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A B S T R A K 

Kurangnya minat siswa dalam belajar berdampak pada hasil belajar siswa 
yang rendah. Salah satu faktor yang menyebabkan rendahnya hasil belajar 
siswa yaitu kurangnya media pembelajaran. Tujuan penelitian ini yaitu 
menguji pengaruh aplikasi seluler multimedia untuk meningkatkan prestasi 
akademik siswa kelas V SD pada kelas pendidikan jasmani. Jenis penelitian 
ini yaitu penelitian kuantitatif dengan menggunakan desain eksperimen. 
Populasi dalam penelitian ini yaitu siswa kelas V SD yang berjumlah 112 
siswa. Penelitian ini mengambil sampel secara acak dengan menggunakan 
rumus Slovin. Metode yang digunakan untuk mengumpulkan data yaitu 
kuesioner dan tes. Instrumen yang digunakan untuk mengumpulkan data 
yaitu lembar kuesioner dan soal tes. Teknik analisis data yang digunakan 
untuk menganalisis data yaitu statistik inferensial. Hasil penelitian ini yaitu 
hasil uji-t menunjukkan adanya pengaruh penggunaan Mobile Apps dalam 
kegiatan pembelajaran. Dapat disimpulkan bahwa penggunaan Mobile Apps 
dalam kegiatan pembelajaran dapat meningkatkan prestasi akademik siswa 
pada pendidikan jasmani kelas V. Implikasi penelitian ini yaitu penggunaan 
Mobile Apps dalam kegiatan pembelajaran dapat memudahkan siswa dalam 
belajar. 

 

A B S T R A C T 

Lack of student interest in learning has an impact on low student learning outcomes. One of the factors that 
causes low student learning outcomes is the lack of learning media. This research aims to examine the effect of 
multimedia mobile applications to improve the academic achievement of fifth grade elementary school students in 
physical education classes. This type of research is quantitative research using an experimental design. The 
population in this study was 112 grade V elementary school students. This research took samples randomly using 
the Slovin formula. The methods used to collect data are questionnaires and tests. The instruments used to 
collect data were questionnaire sheets and test questions. The data analysis technique used to analyze the data 
is inferential statistics. The results of this research, namely the t-test results, show that there is an influence of the 
use of mobile Apps in learning activities. It can be concluded that the use of mobile Apps in learning activities can 
improve students' academic achievement in class V physical education. This research implies that the use of 
mobile Apps in learning activities can make it easier for students to learn. 
 

 
1. INTRODUCTION 

Education must be able to improve students' ability to adapt to existing technological advances. In 
carrying out teaching and learning activities, students have different interests related to the subjects being 
taught. The implementation of online learning due to the COVID-19 pandemic has had a significant impact 
on optimizing learning (Prabawa & Restami, 2020; Wiradarma et al., 2021). The existence of a pandemic 
certainly requires schools to prepare and implement strategies that can help students deal with this 
impact. One of them is transferring face-to-face learning methods to online learning (Imani & Raharjo, 
2021; Salsabila et al., 2020; Wulandari & Agustika, 2020). Technological developments help and motivate 
teachers to be creative in delivering interactive learning (Dwirahayu & Afidah, 2021; Oh, 2019). 
Interactive learning itself can increase learning efficiency and make learning activities more enjoyable. 
Technology appears as a facilitator in delivering learning material. Reforms such as incorporating mobile 
learning into education can increase students' interest in learning and teacher creativity in using 
technology. In addition, interactive media increases students' digestibility of the material presented. Thus, 
interactive media makes it easier for students to understand learning concepts (Ariyantini & Tegeh, 2022; 
Astri et al., 2022). 
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However, in reality, students experience a decline in learning outcomes due to a lack of interest in 
learning, they tend to be lazy about studying because of a lack of interaction with the school environment. 
The obstacles experienced by teachers in cultivating and increasing students' interest in learning are still 
found in elementary school learning (Haryati et al., 2021). Increasing students' interest in learning 
requires efforts from teachers to design learning that can foster students' willingness to learn (Fitriani & 
Negara, 2021). Online learning is less effective if used long term. Basically, students understand and 
support the distance learning policy as an effort to break the chain of spread of the corona virus. Some 
students still complain that the assignments given by lecturers are considered burdensome to students, 
the learning time often exceeds the learning schedule, and the lack of motivation given by lecturers to 
students during online learning.(Nopiyanto & Ibrahim, 2021; Wulandari & Agustika, 2020).Apart from 
that, the implementation of online learning carried out at various universities is hampered by IT, because 
not all teachers understand the use of sophisticated technology. Therefore, teachers inevitably have to be 
prepared for the demands of learning during this pandemic. The research results show that around 63.9% 
of students who often use smartphones for education generally use websites. In contrast, the use of 
applications to support learning is rare, only around 7.2% of students use them; the rest rarely or never. 
Therefore, an interactive media development design in the form of learning applications is needed to 
increase this percentage. This design can help facilitate and improve the quality of goal achievement. 

Solutions to overcome problems using learning applications. Learning applications can also 
increase student motivation to take part in learning activities. Not only that, the application of learning 
also plays a role in improving students' cognitive aspects. With this good impact, their interest in learning 
activities increases. Utilizing Mobile Apps in learning means involving mobile technology to support 
learning(Nizar et al., 2023; Tommerdahl et al., 2022). The existence of mobile applications can improve 
the learning process and efficiency because students can learn anywhere and at any time. Parents also find 
it easier to see their children's progress in using technology (Mirzakhmedova et al., 2023; Pilar et al., 
2013). Mobile applications are efficiently used as learning materials and tools that meet the needs of 
teachers and students and can support the achievement of positive learning outcomes (Tilova et al., 2022). 
So, students can more easily understand concepts and be more consistent in learning. Mobile-based 
learning is material that provides more motivation to participate in learning activities. So, it has a good 
impact on academic achievement, increasing students' understanding of the learning process. It is based 
on elements related to playing and having fun. Mobile applications have a fun approach that can arouse 
students' interest and enjoyment in the learning process so that students' academic achievements can 
improve automatically (Putra et al., 2022; Voshaar et al., 2023). Mobile applications are suitable for 
providing a wider range of educational services. 

Previous research findings stated that the application of Mobile Applications in learning activities 
is a means of forming student competencies (Mirzakhmedova et al., 2023). Mobile Apps also play a role in 
carrying out the duties of educational institutions by developing student independence to seek new 
knowledge and skills that are more effective, flexible and contextual so that the learning process becomes 
enjoyable (Voshaar et al., 2023). The students felt they received diverse learning. Mobile applications are 
known as innovative tools to improve the quality of learning, from critical thinking and communication 
skills to problem solving skills (Wati, 2022). So, it can be seen that Mobile Apps make it easier for students 
to study and do assignments because they use the media they like. Different from previous research, 
Mobile Apps are equipped with learning evaluations. After the learning evaluation is answered, students 
can see directly the grades obtained according to their abilities. In this research students can use the 
application online or offline. In this way, students can be actively involved in learning activities without 
network constraints. This mobile application can train students to study independently because it can be 
used anytime and anywhere, making it easier for parents to monitor their children studying at home. This 
multimedia mobile application can be accessed by teachers and students because it is interactive and not 
challenging. This research aims to test the effect of multimedia mobile applications to improve the 
academic achievement of fifth grade elementary school students in physical education classes in Koto IV 
District, Agam Regency, West Sumatra. 
 

2. METHODS 

This research uses an experimental design. The experimental group was given Mobile Apps in 
learning activities, while the control group did not use Mobile Apps in learning activities or did not apply 
special treatment. The population and sample of this research involved fifth grade elementary school 
students in IV Koto District, Agam Regency, West Sumatra who were used as the population. This study 
took random samples using the Slovin formula involving 112 students for the experimental and control 
groups. The methods used to collect data are questionnaires and tests. The questionnaire method is used 
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to collect data regarding learning activities carried out by students in the classroom. The test method is 
used to collect data in the form of student learning outcomes after being given Mobile Apps in learning 
activities. The instruments used to collect data were questionnaire sheets and test questions. This 
research uses a posttest instrument related to student academic achievement. After receiving treatment, a 
posttest was given to the experimental group, while the control group was used as a comparison group to 
determine the effect shown. The data analysis technique used to analyze the data is inferential statistics. 
Data analysis in this study used the normality test. The Kolmogorov-Smirnov test was carried out to test 
the normality of data distribution. Meanwhile, Levene's test was carried out for data homogeneity. In this 
research the t test uses inferential statistics to test the hypothesis. Hypothetical conclusions can be drawn 
using criteria, namely a significance level of 0.05. The null hypothesis is rejected if the test statistic is more 
extreme than the critical value. Conversely, if the test is less severe, then the null hypothesis is accepted. 

 

3. RESULT AND DISCUSSION 

Results 
This research aims to test the effect of multimedia mobile applications to improve the academic 

achievement of fifth grade elementary school students in physical education classes in Koto IV District, 
Agam Regency, West Sumatra. Before testing the hypothesis, a normality test and homogeneity test are 
carried out. The results of the normality test show a significance value of <0.005 so that the data is 
normally distributed. The homogeneity test results are <0.005 so the data is homogeneous. The results of 
data analysis show that the results of the t-test are that there is a significant influence on the learning 
outcomes of the experimental class that received treatment using Mobile Apps and the control class that 
did not receive treatment. Therefore, the null hypothesis is rejected based on the t-test data. Independent 
sample test results are presented in Table 1. 

 
Table 1. T-test results 

 Equality of 
Variance 

t-test for Quality Means 

F Sig t df 
Sig. (2-
tailed) 

Mean 
Difference 

Lower Upper 

Learni
ng 
outcom
es 

Equal 
variances 
assumed 

0.007 0.932 6.023 222 0.000 10.893 7.328 14.457 

Equal 
variances 
not 
assumed 

  6.023 221.801 0.000 10.893 7.328 14.457 

 

Based on t-test data, the use of Mobile Apps in learning activities can improve students' academic 
achievement in class V physical education in IV Koto District, Agam Regency, West Sumatra. 
 
Discussion 

The results of the research show that the use of Mobile Apps in learning activities can improve 
students' academic achievement in class V physical education in IV Koto District, Agam Regency, Sumatra. 
This learning media was developed using the Smart Apps Creators application. Applications are 
applications that are commonly used, one of which is to create simple learning applications (Pilar et al., 
2013; Tommerdahl et al., 2022). Smart Apps Creators can be accessed via a laptop or computer, while the 
resulting applications can be accessed on any type of smartphone, depending on the style the creator 
chooses (Nafisah & Ghofur, 2020). In mobile manufacturing, research apps use several features that can 
display videos and images related to the material I provide. Interactive mobile application where 
participants can determine the desired learning steps according to directions. On mobile apps, researchers 
provide questions as material for evaluating student learning. The questions given are in the form of 
multiple choice and essays. Students can click the “play” button on the cover page to start the mobile 
application. On the next page there is a menu display. This menu display makes it easier for students to 
continue to the next learning stage. On the next page there are learning materials and learning videos. The 
material page also has animations that can increase students' interest in learning. On the material page 
there are also back and next buttons; these buttons can make it easier for students to quickly switch to 
another page. A quiz consisting of 15 multiple choice questions and five essay questions is on the next 
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page. The quiz is carried out based on a predetermined number sequence. After the student has finished 
taking the exam, the score will automatically come out according to the student's ability to answer the 
quiz. Apart from that, using Mobile Apps also makes learning more fun; Not only can they access the app 
during class time, but they can access the learning app whenever they want. This research can strengthen 
previous research; This research can clarify that the application of Mobile Apps can improve academic 
achievement in physical education learning for grade 5 elementary school students  (Nizar et al., 2023; 
Tommerdahl et al., 2022). This finding is strengthened by previous research findings which state that 
Mobile Apps can improve students' academic achievement (Ardiansyah & Nana, 2020). Student academic 
achievement increases because the use of Mobile Apps attracts students' interest in learning. Students can 
access this mobile application freely wherever and whenever they need it. The implication of this research 
is that the use of Mobile Apps in learning activities can make it easier for students to learn. 

 

4. CONCLUSION 

Learning using multimedia mobile applications, there are differences in student academic 
achievement in class V physical education learning in IV Koto District, Agam Regency, West Sumatra. The 
difference is obvious; It can be seen that the use of Mobile Apps in learning activities has a positive impact 
on the academic achievement of fifth grade elementary school students in IV Koto District, Agam Regency, 
West Sumatra. It is recommended that educators provide more innovation in learning activities, one of 
which is using technology as creatively as possible. It is hoped that further research can further develop 
mobile applications with other more innovative features and further expand the reach of research. 
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