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Abstract:

This research is motivated by the low interest of students in learning the material
'The Word of Invitation and the Word of Refusal', which indicates the need for a
method that can be used to improve the learning process. The Word of Invitation
and the Word of Refusal' which indicates the need for a more effective learning
method. This study aims to analyze the Effect of Canva-based interactive
animation media on the interest of 2nd-grade students at Madrasah Ibtidaiyah
Masarratul Muta'allimin in Banten Province. A quasi-experimental design involved
56 students divided into experimental and control groups. Student interest data
were collected through questionnaires and analyzed using normality,
homogeneity, and t-tests. The t-test results indicated a significant difference
between the two groups, with a t value of -27.117 (p = 0.000) and an average
difference of 19.036. These results suggest that Canva-based interactive media
significantly enhances students' interest in learning compared to conventional
methods. Canva-based interactive media can effectively increase student
engagement. Recommendations for educational practice include integrating
interactive media into classroom learning to boost student involvement. Further
research is recommended to explore the long-term impact of this media on
students' academic performance.
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Introduction

Education is the main foundation in character building and individual abilities
(Sutarman et al., 2017; Virdi et al., 2023). One of the most critical aspects of the
education process is learning interest, which affects how students absorb and
understand the material taught by the teacher (Triarisanti & Purnawarman, 2019;
Ernawati et al., 2022; Uyun et al., 2022). In the current digital era, educational
technology development has encouraged various innovations, including interactive
media as teaching aids (Kolas, 2015; Ramdani et al., 2021). These media, especially
animation-based, have great potential to increase student engagement and
understanding by presenting information in an exciting and digestible manner (Sari,
2018; Juhiji et al., 2022; Widayanti & Juhji, 2023). Canva, as one of the popular
graphic design platforms, has been an effective tool for creating visually rich
interactive educational media (Nurmayuli, 2023; Hilmivati et al., 2024). Although
various studies have examined the benefits of animation in education, there are still
few that specifically examine the impact of using Canva-based interactive animation
on students' interest in learning at the primary school level, especially in Madrasah
Ibtidaiyah (Widiarti et al., 2024).

Learning interest plays a significant role in student engagement and overall
academic performance, especially in the early stages of education (Harackiewicz et
al., 2016). However, conventional teaching methods that rely heavily on static images
and text often fail to capture students' attention, leading to decreased motivation and
lower engagement in learning activities (Zenki-Dalipi & Osmani, 2022). o address this
issue, the integration of interactive media, such as Canva-based animations, has
emerged as a promising tool in modern educational practices (Susila et al., 2019;
Dalimunthe & Reinita, 2022; Helingo et al., 2023; Hilmivati et al., 2024). Canvas
interactive features allow for more dynamic and visually engaging content, which has
been shown to stimulate student interest and improve learning outcomes (Menacho-
Vargas et al., 2022; Wulandari et al., 2022). Despite the growing body of research on
educational technology, there still needs to be a gap in understanding the specific
impact of Canva-based interactive media on young learners in religious schools such
as Madrasah Ibtidaiyah. Therefore, it is essential to analyze the effectiveness of this
media in enhancing the learning interest of second-grade students in a madrasah
ibtidaiyah educational setting.

To overcome the challenges posed by conventional teaching methods, interactive
media, such as Canva-based animation, offers a promising solution for enhancing
students' learning interests. Canva allows teachers to create visually appealing and
engaging content tailored to meet young learners' needs, making complex concepts
more accessible and enjoyable (Purba & Harahap, 2022; Wulandari et al., 2022).
Research has shown that interactive digital tools significantly increase student
motivation and active participation in learning processes (Fonseca & Garcia-Penalvo,
2019; Mou & Damhuri, 2023). Moreover, Canva's ability to integrate multimedia
elements such as animations, images, and text cohesively aligns with the cognitive
theory of multimedia learning, which posits that students learn more effectively when
information is presented in multiple formats (Mayer, 2005). By leveraging Canvas
interactive features, educators can create a more stimulating learning environment
that captures students' attention and fosters deeper engagement, ultimately leading
to improved learning outcomes (Hampel & Pleines, 2013; Wibowo et al., 2022). Given
the increasing availability of digital tools in educational settings, incorporating
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Canva-based media into the curriculum could be an innovative approach to address
the declining interest in traditional learning methods.

Various efforts have been made to improve the quality of primary education (Al
Farisi et al., 2023; Junita et al., 2024; Mukaromah et al., 2024), but there are still
significant challenges in increasing students' interest in learning, especially in
second-grade Madrasah Ibtidaiyah. Though often more varied and interactive,
traditional teaching methods can result in low student engagement, ultimately
diminishing their interest in learning (Giorgdze & Dgebuadze, 2017; Nuralyanti,
2023). Previous research shows that a lack of interest in learning can hinder
students' cognitive and affective development (Kirschner & Van Merriénboer, 2013;
Deci & Ryan, 2016; Bandura, 2018) and reduce the educational process's overall
effectiveness. On the other hand, implementing technology-based interactive learning
media has been proven to increase students' interest in learning by presenting
material in a more exciting and easy-to-understand manner (Soidik et al., 2020).

Although research on the use of interactive media and animation in education
has shown positive results (Lin et al., 2017; Jeno et al., 2019; Helingo et al., 2023;
Nurpiani et al., 2024), there are still significant gaps in the existing literature,
primarily related to the utilization of Canva as a platform to develop animated media
specifically designed to increase students' interest in learning in Madrasah
Ibtidaiyah. Some studies have revealed that interactive media can increase students'
interest in learning (Nurpiani et al., 2024). However, most of their research used other
platforms (Kim et al., 2024). For example, research by Sunami & Aslam, (2021)
showed that using Zoom meeting-based animated video learning media can improve
understanding of complex concepts among high-grade primary school students.
However, this study did not specifically explore the Effect on low-grade primary school
students. Similarly, research by Alamsyah et al., (2023) emphasized the benefits of
technology-based media in learning, emphasizing the benefits of technology-based
media in learning, but did not explicitly address Canva's potential as an effective
educational tool in the Madrasah Ibtidaiyah environment.

Existing studies demonstrate the potential of interactive media to increase
student engagement and comprehension. However, there is still a void in research
exploring using Canva-based media innovations to increase Madrasah Ibtidaiyah
students' interest in learning, particularly in the lower grades. Given the importance
of the cognitive development period in elementary school age, a more specific
approach is needed in selecting and applying learning media that can stimulate
students' interest (Prasong et al., 2022).

The novelty of this study lies in its focus on assessing the effectiveness of Canva-
based interactive animation media in enhancing the learning interest of second-grade
students in a religious educational setting, specifically Madrasah Ibtidaiyah. While
numerous studies have explored the impact of digital tools and multimedia on
student engagement in general education settings (Solas & Sutton, 2018; Susila et
al., 2019; Menacho—Vargas et al., 2022), limited research has addressed the use of
such tools in madrasahs, where religious values and cultural contexts may influence
pedagogical approaches. This study bridges that gap by examining how Canvas
interactive features can be adapted to align with the madrasah learning environment,
providing a fresh perspective on integrating technology in religious education.
Moreover, the research offers a unique contribution by focusing on young learners, a
demographic often overlooked in studies on digital media's impact, which
predominantly centers on older students. By evaluating the effectiveness of Canva in
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this specific context, the study introduces an innovative approach to improving
learning interest, which could have broader implications for integrating technology
in similar educational settings.

The author's observations and interviews at Madrasah Ibtidaiyah Masarratul
Muta'allimin Banten Province identified student problems in classroom learning,
such as a lack of enthusiasm for learning, a lack of interest in the learning process
delivered in class, difficulty focusing student attention when learning explanations
are given, and a lack of active student participation in learning activities. Based on
these problems, the research aims to analyze the effectiveness of using Canva-based
interactive animation media in enhancing the learning interest of second-grade
Madrasah Ibtidaiyah students.

Research Method

This study uses a quasi-experimental design to measure the Effect of Canva-
based interactive animation media on students' learning interests. This design
involves an experimental group that receives intervention in the form of interactive
animation media and a control group that follows conventional learning using image
media. Although the quasi-experimental method cannot fully control external
variables, this study still tries to maintain relevant and realistic learning conditions
through daily classroom practices (Wahyudi, 2022). This approach has been widely
used in educational research to test the effectiveness of interventions in situations
that do not allow random assignment (Creswell & Creswell, 2017).

This study's population consisted of 56 students of class II of Madrasah
Ibtidaiyah Masarratul Muta'allimin Banten in the 2024/2025 academic year. The
population was divided into two classes: class II A, with 28 students, and class II B,
with 28 students. The sample was determined purposively, with class II A as the
experimental group using Canva-based interactive animation media and class II B as
the control group using image media in conventional learning.

Research data were collected through a questionnaire designed to measure
students' learning interests. After the Indonesian language learning process with the
material 'Invitation Words and Rejection Words' was completed, this questionnaire
was given to both experimental and control groups. The questionnaire includes four
indicators of learning interest: 1) feelings of pleasure, 2) attention, 3) interest, and 4)
involvement. The experimental group received intervention in the form of Canva-
based interactive animation media, while the control group used conventional
learning methods with image media.

The data analysis techniques include normality tests, homogeneity tests, and t-
tests. The normality test is carried out to check whether the data from both groups
are normally distributed (Pramono et al., 2021). The homogeneity test aims to ensure
that the variances between the two groups are the same. After the assumptions of
normality and homogeneity are met, the t-test is used to compare the average results
of students' learning interest between the experimental and control groups to
determine whether there is a significant difference.

Results and Discussion
Results

Figure 1 illustrates the learning process in the experimental class using Canva-
based interactive animation media. The image aims to show the effect of interactive
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media on student engagement and participation, especially when learning invitation
and refusal words in Indonesian language lessons.

1B
¥
4

(b)

Figure 1. Learning by Using Canva-Based Interactive Animation Media

As shown in Figure 1 (a), students in the experimental class showed increased
enthusiasm and active engagement during the learning session. Interactive
animations allow students to understand concepts more effectively and confidently
express their ideas. This results in a more enjoyable learning experience, significantly
increasing their interest in the subject matter.

Figure 2 illustrates the learning process in the control class (class II B), where
picture media is used to support the delivery of teaching materials. This approach is
commonly employed to aid students' understanding of the subject matter through
visual representations.

Figure 2. Learning by Using Picture Media in Control Class

However, as shown in Figure 2, static picture media may be limited in
effectiveness for less attentive students who lack enthusiasm or show minimal
engagement. The passive nature of static images makes it difficult to capture and
maintain the interest of disengaged students, potentially reducing the overall impact
of the learning experience.

Table 1 presents the results of the normality test for two classes of students,
assessed using the Kolmogorov-Smirnov and Shapiro-Wilk tests. This test aims to
determine whether the data from each class follow a normal distribution, which is a
critical assumption in many statistical analyses. Class II B (class 1) and class II A
(class 2) were analyzed for their normality characteristics using these two statistical
methods.
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Table 1. Normality Test of Two-Class Students

Class Kolmogorov-Smirnova Shapiro-Wilk
Statistic Df Sig. Statistic df Sig.
Value 1 .129 28 .200" .967 28 .515
2 .136 28 .198 .973 28 .668

*. This is a lower bound of the true significance.
a. Lilliefors Significance Correction

The Kolmogorov-Smirnov test results indicate that the data for class II B have a
statistic of 0.129 and a significance value of 0.200. Similarly, class II A shows a
statistic of 0.136 with a significance of 0.198. Since both significance values exceed
the threshold of 0.05, the data in both classes can be considered normally
distributed, meaning the assumption of normality is not violated.

In addition, the Shapiro-Wilk test further confirms this finding. For class II B,
the Shapiro-Wilk statistic is 0.967 with a significance value of 0.515, while for class
II A, the statistic is 0.973 with a significance of 0.668. These values, also more
significant than 0.05, reinforce the conclusion that the data from both classes are
typically distributed. Thus, subsequent statistical analyses can proceed under the
normality assumption for these data sets.

Table 2 displays the results of the homogeneity test conducted to determine
whether the variances of the scores between students in two different classes—one
using conventional learning methods and the other utilizing Canva-based interactive
animation media—are equal. This test is essential for verifying whether the
assumption of homogeneity of variances is met, which is a prerequisite for specific
statistical analyses like the T-test.

Table 2. Homogeneity Test of Students in Two Classes

Levene Statistic df1 df2 Sig.
.864 1 54 .357

The Levene's test result shows a statistical value of 0.864 and a significance
(Sig.) value of 0.357. Since this significance value is greater than the alpha level 0.05,
we do not reject the null hypothesis (Ho). It implies that there is no statistically
significant difference in the variances between the control and experimental classes,
indicating that the variances are homogeneous.

Given that the assumption of equal variances is met, it is appropriate to
continue with statistical analyses that require this condition. This result ensures that
any differences observed in subsequent analyses are not due to variations in group
variances but rather reflect the true impact of the teaching methods under study.
Thus, comparisons between the two classes can be made more reliably.

Table 3 presents the results of Levene’s Test for Equality of Variances and the
t-test for Equality of Means, used to compare the learning interest scores between
two student groups: the control group, which used conventional learning methods,
and the experimental group, which used Canva-based interactive animation media.
These tests help assess the equality of variances between the groups and whether
there is a significant difference in their mean scores.
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Table 3. Two-class Student T Test

Levene's Test for t-test for Equality of Means
Equality of
Variances

95% Confidence

F Sig. ¢ ar Sig. (2- Mean Std. Error Interval of the

tailed) Difference Difference Difference
Lower Upper
Equal variances 864 357 - 54  .000 -19.036 702 -20.443 -17.628
Value assumed 27.117
Equal variances -
not assumed 27117 51.825 .000 -19.036 702 -20.444 -17.627

Levene’s Test shows an F value of 0.864 with a significance of 0.357, indicating
that the assumption of equal variances is satisfied, as the p-value is more significant
than the 0.05 threshold. This result allows the t-test for Equality of Means to proceed
under the assumption of equal variances, ensuring that unequal variances between
the two groups do not influence any differences in means.

Assuming equal variances, the t-test for Equality of Means yields a t-value of -
27.117 with a significance level (Sig. 2-tailed) of 0.000, indicating a statistically
significant difference in the learning interest scores between the two groups. The
mean difference of -19.036, with a 95% confidence interval ranging from -20.443 to
-17.628, highlights that students in the experimental group demonstrated
significantly higher interest in learning than those in the control group. This decisive
statistical difference, reinforced by a p-value less than 0.001, confirms the
effectiveness of Canva-based interactive animation media in increasing students'
learning interest.

Discussion

The use of Canva-based interactive animation media, as demonstrated in Figure
1, significantly enhances student engagement and participation, particularly in
language learning settings where concepts such as invitation and refusal words are
taught. Interactive media provide a dynamic learning environment that facilitates
better understanding and allows students to express their ideas more confidently, as
seen in the experimental class. It aligns with prior research, which emphasizes the
role of interactive digital media in fostering active learning and increasing student
motivation (Fonseca & Garcia-Penalvo, 2019; Ghofur & Youhanita, 2020; Mou &
Damhuri, 2023). In addition, interactive digital media also increased students'
interest in learning (Lestari & Wirasty, 2019; Pulungan et al., 2022; Helingo et al.,
2023). Interactive media's ability to present content visually engaging and cognitively
stimulatingly contributes to higher student interest and participation (Wibowo,
2023). However, it remains debatable whether this heightened engagement translates
into long-term retention of language skills, a concern raised by scholars who argue
that while interactive tools boost short-term motivation, they may not necessarily
improve more profound cognitive learning outcomes (Mayer, 2022).

In contrast, the control class depicted in Figure 3, which used static picture
media, presents a different challenge. Although static images are traditionally
regarded as effective visual aids for concept clarification (Shabiralyani et al., 2015),
their passive nature limits their ability to fully engage students, especially those with
lower initial motivation or attention levels. As Baylen et al., (2021) and Amalia &
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Suharto, (2024) suggest, static media can fall short of capturing the attention of
disengaged students, leading to reduced learning outcomes. This limitation highlights
the ongoing academic debate regarding the superiority of interactive versus static
media in educational settings. While proponents of interactive media emphasize its
ability to enhance engagement and participation (Lukita et al., 2017), critics argue
that the cognitive load imposed by complex animations may overwhelm some
students, thereby diminishing learning efficacy (Sweller, 2020). Consequently,
further studies are necessary to explore how different media types influence
engagement and long-term learning outcomes.

Conventional media, such as image media, often show limitations in increasing
students' interest in learning (Nicolaou et al., 2019). Although image media provides
a clear visual representation, it is usually static and less interactive (Andriyvani et al.,
2020). It can cause students to feel less stimulated and less enthusiastic about
participating in the lesson. In the control class that used picture media, students
tended to show lower interest in learning. They may be less responsive during lessons
and less likely to be actively involved in discussions or activities provided by the
teacher.

In contrast, implementing Canva-based interactive animation media
significantly increased students' interest and engagement. This animated media
introduces moving and interactive visual elements, successfully capturing students'
attention more thoroughly and dynamically (Ploetzner et al., 2020). In this context,
students show increased motivation and greater engagement, such as active
participation and deeper involvement with the material being taught. The striking
difference between these two methods confirms that interactive animated media can
create a more effective learning experience than conventional drawing media, which
cannot often optimally stimulate student interest and responsiveness (Ardiansyah,
2022).

The t-test results, assuming equal variances, yield a t-value of -27.117 with a
p-value of 0.000, demonstrating a highly significant difference between the mean
scores of the two groups. The mean difference of -19.036, with a 95% confidence
interval ranging from -20.443 to -17.628, clearly indicates that students in the
experimental group exhibited substantially higher learning interest than their peers
in the control group. This finding is consistent with previous studies that have shown
the positive effects of interactive media on student engagement and motivation
(Mayer, 2022). Using Canva-based interactive animations provides a more
stimulating learning environment, making abstract concepts more accessible and
engaging for students.

However, the integration of digital media into learning has sparked academic
debate. While this study supports the notion that interactive media can significantly
enhance learning interest, some researchers argue that the positive effects may be
short-lived and primarily driven by novelty (Clark & Mayer, 2023). Kirschner and Van
Merriénboer (2013) have raised concerns that technology-enhanced learning tools
may lead to cognitive overload, especially when not well-aligned with the instructional
design principles of cognitive load theory. In contrast, the present study's findings
suggest that Canva-based media's interactive features, such as animations, could
help simplify complex information, thereby enhancing cognitive processing and
reducing the likelihood of overload.

The use of Canva-based interactive animation media has a significant impact
on students' learning interests. The average score of students in the experimental
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class using this media was significantly higher than the control class using
conventional learning methods (Utami et al., 2023). In learning theory, this finding
supports the concept that interactive digital media can increase student engagement
and deepen their understanding of the material. It also aligns with the theory of
cognitivism, which emphasizes the importance of visual and interactive media in
facilitating more effective information processing (Sari & Yatri, 2023).

There are several notable differences compared to other interactive media, such
as Zoom or PowToon. Zoom, as a video conferencing platform, facilitates direct
interaction between teachers and students but needs to be improved in providing
visually engaging and interactive elements. Zoom primarily focuses on real-time
verbal and audiovisual interaction, but it lacks the dynamic visual stimulation offered
by Canva-based interactive animations (Wardana et al., 2023). On the other hand,
PowToon, also an animation creation platform, shares some similarities with Canva
regarding its ability to create visually engaging content (Napitupulu et al., 2021).
However, Canva offers a more user-friendly interface with greater flexibility for
creating materials tailored to curriculum needs and student interests.

The effectiveness of the interactive animation media is seen from the apparent
change in students' interest levels. With the visual and interactive elements in the
learning, students become more motivated and engaged in the discussion on
invitation and refusal words (llyas et al., 2023). It facilitates a more exciting and
dynamic learning process, which contributes to increased student attention and a
better understanding of the material (Kruger & Doherty, 2016). These findings
confirm that Canva-based interactive animation media can increase student
engagement and support a more productive learning process.

Using this interactive animated media significantly increased students' interest
in learning. By sharing opinions and providing input, more intense collaboration
among students creates a more active and participatory learning environment
(Asmayani et al., 2023). This increased social interaction strengthens students'
communication skills and increases their interest in the subject matter, contributing
to an overall increase in learning interest (Jariyvah et al., 2024). This suggests that
interactive media facilitates concept understanding and creates a more engaging and
enjoyable learning experience, which is essential for fostering long-term interest in
learning.

This limitation can be due to the need for more interactivity and dynamism
offered by conventional image media, which can cause students to feel less engaged
and less motivated to process information deeply (Waruwu & Sitinjak, 2022).
Consequently, students' low interest in learning can be affected by how image media
is presented in learning. Image media not accompanied by interactive elements or
contexts relevant to students' daily lives may need to be more engaging to motivate
them (Susanti et al., 2022; Yuniarti et al., 2023) . In this case, a more dynamic and
interactive learning strategy, such as Canva-based interactive animation media,
could increase students' engagement and interest in learning. This approach can
provide a more exciting and relevant learning experience and encourage students to
be more active and excited in the learning process (Renaldi et al., 2024).

It shows that interactive animation media improves understanding of the
material and provides a more effective and meaningful learning experience, thus
increasing student interest in learning (Alfajri et al., 2022). The positive impact of
using this interactive animated media can be seen in the increased students' ability
to understand the material presented. It increases learning interest and contributes
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to better academic achievement, where students understand concepts more quickly
and show a higher sense of enjoyment and attention than conventional methods
(Kinaya et al., 2024).

The long-term impact of interactive media on sustained learning interest
remains a contentious issue. While the current study demonstrates immediate gains
in student engagement, some researchers argue that traditional learning methods
may foster deeper cognitive engagement and retention over time, particularly in
subjects requiring higher-order thinking (Sweller, 2020). Nonetheless, the solid
statistical evidence presented in this study underscores the potential of Canva-based
interactive animation as an effective tool for improving learning interest, particularly
in contexts where student motivation and engagement are critical to achieving
learning outcomes. These results invite further exploration into how such tools can
be integrated effectively into diverse educational settings, balancing innovation with
pedagogical soundness.

Conclusion

The study concluded that Canva-based interactive media significantly increased
students’ learning interest, as evidenced by the solid statistical difference in
engagement between the experimental and control groups. These findings suggest
that integrating Canva-based media into teaching can be a practical and effective way
for educators in Madrasah Ibtidaiyah (Islamic elementary schools) to encourage
greater student engagement and make learning more interactive. However, future
research should explore the application of this method to other subjects and age
groups, such as higher-grade students, to assess its broader impact and potential to
improve learning outcomes across a range of learning outcomes.
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