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Abstract: This study aimed to determine the effectiveness of the implementation of interactive media and 
characterized meme media on the student learning. This study applied experimental research method which 
used simple random sampling technique. The participants of the study consisted of two group as group A 
amount twenty-nine students and group B amount twenty-eight students. Each group had a different 
treatment, for the group a was treated by implementing interactive media, while group B was treated by 
implementing characterized memes media. Data analysis applied hypothesis testing of paired sample t-test and 
obtained that both of implementing of interactive media, and implementing characterized memes media, 
probability value .00 was less than alpha value, .05, which means the media provide impact to the student 
learning. Data analysis applied hypothesis testing of independent sample t-test and obtained p, .972 was 
greater than alpha value, .05. Thus, there was no difference between student learning achievement taught by 
using interactive media and characterized memes media. However, in accordance with effective criteria, it was 
presented that interactive learning media is more effective than characterized memes media. The percentage 
of classical completeness of students who were taught by using interactive learning media enhanced to 89.12 
percent, while using characterize memes learning media reach 60.41 that not reached the classical 
completeness. In addition, in terms of appropriate student learning activity in the classroom using interactive 
media reached 90.12 percent, while in memes characterized media class character merely 66.65 percent. 
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1. Introduction 
 
As a subject related to physical activity, the physical subject is not merely concern to what student activity is 
performing. However, the behavior of physical activity in the past is a precursor of the behavior of physical 
activity in the future. The participation of physical activity in the youth forms a prerequisite for future 
physical activity in the future (Smith et al., 2015). By using the opened book, confirmed that problem 
comprehensive skill student was getting lower (Roux et al., 2018). Thus, it should be taught in various 
techniques. Teachers should improve their instructional designs (Sumarsono, 2017) and consider the 
students’ needs, characteristic (Sianturi & Lin, 2017) and physical growth (Sumarsono, 2018). Particularly in 
the elementary level, the monotone learning stirred to decline the student motivation and involvement 
student in the learning process (Sun, 2013). A decade or more of experimentation resulted in the 
understanding that each style of teaching was not inherently better or more effective than the others, but 
rather that each style met a specific set of unique objectives or goals (Sianturi, Chiang & Hurit, 2018). For 
example, in the reciprocal style immediate feedback and cooperative behavior are the essences of the style 
and learners are given an opportunity to practice a given task under the direct observation of a peer. 
Takabayashi (2017) stated it is necessary how to encourage self-directed media use.  
 
The more we know about effective uses of technologies for teaching and learning, the faster we can adopt 
these new practices, facilitate their proliferation across higher education, and increase student success 
(Seaman, 2013). The success of students has traditionally been influenced by assignments, activities and 
assessments in class, but one of the supporters of success that is often overlooked is the role of the media 
(Conrad, 2017). Current curriculum in Indonesia considered to extend the allocation of teaching hour of the 
physical subject. For elementary, it becomes four hours per week, meanwhile for junior high it becomes three 
per hour. Although, previously it was only two hour. With this extension, means it needs to keep the student’s 
concentration while the students are learning. Instead of the teacher teaches students by giving the material 
in conventional ways, it is necessary to apply meaningful ways. Therefore, this study considered to apply 
interactive media and characterized memes media in the classroom to investigate whether student learning 
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could be improved. This research was important because the characteristics of the two media are similar 
which is both used visual media with computer assistance. 
 
2. Literature Review 
 
To bridge the process of learning a teacher must be able to create and select the media as a tool in delivering 
the material. Kariman (2014) stated instructional media as channelling or messenger tools to deliver 
unlimited instructional issues or other types of teaching and learning activities. Even a simple tool as long as 
its functions as a messenger and information from one person to another could be considered as media. 
Daryanto (2010) defined learning media as tools and materials used in learning activities. Instructional media 
provide benefit to the teacher as well as a student in teaching and learning process. Instructional media 
present lessons to be more concrete in order to facilitate students to comprehend them. According to Arsyad 
(2011: 36), the instructional media is divided into five groups such as: human-based media (teachers, 
instructors, tutors, role play, group activities), printed, visual-based media (books, work aids, charts, graphics, 
maps, slide transparency images), audio-visual based media (video, film, tape slide programs, television and 
computer-based media (computer, interactive, video and hypertext). 
 
The selection of the instructional media is adjusted to learning objectives. Interactive media is a medium 
created in order to build interaction between two or more objects so that has an effect on each other. Meme 
characterized media is still not popular among teachers and educators. This media actually already exist in 
the middle of society with spreading the use of social media. This media included as one of ICT (Information 
Communication Technology). The meaning of the word meme was introduced by a biologist named Richard 
Dawkins in 1976 which is famous in his book entitled "the selfish gene" in his book Dawkins mentioned: ”we 
need a name for the new replicator, a noun that conveys the idea of a unit of imitation: mimeme” comes from 
a suitable Greek root, nut i want a monosyllable that sound a bit like “gene”. I hope my classicist friends will 
forgive me if I abbreviate mimeme to the meme”. The meaning of characterized memes media is a picture 
along with words in order to support the expression of the image. The words could be funny or inspiration 
words. Eventually, the words are adjusted to the level of the students and learning topics. 
 
3. Research Methods 
 
This study applied a quasi-experiment research method. The experimental research design used in this 
research is the pretest experimental posttest control group design. In this research there were two classes 
studied with different treatment. Research design in this research as follows: 

 
Table 1: Research Design 
Group Pretest Treatment Posttest 
I O1 M1 O2 
II O1 M2 O2 
M1  = Interactive Media 
M2 = Characterized Memes Media 
 
The study took place at Junior High School Buti Merauke, in particular at seventh grade which consists of four 
parallel class amount 116 students. Sample selection in this study using a random sampling technique. The 
participants of the study consisted of two groups as group an amount twenty-nine students and group B 
amount twenty eight students. Each group had a different treatment, for the group a was treated by 
implementing interactive media, while group B was treated by implementing characterized memes media. 
Independent variable was instructional media, while the dependent variable was the effectiveness of 
instructional media of student activity and student learning achievement. To gather the data in this study using 
two kinds of instruments that were test and student activity sheet. The test referred to healthy lifestyle topic. 
There are fifteen items, including ten multiple choices and five essays. The student's activities were observed 
by using student activity sheet. There are sixteen items, consists of five domains which are visual, oral, 
listening, writing, motor activity. According to effective learning is learning which accomplish the learning 
objectives. Therefore, in this study the criteria of effective learning including: 1) classical learning 
completeness, 2) achievement of teaching effectiveness in the learning process, 3) achievement of student's 
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learning effectiveness dealing with teaching hour contained in the lesson plan. The effectiveness was measured 
from enhancing of student learning achievement, classical completeness, teaching and student learning activity 
at least in the effective enough category. The classical completeness means when eighty five percent students 
achieve score seventy five. Test was analyzed statistically using parametric statistics with t-test with alpha 
level 0.05. 
 
The type of t-test used in this research is paired sample t-test and independent sample t-test. Data from 
student activity sheet was analyzed and described by referring to the interval of effectiveness criteria. The 
criteria of effectiveness in the descriptive analysis are as follows: 
 
Table 2: Criteria of Effectiveness 
Formula Criteria 
Mi+1,5 Sdi ≤ M≤ Mi+3Sdi Effective 
Mi+0,5Sdi≤M< Mi+1,5Sdi Effective adequate 
Mi-1,5Sdi ≤M<Mi+0,5 Sdi Ineffective 
Mi-3 Sdi ≤ M<Mi-1,5Sdi      Very Ineffective 
Source: Hanum (2013:96) 

 
4. Research Results and Discussion 
 
Figure 1 presents the pretest result of group A and figure 2 presents the pretest of group B. Comparing the 
pretest result between two groups that the maximum score of the group a is greater than group B. However, 
each means is same as 60. That means these two groups is almost similar. 
 
 
 

 
 
 

 
 
Classical Learning Completeness 
 
Result of Paired Sample T-Test: To figure out whether there is a difference in learning achievement of 
healthy lifestyle material on physical education subject of students previously and subsequently taught using 
interactive media or using characterized memes, the study applied paired sample t-test. Table 3 presents the 
result of paired sample t-test.  
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Table 3: Analysis Result of Score between Pretest and Posttest 
 N Mean Sig.(2-tailed)* 

 Interactive Media    
Pretest 24 60 0.00 
Posttest 24 77  
Characterized Memes Media     
Pretest 22 60 0.00 
Posttest 22 77  
*: 95 % confidence interval 
 
The  mean  score  between  pretest  and  posttest  was  significantly  increased  from  60 to 77,  there  was a 17  
point increase. Based on the paired sample t-test, p=.00 is less than α level, .05. This  presents that score at 
pretest was significantly different with the score at posttest. Therefore, it concluded that the students’ learning 
outcomes were significantly increased. 
 
The result of Independent Sample T-Test: To determined whether there is a difference in learning 
achievement between interactive media and characterized memes media, this study applied independent 
sample t-test. Table 4 presents the result of the independent sample t-test.  
 
Table 4: Analysis Result of Posttest Score between Interactive Media and Characterized Memes Media  

 N Mean Sig.(2-tailed)* 

 Interactive Media    
Posttest 24 77 0.972 
Characterized Memes Media     
Posttest 22 77  

*: 95 % confidence interval 
 
Based on table 4, the mean posttest score between interactive media and characterized memes media was the 
same as 77. According  to  the  paired sample t-test, p=.972 is greater than α level, .05. This  presents that 
posttest score of interactive media was significantly no different with posttest score which taught 
characterized memes media. Therefore, it concluded that there is no difference between student learning 
achievement was taught by using interactive media and characterized memes media 
 
Classical Completeness: Table 5 below provides the proportion of the classical completeness of student 
learning achievement by taught using interactive media and characterized memes media. Based on the posttest 
score, the percentage of classical completeness of student who was taught by using interactive learning media 
reached to 89.12 percent, while using characterize memes learning media reach 60.41 that not reached the 
classical completeness. 

 
Table 5: Analysis Result of Posttest Score between Interactive Media and Characterized Memes Media  

  Mean Number % 

 Interactive Media    
Posttest 77 21 89.12 
Characterized Memes Media     
Posttest 77 13 60.41 

 
Achievement of Teaching Effectiveness in Learning Process: Observation to teaching activity in the 
interactive media group conducted for four meetings. On the observation of the highest average teaching 
activity amounted to 4.40 which included in the category effective. From the teaching activity observation, 
among the five aspects, there were two aspects such as visual and motor activity that had the highest average 
compared with other aspects. Meanwhile, the observation towards teaching activity in the characterized 
memes media group conducted during four meetings. On the observation of the highest average teaching 
activity amounted to 4.68 which included in the category effective. From the teaching activity observation, 
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among the five aspects, there was one aspect such as a visual activity that had the highest average compared 
with other aspects. 
 
Achievement of Student Learning Effectiveness in Learning Process: Based on the student activity sheet, 
on the observation of interactive media group the average learning activity amounted to 3.65 which included 
into the effective adequate. From beginning to the end of class, the students actively engaged. There was an 
active interaction between teacher and students as well as among students. By interactive media, the students 
were enabled to ask the teacher freely, and assisted in mastering the material. From the played video, the 
students consider and maintain personal health habits. However, in the characterized memes media group, 
based on the student activity sheet, the average learning activity amounted to 3.1 which included into the 
effective adequate. In this group, the media applied power point slides. Most of the slides displayed some 
memes related to funny words and  innuendo of unhealthy living habits. Initially, the students were 
enthusiastic and actively involved, yet gradually the students’ concentration degrades slowly by doing the 
activities of self-joking.  
 
Discussion: It caused less attention of the students to the material presented by the teacher. Frequently, the 
students joked with their classmates because the memes in slides perceived familiar on social media. In 
addition, in terms of appropriate student learning activity in the classroom using interactive media reached 
90.12 percent, while in memes characterized media class character merely 66.65 percent. Therefore, from the 
three aspects explained above, comparing to enhancing students’ learning achievement, teaching and learning 
activity, it concluded that learning by using interactive media was more effective than using characterized 
memes media. Learning material healthy lifestyle on physical education by using interactive media conducted 
in this study improved the effectiveness of learning since the interactive media more dominate the activity of 
students, train teachers in creativity to teach theoretical topics in the classroom. Accordance with that by 
seeing and simultaneously listening, the person receiving the lesson, illumination or counselling is able to be 
more quickly understand the meaning of instructor. Through an audio-visual media, students felt enthusiastic 
(Miftakh & Samsi, 2015) and motivated to learn and master the lessons (Firdaus, 2014).  
 
Even more, Firdaus (2014) stated that audio-visual media was better than print media. Media represent what 
the teacher is unable to explain through words or sentences (Ainina, 2014). Abstract topics are concretized by 
the presence of media. Thus, students will more easily digest the lessons rather than without media help. One 
of the teaching strategies conducted by teachers to present the material in the classroom more interesting and 
accessible is such as by using instructional media (Jaliusril et al., 2012). On the other hand, though 
characterized meme media improved the student learning achievement, yet it was into the less effective 
category. Based on the results of interviews and observations, students enjoyed delivered understanding with 
serious activities. In characterized meme media, at the beginning of the lesson students seem enthusiastic to 
learn but in line with the learning time there is a decrease of concentration by doing the activities of self-joking 
and less attention to the material presented by the teacher. Repeatedly, students joke with a classmate because 
the slides they perceived familiar on social media. The impression that students capture is a funny and often 
parodied image. The memes were not able to generate characterized memes media as an introduction to the 
delivery of appropriate material because the media more emphasised on the expression of the displayed 
image.  
 
Nugraha et al. (2015) argued that memes were one of the phenomenon of delivering a message in a new form 
by combining verbal language with nonverbal communication (expression). The content of characterized 
memes media emphasised the photographs that caused students’ attention only limited to the peculiarities and 
differences between the slides with one slide to another. As stated by Wadipalapa (2015) that memes feature 
combinations of photographic images, slides and texts, and are intended to respond to an issue that is being 
discussed in social discourse. Differences between these two media revealed that interactive media provided 
more advantages than characterized memes media. This is based on the result of observation value both to the 
students and to the teacher that the value of interactive media obtained the average score of 4.04 (responses 
on the effective category) and meme media get the average score of 2.90 (responses effective sufficient 
category). Based on the students 'opinion, it is known that interactive media has an advantage in the form of 
more students' value in making the class situation more active. While the media meme character caused many 
students considered the memes were funny that causes less conducive learning situation. 
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5. Conclusion 
 
Based on the results and discussion, it concluded that both interactive media and characterized memes media 
improved the students learning achievements. However, compared to the effectiveness of each media, the 
interactive media was more effective than characterized media. Therefore, it is important that the physics 
teacher could implement the interactive media particularly for theoretical topics such as personal health, 
healthy lifestyle and environmental health. Teachers with a different subject, this study might provide a new 
sight how to apply media in their learning. Additionally, schools could consider this study as a reference to 
develop other related media in the classroom teaching. 
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