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Name          :  Nisa Fitri Alifa  

Student ID  :  220203083 

Faculty        :  Fakultas Tarbiyah dan Keguruan  

Major          :           English Language Education 

Title            :  The Correlation Between the Use of Interactive Media and 

Student Motivation in Learning English at Senior High School 

Supervisor  :  Syamsul Bahri, S.Ag., M.A. 

Keyword    :  Interactive Media, Learning Motivation, English Learning, 

Student Engagement  

 

 

This study examined how the use of interactive media affects students’ 

motivation to learn English in high school. The use of interactive media in 

English education is gaining popularity due to its ability to foster learning 

engagement and motivation. The study aims to determine whether there is a 

relationship between the use of interactive media and learners’ motivation in 

English language learning. The study is based on Keller’s ARCS (attention, 

relevance, confidence, and satisfaction) motivation model and Mayer’s 

cognitive theory of multimedia learning. The study uses a correlational 

quantitative research design. A total of 171 Indonesian high school EFL 

students participated through a purposive sampling technique. Data were 

collected using a Likert-scale questionnaire consisting of 13 items to measure 

the use of interactive media and 13 items to measure students’ motivation to 

learn English. The data were analyzed using descriptive analysis. The 

findings indicate that the relationship between the use of interactive media 

and students’ motivation to learn English are strong. The correlation 

coefficient (r = 0.795) indicates a strong positive and acceptable relationship 

between the two variables, while the significance value (p < 0.001) confirms 

that the relationship is statistically significant. The study shows that 

interactive media has an important role in increasing student engagement, 

helping concept understanding, and creating a more interesting and 

participatory learning environment, which can support students' motivation 

to learn English. 
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CHAPTER I  

INTRODUCTION 

 

 This chapter presents the main components of the research. It covers the 

research background, research questions, research objectives, and research 

significance. It also explains the key terminologies used in this study.  

A. Background of The Study  

The development of educational technology in the current digital era has 

transformed English language learning, making it more accessible and interactive 

for students. Nonetheless, many students consider learning English to be a boring, 

uninteresting, and difficult subject. The level of English learning engagement 

among senior high school students remains low, indicating that students' motivation 

to learn English is still a concern. According to Muslim et al. (2020), most high 

school students in Indonesia learn English to communicate with others and achieve 

their future goals. Putra and Salsabila (2021) stated that learning media play a 

crucial role in improving the teaching and learning process more effectively and 

relevantly. According to Openg et al. (2024), learning media are considered a 

creative tool used to convey material, making the learning and teaching process 

more effective, efficient, and fun. 

One effective way in today’s digital era is to support the learning process 

through the use of interactive media. The type of media combines audio, video, 

animation, and interactive features that create a more engaging learning experience. 

Interactive media serves as a comprehensive instrument, such as interactive 

multimedia, e-learning modules, interactive videos, mobile apps, and web-based 

platforms. Duan and Song (2009) defined multimedia as “the combination of 

diverse components such as text, images, audio, video, animation, and interactivity, 

which collectively improve the effectiveness of information dissemination.” 

Interactive multimedia helps increase student engagement, explain concepts 

clearly, and make learning more active and interactive. It also provides immediate 

feedback and encourages students to participate more actively than in conventional 
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learning. The digital tools help teachers actively involve students and facilitate the 

learning process.  

Learning motivation is one of the non-cognitive elements that influence 

student language ability. Quan (2014) found that learning motivation is a crucial 

factor in determining the success of the EFL learning process. In addition, 

motivation encourages students to be proactive, vigilant, and persistent in the face 

of learning problems. Muslim et al. (2020) found that learning motivation has a 

strong positive relationship with English learning results. Students who are not only 

highly motivated but also active are capable of overcoming the challenges of 

learning English and consistently reaching excellent learning outcomes. Therefore, 

maintaining students’ motivation is important, especially for senior high school 

students who are expected to develop their English skills for academic and future 

purposes. In this context, the use of appropriate learning media may support 

students’ interest and participation in English language learning. 

Several studies (e.g., Li et al., 2024; Prasetya et al., 2025) have shown that 

interactive media is related to increased learning motivation. Prasetya et al. (2025) 

found that interactive media is a very effective tool for supporting student 

motivation in a learning environment, as it effectively and engagingly presents 

information while providing students with opportunities to actively participate 

during the educational process. Supported by Li et al. (2024), who explain that 

digital game-based learning, as a form of interactive media, can increase their 

interest, fun, challenge, and competitive activities. In another study, Mayer (2014) 

found that learning that integrates visual and auditory elements through digital 

media can help students understand learning material and increase their interest in 

learning. Kusuma et al. (2022) also found in their study that students who learned 

through interactive applications showed a high level of intrinsic motivation and 

curiosity compared with those who learned through conventional methods. 

Meanwhile, Muslim et al. (2020) showed that motivation is positively related to 

learning outcomes, although the motivation of high school students in Indonesia 

remains relatively low. 
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However, the study has shown that interactive media can support and increase 

students’ learning motivation; limited studies have specifically examined the 

relationship between the use of interactive media and students’ motivation to learn 

English, particularly among senior high school students. Previous research has 

often focused on different subjects, such as science, or different levels of education, 

such as primary schools and universities. For example, Budiarto and Jazuli (2021) 

examined the use of learning media to increase students' motivation in science 

learning at the elementary school level. Other studies have also focused on 

improving language skills or used experimental and pre-experimental designs rather 

than examining the relationship between interactive media use and learning 

motivation. Therefore, there is still a need for research that quantitatively examines 

the strength of the relationship between interactive media use and student 

motivation to learn English at the senior high school level. Based on this gap, the 

objective of the study is to directly determine whether high school students’ use of 

interactive media is correlated with their motivation to learn English.  

 

B. Research Questions  

1. Does the use of interactive media correlate with student motivation in learning 

English? 

2. To what extent does the frequency of interactive media use predict English 

learning motivation among senior high school students? 

 

C. Objective of the Study 

1. To identify the relationship between students’ motivation to learn English at 

the senior high school level and the use of interactive media. 

2. To determine the extent to which the frequency of interactive media use 

predicts English learning motivation among senior high school students.  
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D. Significance of the Study 

1. Theoretical Significance 

The study contributes to research on technology-based language learning in 

English language teaching by providing empirical support for the relationship 

between interactive learning media and student motivation. The findings of the 

study strengthen existing theories on technology-based learning and support the 

effective integration of digital media in English language learning to enhance 

students’ motivation in the digital era. 

 

2. Practical Significance 

The study provides practical benefits for students by highlighting the role of 

media in supporting their motivation to learn English. The use of interactive media 

can provide a more engaging and active learning experience, which may encourage 

students to participate and maintain their interest in learning English. For schools, 

this study provides information about the potential of interactive media to support 

students' motivation and create a more engaging learning environment. 

Additionally, this study can serve as a useful reference for future researchers who 

are interested in studying interactive media and students’ motivation in English 

language learning.  

 

 E. Terminology 

1. Interactive Media 

Interactive media refers to technology-based or digital learning media that 

enable two-way interaction between students and learning content. According to 

Mayer (2024), interactive media supports learning through the integration of visual 

and audio elements that encourage active student participation. In this study, 

interactive media includes digital applications, web-based platforms, 

(https://www:Canva.com),(https://www:Mentimeter.com),(https://:Kahoot.com),(

http://quizizz.com), and other interactive learning tools used in English learning 

activities. 

http://canva.com/
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2. Student Motivation 

Student motivation is defined as internal and external elements that motivate 

students to participate actively in the learning process. Motivation in learning 

English comprises intrinsic and extrinsic components that affect students' 

engagement and learning performance (Kusuma et al. 2022). In the study, students' 

motivation was measured using a questionnaire that reflects their participation, 

enthusiasm, understanding of the material, and persistence in learning activities. 

3. Correlation 

Correlation is a statistical relationship between two variables that specifies 

the direction and strength of the association. In the study, correlation refers to the 

relationship between the use of interactive media and students' motivation to learn 

English.
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CHAPTER II  

LITERATURE REVIEW 

 

The chapter discusses the theoretical and empirical basis for the study. It 

examines the key concepts related to the use of interactive media and students’ 

motivation in learning English, as well as relevant theories. The chapter reviews 

past research on the use of interactive media on learning motivation, finds research 

gaps, and proposes a conceptual framework.  

A. Interactive Media  

Interactive media is an important innovation in the language learning 

process that uses digital technology to create two-way communication between 

students and teaching materials. Heinich et al. (2002) define interactive media as 

a means of learning tools that allow students to respond, control, and interact 

through digital features. According to Smaldino et al. (2012), interactive media 

serves as a communication bridge between educators and learners by providing 

direct feedback and supporting visual and auditory engagement. Based on these 

perspectives, interactive media can be understood not only as a tool for delivering 

learning materials but also as a tool that facilitates interaction and student 

participation. Mayer (2012) found that the cognitive theory of multimedia learning 

emphasizes the important role of interactive media in building students’ 

conceptual understanding through the complementary integration of visual and 

audio information. In line with that, Putra and Salsabila (2021), explain that 

interactive multimedia is a collection of elements such as text, photos, audio, 

video, animations, and interactive features that create a more engaging and 

participatory learning experience.  

Interactive media in English language learning helps students practice 

listening, speaking, reading, and writing abilities through simulation-based 

activities, online quizzes, and mobile applications. The level of media interactivity 

has the potential to affect students’ psychological dimensions, including 
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motivation, interest, and academic performance; higher levels of interactivity are 

associated with increased student motivation and participation in the learning 

process. Furthermore, interactive media offers flexibility by enabling learning to 

take place anytime and anywhere. Multimedia based digital tools facilitate active 

engagement between students and learning content, provide rapid feedback, and 

support the development of cognitive and affective skills independently. reflecting 

the application of contemporary student-centred learning theories that emphasise 

active participation, collaboration, and technology integration, thereby 

contributing to an engaging, effective, and motivating learning experience in 

English language learning. 

1. Types of Interactive Media 

Interactive media can be presented in different forms to support students’ 

learning activities. Rieber (2005) explains that interactive educational multimedia 

includes games, simulations, and microworlds, which allow learners to participate 

in and control the learning environment. In addition, multimedia learning can 

involve different forms of information, such as words, pictures, audio, animation, 

and video, which can support students in processing and understanding learning 

materials (Mayer 2012). In English language learning, these forms of interactive 

media can be applied through educational games, interactive quizzes, interactive 

videos, and digital learning activities. For example, educational games and 

quizzes allow students to respond to questions and receive feedback, while 

interactive videos can combine visual and auditory information with activities that 

require students to participate. Therefore, interactive media can provide students 

with opportunities to interact with learning materials, participate actively, and 

receive feedback during the English learning process. These characteristics make 

interactive media relevant to the present study, which examines the relationship 

between the use of interactive media and students’ motivation to learn English at 

the senior high school level. 
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2. Functions and Benefits of Interactive Media 

Interactive media functions as an instructional tool that supports interaction, 

collaboration, and continuous learning motivation. Quizzes, simulations, and 

instructional games are examples of interactive media activities in English 

language learning that improve student engagement across behavioral, cognitive, 

and emotional aspects (Noor & Aisyah, 2018). Study by Salsabila and Apoko 

(2024) shows that platforms such as Kahoot and Quizizz significantly enhance 

students’ motivation, participation, and confidence by providing immediate 

feedback. In addition, interactive media supports independent and collaborative 

learning by encouraging learner autonomy through digital platforms. By 

integrating visual, auditory, and interactive elements, interactive media improves 

comprehension, retention, and intrinsic motivation (Openg et al. 2024). Overall, 

the use of interactive media creates a more engaging, effective, and meaningful 

learning experience.  

3. Theoretical Framework of the Use of Interactive Media 

The theoretical framework for interactive media in the study is based on the 

Cognitive Theory of Multimedia Learning proposed by Mayer (2012). This theory 

explains that multimedia elements, such as words, images, audio, and video, can 

support students' learning and understanding of learning materials. In English 

language learning, these elements can be presented through interactive digital 

media that allow students to interact with learning materials and participate 

actively in the learning process. The integration of multimedia elements can 

support effective information processing, reduce unnecessary cognitive load, and 

improve students' understanding of learning materials. Therefore, this theory 

provides a basis for understanding how interactive media can effectively support 

student participation, motivation and engagement in English language learning.  
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B. Student motivation  

Motivation is an important factor in language learning like talent, 

intelligence, and attitudes can greatly affect achievement in acquiring or learning a 

foreign language for students (Quan 2014). According to Schunk et al. (2012), 

motivation is an action directed toward and sustained by a proposed learning goal. 

In English language learning, motivation can encourage students to participate in 

learning activities, continue practicing their language skills, and achieve their 

learning goals. Chhor et al. (2024) classified motivation into two types: intrinsic 

and extrinsic motivation. Intrinsic motivation comes from students’ personal 

interest, curiosity, and satisfaction in learning, while extrinsic motivation is 

influenced by external factors such as rewards, grades, or other outcomes. Types of 

motivation can influence students’ interest and engagement in learning English. 

Yuzulia (2021) found that motivation is an important factor in foreign language 

learning, as language learning requires continuous effort and commitment. 

Learning motivation in learning English as a Foreign Language (EFL) is 

formed through the interaction of internal factors and external factors, such as 

teacher support and learning environments that encourage active participation 

(Chhor et al. 2024). Motivation can develop through positive learning experiences 

that encourage students to participate and continue learning English. This idea is 

supported by Sari Ayu and Dwi Prastyo (2023), who found that a conducive, 

technology-supported learning environment, including the use of interactive digital 

media, significantly increases students’ engagement and persistence. In addition, 

Asih (2012) found that interactive and visually engaging learning tools can increase 

confidence and reduce anxiety, allowing students to participate more actively in 

English learning. Overall, motivation in EFL learning can be strengthened through 

supportive environments and engaging learning environments and engaging 

learning experiences that encourage students to participate and be involved in the 

learning process.  
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As a result, motivation in English as a foreign language (EFL) is a complex 

process influenced by both internal and external factors. Students' interest, curiosity, 

confidence, and positive learning environment experiences can encourage them to 

participate and continue learning English. At the same time, a supportive learning 

environment and the use of relevant and interactive learning media can strengthen 

students' engagement and reduce anxiety during the learning process. Therefore, 

EFL learning motivation does not depend only on students’ internal drives but is 

also supported by the learning environment and appropriate learning approaches. 

Understanding these factors is important for creating meaningful learning 

experiences that encourage students to remain motivated and actively involved in 

learning English. Thus, it can be concluded that EFL learning motivation does not 

only depend on internal drives but is also strongly influenced by pedagogical 

interventions and relevant learning media, so the integration of a comprehensive 

approach is key in improving the success of English language learning. 

 

C. The Relationship Between Interactive Media and Student Motivation 

The use of media in learning has long been associated with student motivation 

to learn. As a digital tool, interactive media is one of the most relevant forms of 

media because it combines elements such as text, visuals, audio, video, animation, 

and interactive activities to create a more engaging learning experience (Mayer 

2012). These features can attract students’ attention, encourage active participation, 

and provide opportunities for students to interact with learning materials and 

receive immediate feedback. In English language learning, interactive quizzes, 

videos, games, and digital activities can make learning more enjoyable and 

encourage students to participate in language practice and help the teaching and 

learning process increase students' enthusiasm to study. 

 Empirical studies show that the use of interactive animation media can 

support students' interest, attention, and knowledge at the primary level (Asperina 

et al. 2024). In the effective realm, interactive media contributes to increasing 

student interest, enthusiasm, and confidence. A fun learning environment through 
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virtual game features, points, challenges, and rewards encourages students to be 

more emotionally engaged. This is evident in the use of Kahoot, which has been 

found to increase the enthusiasm and motivation of high school students in English 

language learning evaluations (Salsabila & Apoko 2024). In addition, platforms 

like Quizizz also provide a more engaging and competitive learning experience, 

so students show greater readiness and willingness to participate (Dame et al. 

2022). Another study confirms that the combination of audio-visual elements in 

interactive multimedia results in a learning experience that sparks excitement as 

well as curiosity, which further reinforces intrinsic motivation (Openg et al. 2024). 

The ARCS model (attention, relevance, confidence, and satisfaction) by 

Keller (2010) provides a framework for understanding students’ motivation in 

English language learning. Motivation can be supported by the four ARCS 

components by attracting students’ attention, increasing relevance, building 

confidence, and creating satisfaction in the learning process. Self-Determination 

Theory Deci and Ryan (1985), learning motivation increases when students’ needs 

for autonomy, competence, and relatedness are satisfied through features such as 

immediate feedback and digital collaboration. 

1. Attention  

Interactive media can attract and maintain students’ attention through 

visuals and audio. Based on the Cognitive Theory of Multimedia Learning (Mayer 

2012), students' attention increases when material is presented using multimedia 

that follows principles such as contiguity, coherence, and modality. This is 

supported by Trinawindu et al. (2016), who found that dynamic and interactive 

visualizations enhance student engagement 

2.  Relevance 

The relevance refers to connecting learning materials and students’ needs 

and experiences in real-life contexts. Interactive media supports English learning 

more relevant by using digital tools familiar to students. Abror and Setiawan 
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(2024) found that using social media as a learning tool increases relevance because 

these platforms are already part of students’ daily routines.  

3. Confidence 

Interactive media can build students’ confidence by providing practice, 

immediate feedback, and information about their progress. This is supported by 

Salsabila and Apoko (2024), who show that platforms like Kahoot, with their real-

time feedback and scoring features, help students evaluate their abilities quickly 

and boost confidence.  

4.  Satisfaction 

The satisfaction aspect focuses on the sense students feel when they 

complete tasks or achieve learning goals. Dame et al. (2022) found that 

completing quizzes on interactive platforms gives students a strong sense of 

satisfaction and increases their motivation to continue learning. Gan et al. (2015) 

also explain that enjoyable and low-anxiety learning environments often created 

through interactive media make students feel more comfortable and satisfied 

throughout the learning process. 
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CHAPTER III  

RESEARCH METHODOLOGY 

 

This chapter discusses the research methodology used in this study. It covers 

the research design, population and sample, data collection technique, and 

research instrument. It also presents the hypothesis formulated by the researcher.  

A. Research Design  

The study used a quantitative methodology with a correlational research 

design to investigate the relationship between the use of interactive media and 

students’ motivation to learn English. According to Sugiyono (2022), quantitative 

research uses numerical data and statistical procedures to test hypotheses 

objectively. The study does not provide special treatment to variables, but only 

observes conditions as they are in the learning environment. Similarly, Creswell 

and Creswell (2023) explain that correlational design is appropriate when the 

purpose of the research is to measure two variables without any manipulation. The 

two variables measured were to find out whether an increase in the use of interactive 

media (Variable X) affects students' motivation to learn (Variable Y) 

Through this approach, the relationship that is to be tested in the study is 

whether the higher the level of use of interactive media, the higher the students’ 

motivation to learn English. It not only provides information about the existence or 

absence of a relationship, but also assesses the intensity and direction of the 

relationship. The purpose of the study is to see if there is a relationship between the 

use of interactive media and improved motivation to learn among high school 

English students. 
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B. Research population and sample  

The study was conducted at the Senior High School 3 Banda Aceh (SMAN 

3 Banda Aceh). The population in the study is all students of class X, which 

amounted to 300 students. The selection of this population is based on the 

characteristics of schools that have implemented the use of interactive media in 

learning, especially in English subjects. This school has a conducive learning 

environment, supported by digital based learning facilities such as Canva, Quizizz, 

Zep Quiz (https//quiz.zep.us), Mentimeter, and the use of projectors as a medium 

for delivering materials. Furthermore, teachers at the school actively incorporate 

technologies such as smartphones and laptops into the learning process, which 

supports research findings on the use of interactive media and students' motivation 

to learn. 

1.  Sample 

Sugiyono (2022) defines a sample as a subset of the population that is meant 

to reflect the features and conditions of the population being studied. Because it 

is generally impractical to collect data from every member of a population, 

researchers choose a sample to generate accurate and reliable data that may be 

utilized to answer research questions. The population for the study consisted of 

300 tenth-grade students from the selected senior high school. To calculate the 

required sample size, the study applied the Slovin formula with a 5% margin of 

error (0.05). The Slovin formula is commonly used when the total population is 

known, but detailed information regarding population variance is unavailable 

Sugiyono (2022). The calculation is presented as follows: 

  

n =
N

1 + Ne2
=

300

1 + 300(0.05)2
=

300

1 + 0.75
=

300

1.75
= 171 

 

N = total population (300 students) 

n = number of samples 

e = margin of error (0.05) 
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Based on the calculation above, the minimum sample size for this study was 

171 students. Thus, a total of 171 students were chosen to participate in the study. 

The sample size was deemed suitable to represent the population and offer reliable 

data for investigating the association between the use of interactive media and 

students' motivation to learn English. 

2. Sampling Technique 

This study employed purposive sampling as the sampling technique. 

Purposive sampling is a non-probability sampling technique in which participants 

are selected based on specific criteria that are relevant to the objectives of the 

study Sugiyono (2022). This technique enables researchers to select participants 

with specific features and experiences who can provide meaningful and relevant 

data to answer the research challenge. 

Purposive sampling was considered appropriate for this study since not all 

classes in the population had equal experience with interactive media during 

English learning activities. As a result, the researcher chose participants who met 

the inclusion criteria for the variables being investigated. Five of the nine tenth-

grade classes in the school were chosen because they regularly used interactive 

technology as part of the English learning process.  

The criteria used in selecting the participants were as follows: 

1. The students were enrolled in Grade X at the selected senior high school. 

2. The students were actively participating in English learning activities during 

the current semester. 

 

C. Data collection technique 

To collect data, questionnaires were distributed online to all 171 

respondents. The online data collection method was chosen so that respondents 

may react more efficiently, save time, and be free. The Steps in data collection are 

as follows: 
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1. Prepare questionnaire instruments based on variable indicators of 

interactive media use and learning motivation 

2. Submit a research clearance letter to the school and coordinate with teachers 

regarding schedules and technicalities. 

3. Distribute questionnaires to students according to the samples needed using 

the online form. 

4. Collect and check to ensure completeness and consistency of data. 

 

D. Research instrument  

The instrument employed in the study was a questionnaire with a Likert 

scale for efficient data collection. The Likert scale, which ranged from 1 (strongly 

disagree) to 5 (strongly agree), was used to assess respondents' levels of agreement 

with each statement. According to Creswell and Creswell (2023), the Likert scale 

is widely used to measure attitudes, perceptions, and opinions because it 

effectively represents the degree of respondents’ agreement 

 

The research instruments in this study consist of two variables: 

1. Independent Variable (X): Use of Interactive Media 

This instrument measures the extent to which students use digital-based 

interactive media in English learning, such as Mentimeter, Kahoot, Quizizz, Canva, 

interactive videos, and other learning applications. The measurement includes the 

frequency of use, level of interactivity, student participation, and students' 

perceptions of the effectiveness of interactive media in supporting their 

understanding of learning materials. Higher scores indicate more frequent use, 

greater student involvement, and more positive perceptions of interactive media. 

2. Dependent Variable (Y): Motivation to Learn English 

This instrument measures students' learning motivation, which refers to 

internal and external factors influencing students' interest, participation, effort, and 

persistence in English learning. The measurement is based on the ARCS model 
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(attention, relevance, confidence, and satisfaction), which reflects students’ 

attention to learning activities, perceived relevance of the material, confidence in 

completing tasks, and satisfaction with the learning process. Higher scores indicate 

higher levels of motivation in learning English. 

 

E. Hypothesis 

Null Hypothesis (H₀): 

There is no significant relationship between using interactive media and student 

motivation to learn English in high school. 

 Alternative Hypothesis (H₁): 

There is a significant relationship between using interactive media and student 

motivation to learn English in high school. 

 

F. Data Analysis Technique 

The data obtained from the questionnaire distribution were analyzed using 

descriptive statistics with the help of the latest version of SPSS software. 

Descriptive analysis is used to describe respondents' general tendency towards 

research variables. According to Guetterman (2023), explaining that in 

quantitative research, analysis techniques must be adjusted to the purpose of the 

research, whether to describe the data, identify relationships, and also test the 

influence between variables.  

The steps for data analysis in this study are as follows: 

1. Descriptive statistics  

Descriptive statistical analysis was used to explain the characteristics of the 

research data on the respondents replies to each research variable. The data will 

be analyzed by calculating the mean, standard deviation, frequency, and 

percentage. Sugiyono (2022) with this technique can identify patterns and the 

distribution of data can be identified before further analysis. 
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2. Normality test  

This analysis was used to verify that the data on variables X and Y were 

normally distributed, using the Kolmogorov-Smirnov test via the SPSS device 

(Ghozali 2021). This test has a criterion, namely Sig. > 0.05: Normally distributed 

data. While Sig. ≤ 0.05: Data are not normally distributed. 

 

3. Validity test  

This analysis was carried out to assess the accuracy of the instrument in 

measuring variables in the study. Validity is calculated using the Corrected Item-

Total Correlation Technique based on Pearson's correlation formula (Sugiyono 

2022), which ensures that each instrument item contributes significantly to the 

overall measurement. This test has a criterion, namely if rcount > 0,30 → item is 

declared valid. 

 

4. Reality test  

This analysis uses Cronbach's Alpha coefficient; this reflects the 

instrument's internal consistency in measuring the same variable repeatedly Taber 

(2018). These tests are important to ensure that the instrument is reliable in the 

context of research data collection.  

Table 3. 1 Reliability interpretation based on Cronbach’s Alpha values 

Cronbach's Alpha Value Reliability category 

≥ 0.90 Excellent reliability 

0.80– 0.89 Good reliability 

0.70–0.79 Acceptable reliability 

 

5. Correlation test  

The data were evaluated using a correlational analysis to determine the 

association between the use of interactive media and students' motivation to learn 

English. A normality test was done before the correlation test to ensure that the 
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data met the requirements for a parametric statistical analysis (Pallant 2020). The 

data distribution determined the correlation test used. If the data are normally 

distributed, the Pearson product-moment correlation is applied. However, if the 

data do not match the normality criterion, a nonparametric alternative is used: the 

Spearman rank correlation. The p-value is used to see if there is a relationship 

between variables. A p-value < 0.05 shows a strong correlation between the 

variables. 

Table 3. 2 Interpretation of correlation coefficient 

Correlation coefficient (r) Interpretation 

0.00-0.19 very weak 

0.20-0.39 weak 

0.40–0.59 Moderate 

0.60–0.79 Strong 

0.80–1.00 Very Strong 
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CHAPTER IV  

FINDINGS AND DISCUSSION 

 

This chapter evaluates the findings and discusses the study. The results 

section summarizes the data analysis findings, which include descriptive statistics, 

validity and reliability tests, normalcy testing, and Spearman's rank correlation 

assessments. The discussion part interprets the findings by linking them to the study 

question, pertinent theories, and prior studies, as well as explaining the relationship 

between the use of interactive media and students' enthusiasm to learn English. 

A. Findings  

1. General Overview of Research Implementation  

 The results of this study were carried out on students from SMAN 3 Banda 

Aceh. The population consisted of 171 students of class X who were included as 

respondents using purposive sampling technique. Therefore, the researchers only 

selected 171 students from 5 classes. The researchers conducted the study on May 

21-24, 2026. The tool consists of a closed-ended Likert-scale questionnaire (1 = 

strongly disagree, 5 = strongly agree) given online via Google. 

The questionnaire is divided into two sections: (X) a 13-item scale measuring 

the usage of interactive media, and (Y) a 13-item measure measuring desire to learn 

English, which covers attention (3 items), relevance (3 items), self-confidence (3 

items), and contentment (4 items). A total of 171 student replies were successfully 

obtained (100% response rate). The data was then reviewed for completeness before 

being coded, tabulated, and analyzed for descriptive and inferential statistics with 

SPSS Version 25. Overall, the researcher did not find any serious obstacles in 

conducting research at SMAN 3 Banda Aceh. The following are the findings of the 

research and the discussion of the analysis that have been conducted by the 

researcher.  
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Based on the questionnaire data, the use of interactive media and the student 

motivation variable are described as follows: 

Table 4. 1 Distribution of Percentage of Respondents’ Answers to the use of 

interactive media 

No Items Strongly 

disagree 

Disagree Neutral Agree Strongly 

agree 

1. Interactive media 

is often used in 

learning English 

in the classroom? 

6% 3.5% 4.74% 39.2% 9.4% 

2. Interactive media 

has made me 

more active in 

learning English 

in the classroom.  

1.2% 1.8% 35.1% 52% 9.9% 

3. Interactive media 

has made me 

more active in 

learning English 

in the classroom.  

1,2% 2.9% 42.1% 42.1% 11.7% 

4. Interactive media 

helped me 

understand 

English material 

more clearly. 

6% 2.3% 30.4% 55% 11,7% 

5. Explanations 

using interactive 

media in English 

are easier for me 

to understand. 

6% 2.3% 44,4% 44,4% 8.2% 

6. Interactive media 

helped me 

understand 

difficult material 

into simpler 

terms. 

6% 2.9% 38% 45% 13.5% 

7. Interactive media 

makes learning 

English more 

interesting. 

1,2% 1.2% 22% 54.4% 21.1% 

8. Interactive media 

makes the 

atmosphere of 

1% 4,7% 31% 45.2% 18.1% 
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learning English 

less boring. 

9. I am more 

interested in 

learning English 

when using 

interactive 

media. 

2% 6,4% 48.9% 31% 11.7% 

10. Interactive media 

encouraged me 

to participate in 

English learning 

1.2% 2,3% 38% 48.5% 9.9% 

11. I often answer or 

respond when 

interactive media 

is used in 

English  

1.4% 1% 22,4% 53% 21.6% 

12.  Interactive media 

allowed me to 

actively 

participate in 

English teaching 

in the classroom. 

1.6% 1.8% 37% 48% 11.7% 

13.  

 

 

 

 

 

 

Interactive media 

is easy to use in 

learning, and I 

have no 

difficulty in 

using it 

1.2% 1.2% 36.3% 47.4% 14% 

 

The frequency distribution presented in Table 4.1 indicates that students 

generally had positive perceptions toward the use of interactive media in English 

learning. Across the 13 questionnaire items, most respondents selected Agree and 

Strongly Agree, while only a small proportion chose Disagree or Strongly Disagree. 

These findings suggest that interactive media were widely accepted as an effective 

tool for supporting English learning. Examining the responses in more detail, Item 

4, which states that interactive media help students understand English materials 

more clearly, received the highest level of agreement, with 55.0% selecting Agree 

and 11.7% selecting Strongly Agree. Likewise, Item 7 showed that students 
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considered interactive media to make English learning more interesting, while Item 

13 indicated that most students found interactive media easy to use. Overall, these 

results demonstrate that students viewed interactive media as useful, engaging, and 

supportive of their learning process. 

Table 4. 2 Distribution of Percentage of Respondents’ Answers to the students 

motivation  

No Item Strongly 

disagree 

Disagree  Neutral  Agree  Strongly 

agree  

1. Interactive media 

made me pay 

more attention to 

English lessons.  

6% 3.5% 4.74% 39.2% 9.4% 

2. I became more 

focused when 

interactive media 

was used in 

learning 

1.2% 1.8% 35.1% 52% 9.9% 

3. Interactive media 

keeps me 

interested during 

my learning  

12.9% 43.3% 42.1% 42.1% 11.7% 

4. Learning English 

with interactive 

media was 

beneficial for me.  

6% 2.3% 30.4% 55% 11,7% 

5. Interactive media 

helped me 

understand the use 

of English in my 

daily life.  

6% 2.3% 44,4% 44,4% 8.2% 

6. Learning feels 

more meaningful 

when using 

interactive media.  

6% 2.9% 38% 45% 13.5% 

7. I feel more 

confident when 

learning English 

with interactive 

media  

1,2% 1.2% 22% 54.4% 21.1% 

8. Interactive media 

helped me feel 

better able to 

1% 4,7% 31% 45.2% 18.1% 
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complete English 

assignments well.  

9. I believe my 

English skills 

improved with 

interactive media.  

2% 6,4% 48.9% 31% 11.7% 

10. I feel satisfied 

when learning 

English using 

interactive media  

1.2% 2,3% 38% 48.5% 9.9% 

11. Learning English 

with interactive 

media is fun  

1.4% 1% 22,4% 53% 21.6% 

12.  I feel happy after 

completing the 

English learning 

activity with 

interactive media  

1.6% 1.8% 37% 48% 11.7% 

13.  Does Interactive 

media make me 

less interested in 

learning English? 

14% 47.4% 36.3% 1.2% 1.2% 

 

The frequency distribution presented in Table 4.2 indicates that students 

generally demonstrated positive motivation toward learning English through the use 

of interactive media. Across the 13 questionnaire items, the majority of respondents 

selected Agree and Strongly Agree, while relatively few selected Disagree or 

Strongly Disagree. These findings suggest that interactive media contributed 

positively to students’ motivation in learning English. Examining the responses in 

more detail, Item 7, which states that interactive media increased students’ 

confidence in learning English, received one of the highest levels of agreement, 

with 54.4% selecting Agree and 21.1% selecting Strongly Agree. Likewise, Item 

11 showed that students generally found learning English with interactive media 

enjoyable, with 53.0% selecting Agree and 21.6% selecting Strongly Agree. 

Received the highest proportion of Disagree (47.4%) and Strongly Disagree (14.0%) 

responses. This result indicates that most students rejected the negative statement, 

further supporting the finding that interactive media positively influenced their 

motivation to learn English 
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2. Description of Research Data  

A. Characteristics of respondents  

Table 4. 3 Characteristic of Respondents 

Gender Frequency Percentage(%) 

Male student 66 38,6 

Female student 105 61,4 

Total 171 100% 

 

Table 4. 4 Characteristic of Respondents 

 

Class Frequency Percentage(%) 

X-4 33 19,3 

X-5 32 18,7 

X-7 35 20,5 

X-9 38 22,2 

X-10 33 19,3 

Total 171 100% 

 

Tables 4.3 and 4.4 present the characteristics of the 171 respondents based 

on gender and class. There were 66 male students (38.6%) and 105 female 

students (61.4%), indicating that female students constituted the larger proportion 

of the respondents. In terms of class, the respondents were distributed across five 

classes, with X-9 having the highest number of respondents (38 students; 22.2%) 

and X-5 having the lowest (32 students; 18.7%). These characteristics are 

presented as general information about the respondents involved in the study. 
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B. Descriptive statistics of research variables  

a. Use of interactive media (x) 

The variables of interactive media use were measured using 13 items with 

a total score, which was added to form a total score. The following table presents 

descriptive statistics on variable X. 

Table 4. 5 Descriptive statistics for the use of interactive media 

Statistic Value 

Minimum 36 

Maximum 65 

Mean  48,10 

Std. Deviation 5,88 

 

According to the descriptive statistics in Table 4.5, the lowest score earned 

by respondents was 36, and the highest score was 65. The average value for the 

variable consumption of interactive media was 48.10, with a standard deviation of 

5.88. The mean result indicates that most students use interactive media to a 

satisfactory extent during the English learning process. Furthermore, a standard 

deviation less than the mean indicates that the data distribution is largely 

homogeneous, with no notable variances in respondents' use of interactive media. 

b. Motivation to learn English(Y) 

The variable motivation for learning English was measured using 13 items; 

the items were summed to form a total score. The following table presents 

descriptive statistics on variable Y 

Table 4. 6 Descriptive statistics for the use of interactive media 

Statistic Value 

Minimum 21 

Maximum 65 

Mean 48,05 

Std. Deviation 6,47 



27 
 

 

 

 

According to Table 4.8, the minimum score earned by responders is 21, 

and the maximum score is 65. The mean level of motivation to learn English was 

48.05, with a standard deviation of 6.47. The average score results show that 

there is a high level of motivation for learning English. This shows that 

respondents have significant interest in and desire to participate in English 

language learning. Meanwhile, the standard deviation value of 6.47, which is 

relatively minimal when compared to the average value (Mean), suggests that 

the variation in respondents’ answers is not too great, implying that the data 

acquired can depict the general state of student learning motivation. 

 

C. Instrument Validation  

a. Validity test  

The validity test was conducted to determine the extent to which each 

statement item in the research instrument accurately measured the variables of 

interactive media use in accordance with the concept being considered. The 

Pearson product-moment correlation between each item's score and the total 

score of the variable is used to assess validity. An item is considered valid if the 

calculated r- count is greater than the r-value in the table at a 5% significance 

level. The following table displays the validity tests for each variable. Use of 

interactive media (X). 

1. Use of interactive media (X) 

Table 4. 7 Validity test for users of interactive media 

Items r count r Table Interpretation  

X1 0,550 0,150 Valid 

X2 0,634 0,150 Valid 

X3 0,700 0,150 Valid 

X4 0,622 0,150 Valid 
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X5 0,587 0,150 Valid 

X6 0,655 0,150 Valid 

X7 0,643 0,150 Valid 

X8 0,633 0,150 Valid 

X9 0.630 0,150 Valid 

X10 0,615 0,150 Valid 

X11 0,633 0,150 Valid 

X12 0,619 0,150 Valid 

X13 0,557 0,150 Valid 

 

The validity test findings given in Table 4.7 reveal that all statement items in 

the interactive media use variable have a computed r-value greater than 0.150. The 

computed r-value spans between 0.550 and 0.700. The highest correlation value 

is found in item X3, with a calculated r-value of 0.700, and the lowest correlation 

value is found in item X1, with a calculated r-value of 0.550. However, all of the 

correlation values stay above the specified minimum, indicating that all items 

meet the validity criterion. 

These findings demonstrate that each statement item has a positive and 

substantial link with the overall score of interactive media consumption variables. 

In other words, all of the items in the instrument can represent the construct being 

measured, which is the use of interactive media. The strong correlation value of 

the items with the total score shows that each statement item makes a substantial 

contribution to measuring students’ perceptions about the use of interactive media 

in English learning. 

 

2. Motivation to learn English  

 

Table 4. 8 Validity test for users of interactive media 

Items r count r Table Interpretation  

Y1 0,682 0,150 Valid 



29 
 

 

 

Y2 0,570 0,150 Valid 

Y3 0,698 0,150 Valid 

Y4 0,665 0,150 Valid 

Y5 0,619 0,150 Valid 

Y6 0,724 0,150 Valid 

Y7 0,731 0,150 Valid 

Y8 0,715 0,150 Valid 

Y9 0.630 0,150 Valid 

Y10 0,775 0,150 Valid 

Y11 0,715 0,150 Valid 

Y12 0,627 0,150 Valid 

Y13 0,454 0,150 Valid 

 

The results of the validity test, shown in Table 4.8, demonstrate that all 

statement items on the English learning incentive variable have a higher calculated 

r value than the table value. The computed r-value ranges between 0.454 and 

0.775. Item Y10 has the highest correlation value (calculated r = 0.775), while 

item Y13 has the lowest (calculated r = 0.454). Even though there is a difference 

in the level of correlation between items, all items still meet the validity criteria 

because they have a correlation value that is above the minimum limit that has 

been set. 

The findings showed that each statement item had a positive relationship 

with the total score of the English learning motivation variable. This suggests that 

all of the statements can represent the dimensions of learning motivation 

examined in this study. As a result, each question contributes significantly to 

measuring students’ enthusiasm to study English. It may be determined that all 13 

statements about motivation to study English are valid and appropriate for use as 

research instruments. Reliability test. 
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b. Reliability test  

The reliability test was used to assess the consistency of research 

instruments in assessing factors linked to interactive media use. In this study, 

Cronbach's alpha method was employed in conjunction with SPSS Version 25 

to perform the reliability test. A Cronbach's alpha value of more than 0.70 

implies that an instrument is reliable. The table below displays the reliability test 

results for each variable. 

 

1. Use of interactive media (X) 

Table 4. 9 Reliability test for motivation to learn English 

Variable (X) Cronbach's 

Alpha 

Item Interpretation  

Use of interactive 

media 

0,867 13 Reliable 

 

The 13-item variable assessing interactive media use has a Cronbach's 

alpha value of 0.867, according to the reliability test findings displayed in 

Table 4.9. This outcome surpasses the widely accepted minimum reliability 

requirement of 0.70. A Cronbach's alpha of 0.867 falls within the range of 

good reliability (0.80-0.89) according to reliability criteria, suggesting that 

the instrument is dependable. 

These data demonstrate that all statement items on the interactive media 

use variable have a high level of internal consistency when measuring the 

same idea. In other words, each item in the instrument can produce relatively 

consistent and mutually supportive measurement results for the variable of 

interactive media use. 
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2. Motivation to learn English 

Table 4. 10 Reliability test for motivation to learn English 

Variable (Y) Cronbach's 

Alpha 

Item Interpretation  

Motivation to 

learn English 

0,893 13 Reliable 

 

 Cronbach's Alpha was calculated to be 0.893 using the findings of the 

reliability test in Table 4.10. This number falls between 0.80 and 0.89, 

indicating good reliability. These findings demonstrate that the English 

learning motivation instrument has a high level of internal consistency and 

can provide reliable data. The findings indicate that all statement items on the 

English learning motivation variable have high internal consistency in 

measuring the same construct. In other words, the research instruments can 

generate consistent and accurate data to assess students’ English learning 

motivation levels. With a Cronbach's alpha value of 0.893, the instrument for 

measuring motivation to learn English is deemed reliable and appropriate for 

use as a data collection tool in this study, according to the analysis's findings. 

 

c. Assumption testing  

The normality test was conducted to determine whether the data 

obtained from the study were normally distributed. This test is important for 

determining the appropriate statistical analysis to be applied. If the data are 

normally distributed, parametric statistical tests may be used, whereas non-

parametric statistical tests are more appropriate when the data do not meet the 

assumption of normality. In this study, the Kolmogorov-Smirnov test was 

used to examine the normality of the data  
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Table 4. 11 Normality Test 

Variable Kolmogorov-

Smirnov 

Criteria Remarks 

Use of interactive 

media (X) 

0,024 Sig >0.05 Not Normally 

Motivation to 

learn English (Y) 

0,001 Sig >0.05 Not Normally 

 

The normality test results in Table 4.11 show that the variable for 

interactive media use (X) has a p-value of 0.024, whereas the variable for 

motivation to learn English (Y) has a p-value of 0.001. The normality test 

indicates that if the significance value is less than 0.05, the data are not 

normally distributed. The distribution of the data may also be considered in 

relation to the sampling process. In the study, the classes included as the 

research sample were selected by the English language teacher based on the 

classes that used interactive media. Therefore, the researcher did not 

independently select the classes from the entire population. This condition 

represents a limitation of the sampling process because the characteristics of 

the selected classes were determined by the teacher and may have contributed 

to differences in the distribution of the respondents’ responses. 

Based on the results of the normality test, a non-parametric statistical 

technique was considered appropriate for the correlation analysis. Therefore, 

the researcher used the Spearman Rank correlation test to examine the 

relationship between the use of interactive media and students’ motivation to 

learn English. The Spearman Rank test was selected because it does not require 

the data to be normally distributed and is appropriate for examining the 

relationship between two variables when the normality assumption is not met. 

Thus, the use of the Spearman Rank correlation test was consistent with the 

characteristics of the data obtained in this study.  
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d. Correlation analysis  

Spearman Rank correlation analysis was used to examine the relationship 

between the use of interactive media and students’ motivation to learn English. 

The Spearman Rank test was chosen because the normality test results 

indicated that the research data were not normally distributed. Therefore, 

nonparametric analysis techniques are considered more appropriate for use in 

this study. The results of the Spearman Rank correlation test can be seen in 

Table 4.12 below. 

Table 4. 12 Correlation Test 

Variable Correlation 

coefficient (rs) 

Sig. (2-tailed) Remarks 

interactive 

media (X) and 

English learning 

motivation (Y) 

0,795 0,000 Significant 

 

The Spearman Rank correlation test results in Table 4.12 produce a 

correlation coefficient of 0.795 with a significance value (Sig. 2-tailed) of 

0.000. The significance level utilized in this study is 0.05, but the value is less 

than that. H₀ is rejected, whereas H₁ is accepted, demonstrating a significant 

link between the use of interactive media and students’ passion for learning 

English in high school. In addition to being statistically significant, the 0.795 

correlation value indicates a strong association between the two variables. A 

positive number for a coefficient shows that the link is unidirectional or 

positive. In other words, the usage of interactive media in the learning process 

increases students’ motivation to learn English. This indicates that higher levels 

of interactive media use are associated with higher levels of students’ 

motivation to learn English. 

The findings of the study demonstrate a significant positive relationship 

between the use of interactive media and students’ motivation to learn English. 

Interactive media can make learning more pleasurable, boost student 
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involvement in the learning process, and improve students’ comprehension of 

the learning content. These settings might promote students’ interest, 

excitement, and motivation to participate in English language learning. Based 

on the findings of the investigation, there is a positive and substantial 

association between the use of interactive media and students’ motivation to 

learn English, with a Spearman Rank correlation coefficient value of 0.795. 

These findings suggest that the use of interactive media is positively related to 

students' motivation to learn English among senior high school students. 

 

B. Discussion  

1.  Use of interactive media  

The study findings suggest that students positively perceive the use of 

interactive media, as evidenced by an average score of 48.10 out of a maximum 

score of 65. These findings confirm Mayer's (2012) Cognitive Theory of 

Multimedia Learning, which proposes that students learn more effectively 

when information is delivered in both verbal and visual modalities. The use of 

text, images, audio, video, and animation allows students to digest information 

more efficiently and get a better understanding of the learning subject. As a 

result, interactive media improves students' understanding of English concepts 

and decreases difficulty with complex material. Furthermore, the ability of 

interactive media to boost student participation contributes to its good 

reputation. According to the questionnaire indicators employed in this study, 

interactive media allowed students to participate more actively in classroom 

activities, respond to teacher inquiries, and become more immersed in the 

learning process. These findings agree with those of Smaldino et, al. (2012), 

who believe that interactive media encourages active interaction between 

students, teachers, and learning materials, resulting in a more student centered 

learning environment. 
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These findings also show that interactive media can make the learning 

process more exciting and participatory. Students are more interested and 

enthusiastic when learning activities include interactive features compared to 

typical instructional approaches. These findings are in line with Heinich et al. 

(2002), who claim that good instructional media can attract students' attention 

and keep them interested throughout the learning process. Furthermore, the 

results are validated by earlier studies. Fatimah and Seriwati (2024) found that 

technology-based learning media have been shown to greatly boost student 

engagement and enthusiasm in classroom learning activities. Similarly, 

Salsabila and Apoko (2024) claim that interactive learning platforms boost 

students' passion and involvement in English language learning. These findings 

imply that interactive media is a key tool for generating active learning 

experiences. 

2. Students’ motivation in learning English  

The research findings were based on a descriptive statistical analysis, and 

the variable evaluating motivation to learn English obtained an average score 

of 48.05 out of a possible 65 points. The results demonstrate that motivation to 

study English is high. These data demonstrate that students are highly 

motivated to participate in learning, comprehend the information, and engage 

in English learning activities. The high motivation of students to study can be 

explained by the ARCS model established by Keller (2010), which has four 

major components: Attention, Relevance, Trust, and Satisfaction. According to 

Keller, students will be more motivated to study if they are engaged in learning, 

comprehend the benefits of the content being studied, have confidence in their 

talents, and gain satisfaction from the experience. The findings of this study 

are consistent Schunk et al. (2012), who found that motivation is a factor that 

stimulates and sustains student learning behavior toward achieving particular 

goals. 
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 Furthermore, Deci and Ryan (1985), using the Theory of Self-

Determination, argue that learning motivation increases when students feel 

capable, actively involved in learning, and receive support from the learning 

environment. This study's conclusions are supported by research conducted by 

(Abror & Setiawan, 2024), (Fatimah & Seriwati, 2024), and (Salsabila & 

Apoko, 2024), who discovered that engaging and interactive learning 

experiences can boost students' motivation to participate in English language 

learning. Furthermore, Gardner (1985) identifies motivation as one of the most 

critical factors impacting a person's performance when learning a second or 

foreign language. Thus, the findings of this study show that pupils are very 

motivated to learn English.  

3. Correlation between the use of interactive media and student 

motivation  

This study found that there is a positive and significant relationship 

between the use of interactive media and students' motivation to learn English. 

(r = 0.795; p = 0.000). These findings show that students who use Interactive 

media are frequently connected and positively correlated with motivation to 

learn English. In other words, higher levels of interactive media use are 

associated with higher levels of students' motivation to learn English. The 

Spearman rank correlation test returned a p-value of 0.000 (p < 0.05). H₀ was 

rejected, whereas H₁ was accepted, demonstrating a positive and significant 

relationship between the use of interactive media and motivation to study 

English. 

In addition to demonstrating a significant relationship, the findings of this 

study also address the second research question, which is the extent to which 

the use of interactive media is related to students' motivation to learn English. 

A correlation coefficient of 0.795 shows that the association between the two 

variables belongs to the strong group. According to Sugiyono (2022), 

correlation coefficients in the range of 0.60–0.79 are classified as strong 



37 
 

 

 

relationships. The study's use of instructional media is strongly related to 

student motivation  

These findings support Keller's ARCS motivation model, which 

highlights four crucial components of learning motivation: attention, relevance, 

self-confidence, and satisfaction. The usage of interactive media can attract 

students' attention by adding a variety of visual and aural components, 

animations, and interactive activities that enhance the learning experience. In 

addition, interactive media also increases the relevance of learning because the 

material can be presented in a way that is more closely aligned with students’ 

daily digital experiences. Through various interactive features that allow 

students to actively participate and receive immediate feedback, students can 

develop self-confidence in learning. Ultimately, a more engaging and 

enjoyable learning experience will foster satisfaction with learning, which can 

increase students’ motivation to learn English. 

This study's findings are also compatible with Mayer (2012) Cognitive 

Theory of Multimedia Learning; it shows how the use of multimedia in 

education can help students receive knowledge more effectively by combining 

of text, images, audio, and other visual aspects. When students find it easier to 

understand the concepts and material being taught, they tend to engage more 

actively in the learning process. This engagement may be associated with 

higher levels of students' motivation. Thus, interactive media not only serve as 

tools for delivering content but also as a means of creating a more meaningful 

and motivating learning experience. This interpretation is further supported by 

Muluk et al. (2026), who recognized that technology-enhanced learning offers 

a more active and engaged learning environment, encouraging students to 

develop their own understanding. Their study also emphasizes that technology 

provides supportive learning opportunities, although the learning outcomes 

may vary depending on how students engage with those opportunities. 

The findings of previous research have also validated the findings of 

this study. Abror and Setiawan (2024), Fatimah and Seriwati (2024), and 

Salsabila and Apoko (2024) found that the use of interactive media has a 
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positive relationship students’ engagement, participation, and motivation in 

English language learning. These studies show that interactive media can make 

learning more engaging, increase student participation, and help students better 

understand the material. The results of this study support these findings by 

demonstrating that the use of interactive media is substantially associated with 

students' motivation to learn English. 

Although the findings of this study are consistent with previous research, 

this study adds its own perspective on the topic of English language learning. 

Previous studies have generally focused more on the effectiveness of 

interactive media in improving learning outcomes, student engagement, or 

participation. Meanwhile, this study, using a quantitative method and 

correlation research design, looks into the relationship between the use of 

interactive media and students’ motivation to learn English in high school. 

Furthermore, this study analyzes the use of interactive media based on elements 

such as student engagement, the media’s ability to help clarify learning 

concepts, and its capacity to create a more engaging and participatory learning 

process. Therefore, the findings of this study offer empirical proof that 

interactive media are strongly associated with higher student motivation to 

learn in addition to serving as a means of conveying material. 

Thus, the study findings imply that interactive media are crucial in 

encouraging pupils to learn English. However, the usage of technology has an 

equal impact on students' motivation to study as other elements, including the 

learning environment, teacher support, and students’ self-confidence. As a 

result, while interactive media is one factor influencing increased learning 

motivation, the effectiveness of interactive media in boosting student 

involvement, improving conceptual understanding, and providing engaging 

and participatory learning experiences is improved. These data also respond to 

both research questions provided: indicate that students’ motivation to study 

English is positively and significantly correlated with their use of interactive 

media, and that this correlation is categorized as strong.
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CHAPTER V  

CONCLUSION AND SUGGESTIONS  

 

This chapter is divided into two parts. The first part is the conclusion, 

which summarizes this research. The second part consists of suggestions for this 

study.  

A. Conclusion  

 This study studied the relationship between the use of interactive media 

and students’ motivation to learn English at SMAN 3 Banda Aceh. Based on the 

data analysis and discussion, the following conclusions can be reached. First, the 

study's findings show a significant, positive relationship between the use of 

interactive media and students' motivation to learn English. The Spearman's rank 

test gave a significance value of 0.000 (p<0.005), indicating statistically 

significant association between the two variables was indicated by the Spearman 

rank test, which produced a p-value of 0.000 (p < 0.005). According to these 

findings, students who incorporate interactive media into their education 

perform better and are more motivated to learn English. Conversely, students’ 

motivation to learn decreases as their use of interactive media decreases. 

Therefore, interactive media is considered to be able to increase motivation, 

student involvement, help understanding concepts, and create a more interesting 

and participatory learning process.  

Second, study findings indicate that there is a strong correlation between 

the desire to learn English and the use of interactive media. The Spearman's rank 

correlation coefficient value of 0.795 indicates this. Based on Sugiyono (2022) 

classification of correlation coefficients, this value is classified as strong. This 

finding demonstrates a strong correlation between students’ willingness to study 

and their use of interactive media. These results suggest that interactive media 

serve as learning aids. Not only that, but interactive media also play a role in 

creating a more engaging learning experience, enhancing understanding, and 
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encouraging student participation during learning activities. Thus, the findings 

of this study show empirical proof that interactive media has a favorable, 

significant, and powerful relationship with students’ motivation to learn English. 

Therefore, the use of interactive media is an effective and important strategy for 

creating and supporting an English language learning process that is more 

engaging and participatory, and that can enhance students’ understanding and 

motivation. 

 

B. Suggestion  

Based on the findings of the study, several suggestions are proposed. For 

students, interactive media can be used more actively as a learning resource both 

inside and outside the classroom. The findings suggest that interactive media can 

be used as an additional resource to support English language learning. Students 

are encouraged to use digital quizzes, educational videos, English-learning 

applications, and other interactive platforms to practice English, explore learning 

materials, and participate actively in learning activities. Using interactive media 

appropriately can provide students with more engaging and meaningful learning 

experiences. 

For future researchers, this study opens several avenues for further 

investigation. First, this study was limited to a single school and X-grade 

students; future researchers are advised to include a larger number of 

respondents from various schools, regions, and grade levels, so that the 

findings of this study have a higher degree of generalizability. Second, while 

this study employed only a quantitative correlational approach, future 

researchers may use a mixed-methods approach to better understand the issues 

that teachers and students confront, as well as their experiences using 

interactive digital media. Future researchers could examine other variables, 

such as student engagement and self-efficacy, to further explore learning 

motivation. 
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