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Abstract

This study aims to analyze the impact of using innovative physical education
learning media on the level of enjoyment of elementary school students in 3T
areas. The background of this study stems from limited learning conditions, both
in terms of facilities, infrastructure, and access to technology, so that innovative,
simple, and contextual learning strategies are needed. The method used in this
study was quantitative with a One Group Prestest-Posttest design. This study
involved all twelve students, and data were collected through a 15 item
enjoyment level questionnaire. The data were analyzed using the Shapiro-Wilk
normality test and paired sample t-test. The results showed a significant increase
in the enjoyment scores of students after the application of innovative media,
with an increase in the average score from 28 to 47. The results of the paired
sample t-test showed a significance value of 0.000 (<0.05), indicating that
innovative media for physical education, health, and sports learning had a
significant effect on increasing student enjoyment levels. These findings confirm
that the use of innovative media in accordance with the characteristics of 3T
areas is effective in creating a more interesting and enjoyable learning process
for students.
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INTRODUCTION

Learning activities in 3T areas are generally
still untouched by technology (Siahaan, 2018). The
learning process is also still limited in the use of
technology, such as learning media. Learning
media is used in teaching activities to convey
information (Rohima, 2023). The wuse of
educational media not only facilitates the learning
process but also has the potential to increase
student engagement and enjoyment (Putri, 2024).
The utilization of innovative media is an important
element in the learning process, where the rapid
advancements in technological innovation can be
leveraged to create learning media specifically
designed to meet the requirements in 3T areas
(Rahmi et al., 2019).The need for innovative
learning media in 3T areas cannot be equated with
urban schools; instead, it must be designed to make
learning efficient and enjoyable (Veronika et al.,
2024). The development of innovative media
aimed at learning objectives mustadhere to various
criteria to ensure that benefits are maximized and
materials are  communicated  effectively
(Shalikhah, 2017). Some factors to consider when
choosing learningmedia include: 1) The purpose of
using the media, 2) The target audience who will
use the learning media, 3) The characteristics of the
media, 4) The time required, 5) The necessary
costs, and 6) The availability of learning media
(Husein Batubara & Noor Ariani, 2019).

Research on the application of innovative
physical education learning media on the
enjoyment levels of elementary school students in
3T areas is important because 3T areas (front,
outermost, and lagging) still face limitations in
facilities, infrastructure, and access to creative
learning methods (Kardius Richi, 2017). This
condition often makes physical education learning
boring and students less interested, which impacts
their low interest and participation (Khaidir et al.,
2021). By implementing innovative learning
media, it is hoped that students will not only have
a pleasantlearning experience but will alsobe more
motivated to be actively engaged (Imawati &
Maulana, 2021). A fun learning experience makes
it easier for students to remember and accept all the
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material presented (Rihlasyita & Rahmawati,
2022).

Previous research has proven that
innovative media for physical education learning,
whether traditional games, interactive media, or
digital applications, can increase the enjoyment of
elementary school students. However, most of
these studies have focused on schools in urban
areas or regions with relatively adequate
educational facilities (Cahyani & Nur, 2017).
Research specifically highlighting the application
of innovative physical education learning media in
3T areas, with all the limitations of facilities,
infrastructure, and technology access, is still very
limited. However, conditions in 3T areas require
innovative strategies that are not only enjoyable for
students but also easy for teachers with limited
resources to implement (Saleh & Ramdhani, 2020).
Professional teachers are highly needed in this
situation because they must be able to use learning
media effectively and adapt to the existing
conditions (Nurgiansyah, 2022). Professional
teachers must be able to carry out their duties and
responsibilities completely, for the main goal of
educating the nation's future generations.

The focus on implementing innovative
PJOK learning media is the novelty of this
research, which not only focuses on improving
students' motor skills but also specifically measures
the level of enjoyment among elementary school
students in 3T areas. Unlike previous studies that
were generally conducted in schools with adequate
facilities, this research attempts to use simple and
easily implementable innovative media in
environments with limited facilities and
infrastructure, in line with the needs of schools in
3T areas.

The purpose of this research is to ensure the
success of innovative physical education learning
media in relation to the level of enjoyment of
elementary school students in 3T areas, thereby
gaining insights into the extent to which this
innovative media can foster an engaging and
enjoyable learning environment, while also
increasing student participation in physical
education learning. In addition, this research aims
to provide solutions in addressing limitations in
facilities and infrastructure, while also contributing
to improving the quality of physical education in
3T areas.
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METHODS

A quantitative research method using a
quasi-experimental design has been chosen as the
methodological approach in this study to answer
the research questions posed. The specific method
applied in this study is a pre-experimental design
approach. This research uses the One Group
Pretest-Posttest  Design ~ framework.  This
framework only includes one group, specifically
the experimental group, where participants do not
undergo relocation or randomization. This
research focuses on one of the public elementary
schools in Sidoarjo Regency that is said to be
lagging behind (Nadela et al., 2022; Suprihatin,
2021). Next, the population in this study consists of
all the students at the school, totaling twelve
children. The instrument in this study used a
questionnaire adapted from previous research,
specifically the pleasure level questionnaire by
(Gani et al., 2023). The validity test using the
Product Moment Pearson Correlation showed that

RESULTS and DISCUSSION

The results of this study show data on the
application of innovative physical education
learning media on the level of enjoyment of
elementary school students in 3T areas. This data
was obtained thru a questionnaire consisting of
fifteen questions focused on students' level of
enjoyment of innovative learning media.

Table 1. Descriptive Analysis

all question items had a calculated r value
exceeding the r table of 0.244 and a sig. (2-tailed)
value of 0.000 < 0.05 at a significance level of 5%,
thus all question items were declared valid. The
reliability test using Cronbach's alpha yielded a
value of 0.740, concluding that all question items
are considered reliable or consistent out of a total
of 15 questions. This research was conducted over
four separate meetings, with the initial meeting
serving as a pretest, followed by the administration
of treatment, the second meeting also involving
treatment administration, the third meeting also
involving treatment administration, and the final
meeting encompassing treatment and the posttest.
Data analysis was conducted using IBM SPSS
version 22. The analysis method used in data
evaluation was regression analysis. Researchers
believe that the questionnaires givento participants
can be filled out in line with the current realities
they face in their educational institutions, and that
the research conducted can indeed represent a
broader context.

an improvement in the posttest average score,
indicating an effect of the application of
innovative learning media.

Table 2. Normality Test Result

Sig. Description
PreTest 0.389 Normal
PostTest 0.689 Normal

Table 2. The Shapiro-Wilk normality test

PreTest PostTest
Mean 28 47
Medjan 28 47.5
Minimum 25 41
Maksimum 32 51
Std. Deviasi 2.089 2.985

Table 1. presents the data obtained
during the pretest and posttest. During the

is one of the statistical methods used to determine
whether the data obtained is normally distributed
or not. This is indicated by a p-value greater than
0.05, which means the data is normally
distributed. Conversely, a p-value less than or
equal to 0.05 indicates that the data is not
normally distributed. The data in the table
presents the results of the pretest normality test,
which is 0.389, and the posttest, which is 0.689.
This indicates that the data is normally
distributed. Therefore, the next step is to use the
paired sample t-test to determine the effect within

pretest, the mean score was 28, the median score
was 28, the minimum score was 25, the
maximum score was 32, and the standard
deviation was 2.089. The posttest scores obtained
after the treatment using innovative learning
media showed an increase in the average score to
47, with a median score of47.5, a minimum score
of 41, a maximum score of 51, and a standard
deviationof 2.978. Based on these data, there was

the same variable after treatment.
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Table 3. Result of the paired sample t-test
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PRETEST POSTTEST
Mean -19.000
Std. Deviasi 3.303
Sig. (2-tailed) 0.000

Table 3. The results of the paired sample
t-test show a significant difference between pretest
and posttest scores. The mean difference value is -
19,000, with a standard deviation of 3,303. The
calculationresults show that the significance value
Sig.(2-tailed) is 0.000, which is below the
significancelevel of0.05. Based on these results, it
indicates that the treatment provided in the study
significantly improved the outcome, thus the
research hypothesis can be accepted.

After conducting research, it was found
that conditions in 3T areas are not only limited to
school facilities, but access to school is also an
obstacle to learning (Lumbanraja et al,
2020;Wachidah & Wardana, 2018).
Unpredictable weather in 3T areas is also a factor
affecting learning, such as tidal fluctuations in
coastal areas making access to schools difficult.
Looking at other conditions, students in 3T areas
have different knowledge and thinking levels
compared to those in urban areas (Yanto et al.,
2020). They need different treatment so they can
receive the material well and enjoy learning
(Reresi & Lamatokan, 2023). Based on the
analysis results, the application of innovative
physical education learning media can increase
the enjoyment level of elementary school students
in 3T areas (Ilmiah et al., 2025). The magnitude of
this increase in enjoyment after being taught using
innovative media is also supported by research
conducted by (Antoro et al., 2023; Suprianto,
2017), which states that the use of innovative
media is one form of teacher creativity in the
learning process that impacts student enjoyment.

This increase further strengthens the
assumption that students in 3T areas need a
learning approach that is not only informative but
also stimulates a love of learning. Media
innovations, whether visual or educational games,
can create a different learning atmosphere,
making students more actively involved in the
learning process (Cahyaningtias & Ridwan, 2021,
Lesmawan et al., 2021). The application of
innovative media also promotes collaborative
learning, where students will work together more,
discuss, and help each other complete the given
activities (Nuraydah et al., 2023). These positive

interaction patterns create a warmer classroom
environment, fostering a sense of confidence and
ease among students in physical education
lessons. Innovative learning media not only
enhance learning enjoyment but also impact
students' social interaction development
(Ghavifekr, 2020; Nasir, 2023)

The results of this study are also in line
with (Budiastuti, 2022) that the application of
innovative media improves students' skills, while
on the other hand, it also enhances teachers'
ability to design and use innovative learning
media in an effort to increase students' enjoyment
of learning. This finding illustrates that the limited
resources in 3T areas are not a major obstacle as
long as educators are able to adapt with innovative
strategies and media. Utilizing innovative media
that is easy to implement with the surrounding
environmental conditions so that the learning
process can run more effectively (Aulia et al.,
2024). The increase in pretest and posttest scores
underscores the important role of innovative
physical education learning media in creating a
fun learning environment. The implementation of
media innovation is highly relevant and must
continue to be developed, especially in 3T areas.

CONCLUSION

Based on the findings obtained from the
research conducted, it is concluded that the
utilization of innovative PJOK learning media
significantly impacts the increase inthe enjoyment
level of elementary school students living in 3T
areas. Pretest and posttest data show an increase
in average scores. These findings indicate that
using innovation media created according to the
conditions, limitations, and characteristics of 3T
environments can increase students' enthusiasm,
engagement, and comfort in participating in
physical education lessons.

Beside increasing learning enjoyment,
innovative media also play a role in enriching
students' learning experiences, helping teachers
present material more creatively, and creating a
more active learning atmosphere. This research
confirms that the limitations of facilities in 3T
areas will not be an obstacle if teachers are able to
utilize simple, inexpensive, and innovative media
that are relevant to the local context. The
implementation of innovative physical education
learning media needs to be continuously developed
to strengthen the quality of learning in 3T areas
and improve the quality of students' learning
experiences.

25



Tyas. etal/ Edisi Khusus (2026)

Based on the findings of this research, itis
recommended that physical education teachers in
disadvantaged areas continue to progress and
implement innovative learning media that are
simple, cost-effective, and adapted to
environmental conditions to increase student
engagement and satisfaction in the educational
process. Inaddition, it is hoped that future research
can increase the sample size, use stronger research
designs such as experiments with control groups,
and explore more varied innovation media as well
as their impact on other aspects such as students'
learning motivation, motor skills, and physical
participation.
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