on the 
achievements obtained by students, one of which is by preparing and choosing what learning 
media is suitable for the material to be taught.  

Media is a tool that can support success in the teaching and learning process at school 
or outside school, so that it can be a tool for delivering information or learning materials by 
teachers to students or vice versa. So that the goals in teaching and learning can be achieved, 
as well as facilitate and facilitate the learning process. According to Syaiful bahari Djamarah 
and Azwan Zain, (2020: 121) Learning media are all tools that can be used as a channel of 
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messages to achieve learning objectives. (Ashar, 2011) said that learning media is a tool in the 
learning process both inside and outside the classroom, then it is further explained that 
learning media is a component of learning resources or material media that contains teaching 
materials in students. an environment that can engage students in learning.  

From the results of observations made on Wednesday, March 8, 2023 at Al Azhaar um 
Suwanah 1, which is addressed at Jl. KH. Hasyim Ashari/Al-Furqon, Gg. Wakaf Rt.03/03 Poris 
Plawad Utara, Kec. Cipondoh, Tangerang City, Banten. Based on the results of an interview 
with a mathematics teacher named Lia Andriani, S.Pd, several problems were found in the 
learning process including lack of accuracy in calculating and solving problems, lack of 
enthusiasm in learning, lack of interest in learning because they did not understand the 
material taught, which caused students to respond less and less active during learning, then 
coupled with a very short learning time. This has an impact on students' low mathematical 
learning achievement. 

One of the learning media that can make students more active and can make it easier 
for students to receive learning is the use of interactive learning media. Interactive learning 
media are tools and objects that aim to facilitate the learning process to convey messages or 
information about the material delivered (Hidayat, 2022). Interactive learning media is a 
learning media that connects text, sound, moving images and video to facilitate the learning 
process. Therefore, the use of interactive learning media is carried out in order to provide 
opportunities for students to be involved in the object to be studied, so that students 
become more active in the learning process.  

Based on the background above, the researcher raised the topic "The Effect of Using 
Interactive Learning Media on Student Mathematical Learning Achievement" 

METHODS 

The method used in this study is experimental research, aiming to determine the effect 
of a treatment on research subjects. Experimental research was conducted to determine the 
cause-and-effect relationship of treatment.  

This research includes quasi experimental, while pseudo-experiment is a form of 
experimental design developed from true experimental design. This design has a control 
group, but cannot function fully controlling outside variables that affect the conduct of the 
experiment. (Sugiono, 2012: 114)  

According to suryabrata (2010: 92) the goal of Quasi Experimental is to obtain 
information close to what can be obtained by actual testing under circumstances that allow 
control and manipulation of all relevant variables. 

In this study using the Pretest-Posttest NonEquivalent Control Group Design, which is a 
design that provides pretest before treatment, and posttest after treatment is given to each 
group. This study used two classes, then tested first to find out whether the initial state was 
different between the experimental class and the control class. The experimental class was 
treated using interactive learning media in the form of Power Point, while the control class 
remained without using media. Upon completion both grades 8-1 and 8-2 are given a posttest. 

The first test aims to determine the cognitive abilities of both groups. This initial 
cognitive capacity is necessary for use in experimental and control classes. The second test 
aims to measure student achievement or learning outcomes in the cognitive realm. 

The instrument used in this study is in the form of a description test question that has 
previously been validated, researchers use construct validation where construct validation is 
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arranged based on relevant theories in consultation with validators or experts in their fields. 
after that the data is tested using the Reliability Test, then the calculation of the final 
validation value data is analyzed, carried out by giving values to the Pretest and Posttest 
instruments that have been given.  Statistical hypotheses are also called test hypotheses, 
which are hypotheses expressed in the form of null hypotheses (H0) and hypotheses (H1) 
(Supardi, 2017). 

The hypothesis proposed in this study is = There is no difference between the average 
before using interactive learning media and after using interactive learning media and ( = 
There is a difference between the average before using interactive learning media and after 
using interactive learning media. ( 𝐻0)𝐻1)Furthermore, the data in the Test uses the 
Prerequisite Test, namely the Normality Test, the Normality Test is carried out to find out the 
data from the research obtained is normally distributed or not. In the Normality Test, 
researchers use the SPSS program, then also the homogeneity test aims to find out whether 
the two groups studied have the same variance or not. If both groups have the same variance, 
then the group is said to be homogeneous (Sugiyono). Followed by hypothesis testing using a 
t test conducted to determine whether or not the influence of the use of interactive learning 
media on students' mathematics learning achievement. The type of t test used is the Paired 
Sample Test The T test is part of the hypothesis comparison test or comparison test, the 
paired sample t test aims to determine whether there is an average difference between two 
paired or related samples. After it is known whether there is an influence from the use of 
interactive learning media, then proceed to calculate the Effect Size in this study, it will be 
seen how much influence the use of interactive learning media has on student mathematics 
learning achievement using effect size calculations. Effect size is a measure of the magnitude 
of the influence of one variable on other variables, the magnitude of the difference and the 
relationship that is free from the influence of sample size. through manual calculations by 
entering the Cohen formula as follows: 

𝐸𝑆 =  
�̅�𝑒 − �̅�𝑐 

𝑆𝑐
 

ES =  
81.07 −71.25

6.577
 

ES =  
9.82 

6.577
 

ES =  1,49 
Keterangan : 
ES = effect size value 
�̅�𝑒 = The average score of the experimental group 
�̅�𝑐 = The average score of the control group 
 𝑆𝑐 = Standard deviation of the experimental group 
The criteria for the magnitude of the effect size are classified as follows: 
 

Table 3.8 Cohen's Standard Formula 

Effect Size interpretation 

ES < 0,2 Relatively small 

0,2 < ES < 0,8 Classified as medium 

ES > 0,8 Classified as large 
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RESULTS AND DISCUSSION 

This study discusses how the influence of the use of interactive learning media on 
student mathematics learning achievement. In general, during the learning process of most 
students on the Build a Flat Side Room material, students' mathematical learning 
achievement tends to increase after the application of interactive learning media. Student 
achievement can be seen from the calculation values of the pretest and postest that have 
been given and the data to be tested using prerequisite tests and hypotheses with the 
following data: 

Table 2. Normality Test Results 

 

Class 

Kolmogorov-Smirnova 

 Statistic df Sig. 

Student 
Learning 
Outcomes 

PreTest 
Experiments 

.129 28 .200* 

PostTest 
Experiments 

.189 28 .012 

PreTest Control .186 28 .014 

PostTest Control .178 28 .024 

 
Based on the results of the normality test using SPSS 26, the output results show that 

in  the  Kolmogorov-Smirnov Column  Test  Of Normality table, it can be known that the Pre-
Test and Post-Test data of  experimental and control class learning outcomes have Sig values.  
Then it can be concluded that the data in this study are normally distributed.> 0,05 

 
Table 3. Homogeneity Test Results 

test of homogeneity of variance 

Student 
Teaching 

Outcomes based on mean 

levene 
statistic df1 df2 sig. 

.615 3 108 .607 

Based on the test table using SPSS 26.0, it can be seen that the significance value in the 
Based on Mean table is 0.607, because the significance value is more than 0.05, which is 0.607 
0.05 > so that the data can be said to be homogeneous. 

 
Table 4. Paired Difference Sample T-Test Results 

Paired Samples Test 

  Paired Differences   

Student 
Learning 

Outcomes 

  Mean 

95%     

Df Sig 2 Lower Upper T 

Posttest 
Experiments  81.07 6.481 13.162 5.894 54 .000 

Posttest Control  71.25 6.480 13.163 5.894 53.323 .000 

 
Based on the results of t-test analysis (t-test) on student mathematics learning 

outcomes can be seen in the table. From the table it is known that the calculated value is 
5.894 with a significance of 0.000. The significance value shows 0.000 < 0,05 so Ho  is  
rejected and H1 is accepted. This is also supported by the average score of the experimental 
class of 81.07 greater than the control class of 71.25. Based on Table 4, it can be concluded 
that there is an influence of interactive learning media on the mathematics learning 
achievement of grade VIII MTs Al-Azhaar um Suwanah students. 
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Table 5. Cohen's Effect Size Results 

Effect Size interpretation 

1.49 Classified as large 

 
Based on table 4 The average of the Post-Test Experiment class and the Control class 

are 81.07 and 71.25; The experimental posttest division standard was 6,577 while the control 
posttest division standard was 5,873. then by entering the formula Cohen got a result of 1.49. 

To find out how much influence interactive learning media has on students' 
mathematics learning achievement in class VIII MTs Al-Azhaar um Suwanah can be known as 
follows: 

𝐸𝑆 =  
�̅�𝑒 − �̅�𝑐 

𝑆𝑐
 

ES =  
81.07 −71.25

6.577
 

ES =  
9.82 

6.577
 

ES =  1,49 

CONCLUSION 

Based on the results of data and discussion of research conducted on the effect of the 
use of interactive learning media on the mathematical learning achievement of grade VIII 
students of Al Azhaar um Shuwanah 1, it was concluded that the calculated value was 5.894 
with a significance of 0.000. A significance value that indicates 0.000. < 0,05 ttable = 2.005. The 
data requirements of variable X affect variable Y if tcount = 5.894 > ttable = 2.005. So Ho was 
rejected and H1 was accepted. So it can be concluded that the use of Interactive Learning 
Media affects the mathematical learning achievement of grade VIII MTs Al-Azhaar um 
Suwanah students.   

 

SUGGESTION 
The suggestions that can be given by researchers are as follows: 
1. Teachers are expected to be able to use various interactive learning media in order to 

improve student learning outcomes which determine will affect students' mathematical 
learning achievement.  

2. It is expected for students to be more active, focused and active in the teaching and 
learning process.  

3. It is expected for schools to pay more attention to the activities of teachers and students 
in carrying out the teaching and learning process that takes place so that the planned 
learning objectives can be achieved properly.  

4. The hope of researchers is that this thesis is useful later as a reference in the 
implementation of mathematics research and learning. 
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