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Article history: The aim of this research is to analyse the development of learning management using
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Available online 20 March 2024 grade elementary school students in Grobogan and Kudus Regencies, Central Java, with
data collection tools used including questionnaires, tests, observations and interviews.
The data analysis used was the validity and reliability test of the instrument, normality
test, homogeneity test, n-Gain test and Independent Sample t-test. The research
results show that the design begins with planning with components of thematic
learning analysis, analysis of motivation and learning outcomes in online learning,
planning consists of curriculum analysis - formulation of objectives - analysis of sources
and materials - analysis of learning models, designing media animation videos by
making storyboards, preparing assets — complementary assets and video animation
tools. In the process with PowerPoint video components and Camtasia 2019
specifications. Animated video content with "My Country's Wealth Theme" in online
learning with initial stage components (basic competencies (KD), objectives, learning
materials, core activities and evaluation. Material feasibility test results get a score 3.3
with very good criteria, and media expert eligibility received a score of 3.4 with very

Keywords: good criteria. The results of the effectiveness test in 2 regions obtained an n-Gain value

of 0.659 in the Hake n-gain table in the good category. In conclusion, thematic learning
Management; Thematic learning; management with animated videos effectively increases learning motivation and
Animation video; Motivation learning outcomes in thematic learning.

1. Introduction

The rapid advancement of technology and information has undeniably brought about significant
changes in society, particularly in the realm of education, where technology serves as a crucial
support for promoting learners’ motivations, interest, readiness and engagement [1,2]. The 21st
century is marked by quickening technical progress and a more digitally connected world, thus it's
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more important than ever to have flexible and interesting teaching resources [3]. The younger
generations are driving the digital marketing industry and is eager to study, comprehend, and
develop in more competitive ways. The outdated, conventional educational approaches no longer
satisfy them. Services for educational video animation are excellent in the modern world. They are
the more contemporary method of instruction that increases student interest and improves
efficiency. Students are encouraged to connect with the concept and the information through
animated educational movies [4].

In contrast to earlier times, contemporary learners have shorter attention spans, often lacking
the patience to engage with course content that fails to captivate them. Animation has emerged as
a potent toolin the eLearning sector over the years [5]. Technological progress is on the rise, including
the integration of media technology like computers and smartphones equipped with software and
hardware to enhance the learning experience through digital-based technology systems [6,7]. The
widespread utilization of learning media, including animation, video, design, and analysis, has
become a prevalent means of incorporating technology into the educational process. These tools are
extensively employed by educators for imparting materials, conveying messages, disseminating
information, and providing references [8].

The utilization of animated video content in the educational process is more productive and
efficient, facilitating a deeper and more thorough understanding of the material. Student learning
success is determined by the animated. The animated video content can pique students' interests in
learning activities that will enhance their learning outcomes by stimulating their ideas, worries,
sentiments, and abilities or skills [9]. Learning with text, graphics, music, and video that is applied
dynamically to help students develop their understanding is known as animation-based learning
media [10]. Through the use of animation in the classroom, students can improve their performance
or learning objectives [11]. An additional useful approach to the execution of practicum, independent
study, and interactive media presentations is the application of learning through animation-based
media [12]. A subcategory of multimedia materials are animated videos. Children's and young adults'
entertainment sometimes includes animations, which have educational purposes [13,14] and have
an impact on popular culture [15]. Research has shown that animated images enhance learning
across a range of age groups, including high school students and small children [16-18].

During the learning journey, students need the motivation to foster their eagerness to acquire
knowledge [19]. Given their current level of motivation, they have the potential to enhance their
academic achievements significantly [20]. From a different perspective, fostering a genuine desire to
inspire students can lead to the achievement of desired learning outcomes. Through these outcomes,
students can discern their capacities and abilities following the completion of the learning process
[21]. To facilitate students' comprehension of the teacher's explanations, it is essential to provide
them with tools that support and aid their learning journey. This assistance not only enhances
motivation but also contributes to the attainment of positive learning outcomes [22]. Utilizing
animation in the educational process has proven to simplify intricate topics, fostering a pleasurable
learning experience without inducing time-related anxieties [23,24]. Animations offer a distinct
advantage over static images as they have the ability to visually convey conceptual changes,
processes, and dynamics. In comparison to static images, animations are not only more lifelike but
also more effective for imparting practical information in educational settings [25]. Additionally, the
presentation of material in a visually distinctive manner is believed to boost students' motivation,
particularly when it aligns with their interest in cutting-edge technology [26-28]. Interactive videos
serve as an additional educational platform capable of enhancing motivation and facilitating the
effective management of cognitive load.
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Acquiring the skill of utilizing animated media can serve as a remedy, transforming abstract
content into a more tangible and comprehensible form [29]. Animation serves as a platform
incorporating processed images to generate both movement and sound, thereby creating a dynamic
impression [30]. When utilized in video content, animation effectively elucidates material, providing
a detailed explanation and possessing an engaging quality that facilitates enhanced comprehension
for students [31]. Moreover, animated content has the ability to capture students' interest during
the learning process by elucidating procedures and sequences of events [32]. Animated media proves
to be more efficacious than conventional learning materials in enhancing student learning results
[33]. This study seeks to create a learning management tool featuring animated videos, with the goal
of enhancing motivation and improving learning outcomes among fourth-grade elementary school
students Grobogan and Kudus Regencies, Central Java, Indonesia.

1.1 Problem Statement

The ongoing problem of promoting motivation and maximizing learning outcomes has become
more prominent in today's educational environment [34]. Conventional teaching approaches
frequently fail to hold students' attention in a way that is compatible with the 21st century's dynamic
and digital environment [35]. Animated video integration with learning management systems
appears to be a viable answer to this educational conundrum, but its full impact and effectiveness
are still unknown [51]. In light of this, the study aims to investigate the potential enhancement of
learning outcomes and motivation among fourth-grade elementary school students in the Indonesian
regions of Grobogan and Kudus through the development of an animated learning management
system.

Deeper comprehension and engagement are promoted by animated videos, which provide a
dynamic and visually exciting way to communicate difficult ideas [36]. Through the use of animated
content's interactive and visually stimulating qualities, the motivational focus seeks to foster a
positive attitude toward learning. In order to contribute to a paradigm, change in education toward
a more dynamic and individualized learning experience in the digital age, this research aims to close
the gap between traditional education and the preferences of today's learners. Therefore, the
purpose of this study is to investigate the following important question: Could adding animated
movies to learning management systems be a trigger for more engaged students and better learning
results? Our goal is to investigate this understudied area of technology and pedagogy in order to find
out how well animated videos may be integrated to increase student motivation and outcomes. We
also hope to provide useful information for educators and educational policymakers.

2. Methodology

The study adopts a research and development (R&D) approach, conducted over a six-month
period (one semester) in the Godong District of Grobogan Regency, Central Java, Indonesia. The
research focuses on 45 fourth-grade elementary students engaged in "Theme 9" at three different
schools: SDN 1 Dorolegi, SDN 2 Manggarmas, and SDN 2 Harjowinangun. Data for the study was
obtained from both students and teachers. Research and development involve a systematic process
aimed at creating new products or improving existing ones, with a focus on accountability. The
resulting products can manifest in various forms, such as hardware and software [37].

Data collection methods included questionnaires, tests, and interviews. The instruments
employed for data collection comprised a student needs questionnaire, a teacher needs
guestionnaire, motivational questionnaires, a material expert questionnaire, and a media expert
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guestionnaire. During the analysis phase, observations and interviews were conducted to gather
information about learner motivation and the use of media in the learning process. The questionnaire
was administered to multiple validators, including school supervisors, media experts, and teachers,
to assess and provide feedback on the animated video learning management system developed by
the researcher. A test was utilized to measure the impact on student learning outcomes and
motivation following trials with the developed animated video. This testing involved a pre-test
administered prior to the media trial, and a post-test conducted at the conclusion of the testing
period.

This study's reference is the development research conducted by Borg and Gall [38]. This
research's foundation is an adaptation of this development model that yields a more straightforward
model of development. This research has three steps: The initial stage involves planning,
encompassing a needs analysis. The analysis phase is akin to the Targeting Phase [39]. To ascertain
the demand for a product like an animated learning video, interviews with students and teachers
were conducted. The planning process also encompasses the development of supplementary assets
for the animated videos and the preparation of tools required for producing them.

The subsequent phase involves the processing aspect. This stage is dedicated to formulating
learning tools and media for further development. Additionally, within the process stage, there is a
focus on constructing the learning media system. The creation of animated videos utilized the
PowerPoint and Camtasia 2019 application. Furthermore, researchers incorporated cartoons and
animation media. Consequently, the design efforts by the researchers aimed for optimal outcomes
to generate engaging and attractive media.

The final stage involves assessing the product. Once the animated video learning media system
has been developed, it undergoes validation by experts. The outcomes of this validation serve as the
foundation for determining the appropriateness of the media for student learning, guiding decisions
on whether to implement or further test it. Students are then administered a questionnaire to gauge
their learning motivation. Data pertaining to the increase in student learning motivation following
the use of animated video media is collected through questionnaires distributed to students after
they have watched and comprehended the learning animation videos. The learning process involving
animated video media is conducted independently, wherein students begin with a pre-test, proceed
to watch and understand the material presented in the animated videos, and conclude by addressing
post-test questions along with completing student learning motivation questionnaires. The flow of
this research is shown in Figure 1.

= Expert Judgement
* Field Test

® Curriculum analysis.
* Analyze student characteristics.

= Animated video developed
with Powerpoint and Camtasia

= Analyze thematiclearning, 2015 applications. -
motivation and learning = Content consists of basic
outcomes competencies (KD), objectives,

= Online evaluation

= Testtechnigues

= Students work on 10 multiple
choice guestions

* Formulate objectives - Analyze
materials - determine methods

core activities, learning
materials and evaluation.
= Utilizing cartoon and

FEEDBACK
FEEDBACK

‘ animation media in editing..

= Create story boards.

= Creating complementary assets
for animated videos.

* Preparing tools for making
animated videos

-

Online Learning

= Test guestions are inthe form of
links that have been placedin
the description column

= Students candirectly see the
results of their value

Fig. 1. Concept of Development
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3. Results and Discussions
3.1 Planning

This study's initial phase, analysis, was a component of the planning phase. Interviews with
instructors and students were used to analyse needs at this point. The purpose of the needs analysis
is to determine how much the grade IV primary school pupils in the Grobogan and Kudus Regencies,
Central Java, need an animated video learning management system. Ninety percent was the average
response obtained after answering the student needs questionnaire. On the other hand, an average
response of 88 percent was obtained from the teacher needs questionnaire. This leads one to the
conclusion that in order to improve fourth grade students' motivation and performance, a certain
amount of thematic learning animation video media was required. Learning through animation is one
of the most engaging forms of media because it exposes pupils to real-world situations. It is
anticipated that using this type of educational media will increase students' motivation and interest
in the material that their teachers are teaching [40,41]. The outcome is also consistent with the
research conducted by Wiyono [42], which demonstrates how video animation in ICT-based learning
can represent abstract processes that are hard to perceive or comprehend while still replaying the
relevant data.

3.2 Processing

Based on the findings presented in the analysis, the product undergoes design and manufacturing
as integral components of the processing phase. This study focuses on creating learning materials,
specifically an animated video, aimed at enhancing the motivation and academic achievements of
fourth-grade elementary school students in Theme 9, "My Country's Wealth." The utilization of this
animated video involves students accessing the provided YouTube link shared by the teacher within
the designated WhatsApp group.

Students will attain fundamental competencies and learning objectives on the main page. To
enhance comprehension of learning materials, an animated video is incorporated into the learning
media interface. Upon accessing the video link, the initial interface displayed is the title page,
illustrated in Figure 2 below

Fig. 2. Animated video preview

The animated video was crafted utilizing computer technology, specifically a computer or laptop
equipped with the Power Point and Camtasia applications in 2019. Various assets were incorporated
in the production process, such as image resources sourced from Freepik.com, music assets obtained
from bensound.com, and written content accessed through collogo.com. Once uploaded to YouTube,
the media is accessible on both laptops and smartphones. The content of this animated video is
detailed in the figure presented below as Figure 3.
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Fig. 3. Learning Objectives Display
The second component comprises educational content, encompassing:

i.  Thematic material for Indonesian language instruction
ii.  Thematic material covering Natural Knowledge in Science
iii.  Thematic Material addressing Social Science Content, as illustrated in Figure 4 below.

Anak-anak apakah kalian
pernah ke sungai / air
terjun? Pasti disana kalian
melihat air bukan?

Fig. 4. Material display

The reliability of the assessment tool, designed to evaluate student learning outcomes through
10 assessment items, was assessed using a specific method—statistical calculations employing
Cronbach's alpha.

Table 1

Instrument Reliability Statistics
rii rtable  k(Total Item)
0,961 0,6 10

From the analysis results, the r11 value (instrument reliability) or Cronbach's alpha is 0.961, while
the critical r value (2-sided test) is at a significance of 5% with n = 17. Because rl11 > r table, it can be
concluded that the research instrument items are reliable.

Data on the validity of animated video media for thematic learning was obtained through media
expert validation questionnaires distributed to 2 competent learning media experts.

Assessment is given as a score with a range of 1-4. The aspects assessed consist of 23 indicators.
The assessment aspects of this media suitability component include: language aspects, effectiveness
for learning strategies, software engineering, and visual display aspects. The validity criteria for the
assessment scores can be seen in Table 2.
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Table 2

Media Expert Assessment Score

Score Criteria

1,00-1,75 Poor

1,76 — 2,50 Fair

2,51-3,25 Good

3,26 —-4,00 Excellent
Table 3
The assessment results from media experts
Validator Average Score Assessment criteria
Validator | 3,5 Excellent
Validator Il 3,4 Excellent
Average 3,4 Excellent

From the description above, the average data obtained from the Media Expert Team's
assessment was an average score of 3.4, which means it is in the very good category. Based on this
data, this thematic learning animation video media is suitable for use.

3.3 Evaluation

This phase represents the final step in the media development process, involving the analysis of
data acquired from earlier stages. The assessment results from the learning outcomes test and the
completion of the student learning motivation questionnaire serve as the foundation for gauging the
effectiveness of the developed product. The learning outcomes tests are administered to students to
gather insights into their comprehension of the provided material.

The assessment process relied on a questionnaire grid, with students engaging in online
evaluation through a designated link accessible in the YouTube description section. By simply clicking
on the provided link, students were able to respond to a set of 10 multiple-choice questions
formatted as a Google Quiz. Upon completion, students could promptly view their attained scores.
The third component involves LKPD and evaluation, with the LKPD content illustrated in Figure 5
below.

EVALUAS]

Untuk EVALUASI kalian bisa
mengerjakan secara daring dengan
mengklik LINK SOAL yang ada di |
deskrips / link yang sudah dibagi
di grup WA oleh Pak Guru.

Selamat Mengerjakan. .l

Fig. 5. Evaluation Content Display

The table of results of the analysis of student learning outcomes tests using the T-Test, which is
shown in Table 4. The t-test was done to carry out the comparative hypothesis to determine the
difference in the average learning outcomes of students in the experimental and control groups with
the hypothesis formula: Ho = there is no difference in the average learning outcomes of the
experimental and control classes, Sig value. > 0.05 Ho accepted Ha rejected. Ha = there is a difference
in the average learning outcomes of the experimental class and the control class.
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Table 4
Independent T-Test Test Table Group Statistics

Class N Mean Std. Deviation  Std. Error Mean
Post-test Control Claas 22 68.6364  8.88844 1.89502
Experiment Class 17 81.1765 7.81213 1.89472

From the "Group Statistics" data output above, it is known that the average score for the
experimental class is 81.17, and the control group is 68.63, so in descriptive analysis, there is a
difference in the average learning outcomes of the experimental and control groups. From the
independent sample test data, the Sig value is known. Levene's Test for Equality of Variances 0.535 >
0.05 means that the data variance for both classes is the same or homogeneous. Meanwhile, in the
Equality of Variances section, it is 0.000 < 0.05, so as a basis for decision-making, Ho is rejected, and
Ha is accepted, so there is a significant difference between the learning outcomes of the
experimental and control classes.

To determine whether there is an increase in student motivation, student learning motivation is
measured using two tests, with Hake's N-Gain test namely the initial motivation questionnaire (pre-
test), which is carried out before the media trial, and the final motivation questionnaire (post-test)
which is carried out after the media trial. The table of N-Gain criteria and results of student learning
motivation before and after the trial is presented, as shown in Table 5 and Table 6.

Table 5
N-Gain Criteria Table
N-Gain Score Criteria
N-gain< 0,3 Low
0,3 <N-gain<0,7 Average
0,7 £ N-gain High
Table 6
Recapitulation of Experimental Student Learning Results
Average Pre-Test Score Average Post-test Score
50 89 100,0 0.709

Based on Hake's n-gain criteria table, it can be concluded that student learning outcomes using
thematic learning animation video media are in the high category.

After conducting thorough due diligence, it can be inferred that implementing an animated video
learning management system is viable for fourth-grade elementary schools. This approach has the
potential to enhance student motivation and improve learning outcomes. According to [43] the use
of animated movies that depict commonplace events in the classroom with appropriate audio and
images will allow students to participate in the plot indirectly. Students will find learning enjoyable
and self-motivating as a result of this. Additionally, Gellerstedt et al., claimed that the use of
animated movies will help students comprehend abstract material and grasp the topic of the material
presented with ease. [44] Science classes could be made more engaging and fun by using animated
video content, as demonstrated by Khalid et al., [45].

[46] have also studied the creation of animated video content to improve elementary school
pupils' character and drive for learning. It is claimed that the creation of video animation material
increases pupils' motivation and attributes quite effectively. This study's utilization of instructional
media in the form of animated videos results in learning materials that are entertaining and
appropriate for pupils.
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Furthermore, the study of [47] demonstrated that after watching animated videos to grasp
physics principles, students' motivation was quite strong. The students claimed that "animation
media employed in Newton's law material provides a full explanation of how force impacts the
movement of an item," according to their interviews. This makes sense to me because the objects'
motion appears realistic and the force's direction is shown clearly, making the information about
Newton Law appear easy to comprehend. Additional studies' findings have demonstrated that
animated video content can improve students' cognitive knowledge, assist students understand the
subject matter more rapidly, and draw their attention to study [48].

Since animated movies are made more interactive to boost students' excitement and learning
motivation, using them as instructional materials is thought to be more successful and engaging for
pupils [49]. The findings of [50] research align with our own, affirming that animated videos have the
potential to boost children's learning motivation and outcomes. This is demonstrated by highlighting
the benefits of utilizing animated videos as educational tools. These advantages encompass the
enhancement of children's foundational experiences in reading, thinking, discussing, and practicing.
Furthermore, animated videos can serve as a viable substitute for actual environments, offering
flexibility to create realistic representations. Another noteworthy point is that animated videos can
effectively illustrate processes, allowing for repetitive presentations. Additionally, these videos play
a pivotal role in fostering and amplifying children's learning motivation. Lastly, their versatility is
evident as animated videos can be tailored for large audiences, small groups, or individual learners.

4. Conclusions

The conclusion drawn from this study asserts that the learning management development model
employing animated video media proves to be not only effective but also apt for fostering
independent student study, thereby significantly boosting motivation and improving learning
outcomes. The conducted effectiveness test across two regions yielded an impressive n-Gain value
of 0.659, categorizing it as notably good according to the Hake n-gain table. This robust result
substantiates the overarching finding that the integration of thematic learning management with
animated videos serves as a potent means to enhance both learning motivation and overall learning
outcomes within the thematic learning context.

4.1 Implications for Practice

Strong research findings back up the potential benefits of involving classroom teachers in the
pedagogical process through the use of animated videos. In addition to promoting learners’
motivation, interest, deep learning and independent study among students, the use of animated
videos skilfully meets the unique learning requirements of a variety of learners. Animated videos also
have a significant educational value in that they foster critical thinking, creativity, and inventiveness
in the classroom.

The intelligent use of animated videos emerges as a powerful tool for offering multilingual
support in early years learning in areas where English is a second language, such as Malaysia. This
method supports methods for language development that have been supported by research and
makes it easier to become proficient in learning both native and foreign languages. Furthermore, it
has been found that incorporating animated educational resources into classroom activities improves
students' understanding through multimodal expression. This combines verbal, algebraic, graphical,
and mathematical modalities, exhibiting an all-encompassing strategy that accommodates a range of
learning preferences [52].
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4.2 Implications for Policy Decisions

There is need for integration of animated aids into the school curriculum and providing
comprehensive teacher training to encourage educators. These observations can serve as valuable
guidance for policymakers and researchers, informing efforts to enhance curriculum design and
optimize the implementation of educational technology for a superior learning experience.

5. Suggestion for Further Studies

Future studies should explore the long-term impact of interventions, conducting comparative
analyses with traditional methods, and exploring student preferences to optimize educational
interventions. Also, further studies should seek to validate the impact of animated video diverse
research subject in relations to diverse demographic and socioeconomic factors.
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