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 ABSTRACT 
The Covid-19 pandemic has necessitated schools to conduct distance learning. Teachers and students do not have face-to-face interactions in the 
classroom. Schools have implemented policies to reduce instructional hours. Teachers and students have had to adapt to these conditions. Christian 

education views students as creations of God, made in His image and likeness. Students are created by God with different abil ities and uniqueness. 

Teachers play the role of facilitators in the classroom, preparing interactive teaching materials, methods, and learning media. Students participate by 
providing responses, asking questions, giving opinions in discussions, and being able to follow instructions and rules during the learning process. During 

teaching practice, there was an issue of low student participation. The purpose of this writing is to describe the use of interactive learning media that 

can encourage active student participation during remote learning. The research method used is descriptive qualitative. Interactive learning media has 
an impact on the level of student participation. The design of interactive multimedia includes features such as images, sound, graphics, video, and 

animation that can capture students' attention. When combined with good content, this media design can enhance student participation. Teachers need 

to pay attention to students' needs, uniqueness, and potential. Teachers should learn to use technology in designing interactive learning media. The 
design of interactive learning media should be done with careful preparation. 
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INTRODUCTION

Education is the process of forming basic abilities, emotions towards the environment, and fellow 

humans (Neolaka & Neolaka, 2017). Cara pandang guru tentang manusia yang bersumber pada Kristus, maka 

akan mempengaruhi cara mereka berinteraksi dengan siswa, apa yang akan mereka ajarkan dan bagaimana 

mengajarkannya (Saragih et al., 2019). Humans are born with different abilities and interests. Therefore, to 

be maximized in its formation requires two-way interaction. Two-way interaction means that there is active 

participation between both parties, in this case, teachers and students. Humans are very active and want to 

always research, not passive, and do not simply accept certain views before they are empirically proven 

(Fadlillah, 2017). In learning, students are encouraged to participate in learning such as giving responses, 

feedback, or questions.. Planning and teaching a class requires teaching materials, appropriate teaching 

methods, and varied and interactive learning media. In addition, providing opportunities for students to 

submit responses, feedback, or questions is very important for teachers. Some aspects show active 

participation from students, including being involved in discussions, punctuality in doing assignments, asking 

questions, asking opinions, and answering questions(Ranti, 2016).  

When the author conducted observation and teaching practice for six weeks in a Christian school in 

Tomohon, North Sulawesi, several obstacles were found that limited the achievement of the author's 

expectations. Online learning limits the interaction between teachers and students and makes it difficult for 

teachers to know student responses during learning. When the author observed the mentor teacher for three 

meetings, the mentor teacher used video call media through Google Meet and then presented the learning by 
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lecturing to students. During learning, some students took the initiative to answer the mentor teacher's 

questions, while other students did not answer, and would answer if appointed by the teacher. After learning, 

the teacher gave assignments that students had to do and collect at a given time, but some students were still 

late in collecting the assignments.  

When the author teaches, the author uses learning video media. This video contains math learning 

materials and practice problems for students to work on. The author will ask and open a discussion space in 

a narrative regarding responses to the video, understanding, and questions that students want to convey in the 

chat room after students watch the video, but it is very rare for students to ask questions or express opinions. 

Usually, the author will give time to wait but there are not many active students who give responses. After 

the author reflected on the learning process that took place as well as feedback from the supervisor teacher, 

the author realized that with the use of learning media such as videos and video calls with material explanation 

content, the level of student participation is still lacking, especially during distance learning.  

Based on the explanation above, it can be seen that what is expected does not match the reality during 

teaching practice. Therefore, the author thinks of other strategies that can be more specifically used during 

distance learning, and allow students to actively participate during the learning process. Appropriate, 

effective, and highly influential learning media encourages active student participation, especially those that 

can be used in online learning. Multimedia is an interactive media that can facilitate students in learning the 

learning material presented, namely initiation, response, and feedback (Nugroho & Surjono, 2019). 

Interactive learning media can encourage student participation such as initiation, response and feedback 

during learning. 

Christian teachers are facilitators in the classroom who must view students as God's unique creations 

with different abilities. (Van Brummelen, 2009). Christian teachers need to prepare plans carefully to 

maximize the potential of students. (Knight, 2009). Based on the explanation above, the problem formulation 

of this research is how the use of interactive learning media increases students' active participation during 

distance learning. The purpose is to describe the use of interactive learning media that can encourage the 

active participation of students during distance learning. 

 

LITERATURE REVIEW 

Learning in the classroom requires the participation of both teachers and students. Teachers as 

individuals who facilitate learning materials, methods, and media, in short, teachers as facilitators in the 

classroom. Students as individuals who try to shape their mindset and character by using the facilities provided. 

The participation of both is very important for the development of learning in the future. The activities that 

occur in the classroom can affect the achievement of learning objectives. The purpose of learning is that 

students can construct their knowledge through the facilities provided by the teacher for them. 

 Student participation in learning can be shown by their activeness in the teaching and learning process, 

attention when the teacher explains in class, and asking what a wedge in their mind is and can communicate 

reciprocally in learning (Sudarma & Sakdiyah, 2007). Learning that shows active participation from students 

both mentally and physically is characterized by several aspects such as actively discussing asking opinions 

and answering questions, active questioning, and punctuality in carrying out instructions and doing 

assignments (Ranti, 2016). Students must be active in learning and teachers must provide a learning 

environment that encourages students to be active in this regard participating in learning activities.  Students 

must participate personally to learn something well, so students must hear, see, answer questions, and discuss 

with others (Gora, 2010). 

 The depiction of students' willingness to participate in learning can be seen in attending class, doing 

and submitting assignments, following teacher instructions in class, discussing, and taking initiative in trying 

to take personal responsibility for their learning (Rika & Patahuddin, 2019). The positive behaviors that show 

student participation include paying attention to the delivery of material, asking questions, giving opinions in 

class discussions, following rules and instructions, and doing the tasks given (Dharmayana et al., 2012). Based 

on the explanation above, it can be concluded that student participation in the classroom is shown by several 
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aspects such as attendance, giving attention to explanations, engaging in class discussions, giving and 

answering questions, obeying the rules and instructions given, and paying attention to timeliness in doing and 

collecting assignments. Being involved in class discussions means actively expressing opinions and arguments 

about the material being studied. Obeying rules and instructions such as submitting assignments on time. 

Punctuality is very important due to distance learning conditions that limit learning time to be less. Therefore, 

students' participation in punctuality is very helpful for effective learning. 

Government Regulation No. 1 Article 19 Chapter IV of 2005 concerning Process Standards explains 

that the learning process is held interactively, inspiring, fun, and challenging, motivating students to participate 

actively and providing sufficient space for initiative, creativity, and independence following the talents, 

interests, and physical, and psychological development of students (Machali & Hidayat, 2016). The learning 

process is expected to provide space for students to actively participate to develop their potential. In line with 

that, educators need to prepare, run, and evaluate learning to make it more effective. 

Things that need to be prepared include teaching materials, methods, and learning media. The media 

used is expected to be arranged interactively so that it can motivate students to actively participate in learning. 

Interactive learning multimedia means media developed so that students can learn independently, teachers and 

students can receive mutual feedback, by combining various forms such as text, sound, video, and animation 

(Shalikhah, 2017). Interactive multimedia is media used that allows users to learn by using all senses such as 

seeing, hearing, and doing something in the form of a response or feedback (Lestari, 2020).  

Interactive multimedia combines information in the form of text, graphics, images, sound, pictures, 

and videos with the benefits of overcoming time and space limitations, clarifying messages, providing 

opportunities for students to participate in self-study, and being presented in a more attractive form (Maharani, 

2015). Interactive learning media consists of several elements including text, images, sound, and animation 

that aim to overcome the limitations of space and time and influence students' attitudes in providing 

participation during learning (Kurniawan et al., 2018). Interactive multimedia is multimedia that is used so 

that students can learn by giving their participating in controlling the pace of learning with features that are 

interesting and able to clarify learning material (Pradana et al., 2020).  

 Based on the explanation above, interactive multimedia is learning media composed of text, images, 

sound, images, video, and animation. Interactive multimedia can accommodate various ways of learning 

because it is designed to be seen, heard, and provide opportunities for students to move or do something. The 

various features available can increase students' interest in learning. In addition, various other benefits such as 

effective and efficient use with limited space and time where students can control the pace of learning 

independently. The advantage for teachers is that they can receive responses and provide feedback on student 

learning outcomes. Types of interactive multimedia include video-based tutorials, drills and practice or 

problem-solving with feedback, simulations or real-world experiences, and computer-based games (Dewi, 

2015). The communication components in interactive multimedia include users and media based on video 

presentations, animated videos, and interactive modules (Lestari, 2020). These different types of interactive 

media should be adapted to the classroom conditions and students' situation in distance learning. 

One of the factors that influence students' active participation in terms of thinking, emotions, and 

social is learning media that includes audio, visual, and supports students to do something (Wibowo,2016). 

Therefore, the level of student participation is influenced by the type of learning media used. This means that 

the teacher as a facilitator in the classroom must prepare a learning media that can encourage active student 

participation. In line with that, it still has to encourage the achievement of learning objectives. 

Learning requires a reciprocal relationship between teachers and students. Both parties should provide 

their participation. Student participation is shown by several factors including understanding learning 

objectives, focusing during learning, giving opinions, and being on time (Surya, 2009). Understanding the 

learning objectives can be seen in the assignment. Student participation is also seen from the focus of paying 

attention during learning. Giving opinions in discussions can be in the form of questions and answers between 

peer students or with the teacher. They are being on time in doing instructions and tasks. 

http://dx.doi.org/10.33578/pjr.v8i2.9796
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 Teaching practice carried out in one of the Christian schools in Tomohon obtained several conditions 

marking the occurrence of problems. The results of teaching reflection explained the lack of participation level 

of VIII grade students in mathematics subjects during distance learning. This is characterized by most students 

not actively participating in discussions, being late in following instructions, some students not doing 

assignments, and still not giving responses in the form of questions and answers. These things mark the lack 

of student participation (Appendix 8C Reflection Meeting 1, 8C Reflection Meeting 2). 

 Research conducted at SMA Negeri 1 Bukit Tinggi on sociology learning class X IPS states that the 

problems that occur in the classroom are the lack of student participation during learning which is characterized 

by not paying attention, not giving opinions, not doing assignments (Jefri & Junaidi, 2019). Students did not 

pay attention to the material, instead chatting or even sleeping. The number of students who expressed opinions 

was 13 out of 35 students and the number of students who did the assignments was 17 out of 35 students. 

Another study found similar things that mark the lack of student participation, namely behaviors such as not 

paying attention to explanations, no one asking questions, not answering teacher questions unless appointed, 

and cheating on friends' work (Artianningsih et al., 2013). Some students chose to draw and did not pay 

attention to the accounting material being taught. Even though they have been allowed to ask questions, there 

is still no response from students.  

 Research at SMAN 1 Muaro Jambi found a low level of student participation characterized by a lack 

of response to the explanation of the material, a lack of initiative to ask or answer, and in expressing opinions 

(Khodijah & Hendri, 2016). The research by Subekti at SD Negeri Keputran IV Yogyakarta stated that the 

lack of student concentration during learning, not asking or answering questions, and not actively following 

the instructions given marked the low level of student participation (Subekti, 2015). 

 Interactive multimedia is a combination of images, video, audio, text, and animation, with the benefit 

of improving the quality of student learning and student learning attitudes in terms of providing participation 

(Susana, 2019). Teaching practice in one of the Christian schools in Tomohon, the author taught using video 

learning media. The aim was to overcome time and space limitations during distance learning. The video 

consists of a powerpoint show combined with an audio explanation of the material from the author. Some 

features were added such as graphics and images to attract students' interest and focus in learning. There is a 

task at the end of the learning video that students must do with a certain time limit as a form of student 

participation and to see the achievement of learning objectives. The author also opens a discussion and 

question and answer forum on Google Classroom in the form of text. The author's goal is for students to 

participate in learning by joining discussions, asking questions, and answering.  

 Related research states the results of the use of interactive media in the form of learning videos can 

affect the attitude of student participation, students can arrange videos as needed, overcome space and time 

limitations, provide even messages, and are very good at explaining the process (Irawan et al., 2018). This 

research was conducted at SMA Negeri 1 Dampit in the biology subject. The policy of reducing class hours 

in the second semester made the teacher have to find a good way to deliver in a limited time. Learning is then 

carried out using learning videos and the results are students can see, hear, and understand the material and 

then give opinions on the results of critical thinking.  Another study on the development of learning video 

media based on Virtual Field Trip (VFT) with action steps to determine learning objectives and encourage 

student participation stated effective results to be used in the learning process (Melinda et al., 2018). The use 

of printed books and worksheets previously made students bored and passive in the classroom. The application 

of learning video media based on Virtual Field Trip (VFT) invites students' curiosity and gives students the 

space to learn with different experiences. 

 

METHOD 

This research was conducted in Field Experience 2 in class VIII in Mathematics in one of the schools 

in Tomohon, North Sulawesi. The time used was six weeks. The research method that the author used was 

descriptive qualitative. The qualitative descriptive method is a type of research method that pours writing in 

the form of narration (Anggito & Setiawan, 2018).  
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The procedures used during field experience practice are observation, implementation of learning and 

then evaluation. Data from the portfolio became the source of instruments in the form of lesson plans, 

observation sheets, mentor feedback sheets, and reflections. The data was analyzed descriptively. 

 

RESULTS AND DISCUSSION  

The author found low participation during teaching practice. This is characterized by less than ten 

students actively discussing, most students being late in following instructions, some students not working on 

assignments, and still less than ten giving a response in the form of questions and answers. This condition was 

experienced by the author when teaching online. Distance learning cuts formal teaching and learning hours 

between teachers and students to one hour per meeting. 

The teacher's participation in learning is to prepare the right teaching materials, methods, and media. 

The media designed by the teacher is expected to increase the active participation of students. Interactive 

multimedia is learning media that is composed of text, images, sounds, images, videos, and animations. These 

features are available to increase students' participation in learning. Interactive media can overcome time and 

space limitations, especially in distance learning. Teachers can design the response and feedback section 

between students and teachers. It can motivate students with rewards in the form of animations or moving 

images.  

In teaching practice in class VIII, teachers use interactive media in the form of learning videos. The 

video content contains an explanation of the material explained through audio that has been recorded and 

connected, besides that, graphs and images are also added. At the end of the video, some questions must be 

asked by students. Teachers also use Google Classroom media so that after students watch the next learning 

video, they can discuss and ask questions in Google Classroom..  

The use of video media is useful to overcome time constraints during distance learning. Setting the 

duration of the video can be done by the teacher since the media preparation before teaching. Learning videos 

can help students control their learning pace because they can repeat or stop the video. The classroom teaching 

experience using interactive media based on learning videos found that the class experienced an increase in 

student participation to more than half of the class population becoming more active in discussions, submitting 

answers and questions, as well as being on time in following instructions and collecting assignments 

(Appendix Reflection 8C Meeting 2). Some students were unable to follow instructions and activities on time 

due to poor network constraints. In line with that, Melinda & Tammu (2023) in their research included 

indicators of student participation that can be seen when doing assignments. According to them, in distance 

learning teachers need to remind students to complete their assignments. 

Based on the feedback from the mentor teachers, the shortcoming of the learning video is that it does 

not include backsound to make it more interesting (Appendix 9C Mentor Feedback). The results of Putri's 

research (2022) confirmed that audio-visual media affects children's participation because it can increase 

students' interest in learning. Other shortcomings are technical constraints such as out-of-sync sound and 

picture and inaudible audio explanation on the recording (Appendix Feedback 8C Meeting 1, 8C Meeting 2). 

Technical shortcomings can be overcome through media preparation. Therefore, good preparation of materials 

and media is necessary. Further research on the development of learning videos at SDN Sokoiber 1 Jombang 

states that the design of interactive learning media based on learning videos includes storyboards, collecting 

images, recording and filling in sound, and creating effective animations to increase student understanding in 

order to achieve learning goals (Hidayati et al., 2019). Researchers developed a learning video-based 

interactive media design using several features such as text, images, audio, and animation which were then 

edited. 

Research conducted by Kuncahyono & Sudarmiatin (2018) states that interactive multimedia with 

digital combinations in the form of text, images, graphics, sound, video, and animation can encourage student 

participation. Other studies state similar things that the use of interactive multimedia in the form of text, 

graphics, images, audio, and visuals is very good at increasing active student participation. (Wulandari et al., 

2017). The results of Kurniawati, Setyosari, and Kuswandi's research state that the use of interactive media in 
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the form of animated videos with image and sound features can encourage student participation in terms of 

completing assignments and discussions in class (Kurniawati et al., 2019). Based on the results of previous 

research, it is concluded that the use of interactive multimedia has a good effect in encouraging the active 

participation of students during learning. The interactive multimedia used includes several elements such as 

text, images, graphics, audio, visual, animation, video, and contains content that encourages students to do 

something. This means that the media must be well organized by the teacher. Teachers as facilitators for 

students in the classroom are responsible for designing various interactive media to encourage active 

participation from students. 

Student participation can be seen from the focus during learning, actively expressing opinions, asking 

questions, answering, and punctuality. Teachers need to design the right media to increase student 

participation. If previously the author opened a discussion and question and answer room in a narrative on 

Google Classroom, the result was the attitude of students who showed a low level of participation. Then a 

different design is needed that encourages an increase in the level of student participation. 

Distance learning was conducted as an alternative during the global pandemic due to the Covid-19 

virus outbreak. Teachers and students learn to adapt to learning conditions that are not face-to-face. Teachers 

work hard in preparing learning alternatives that suit the existing conditions. Preparation in terms of teaching 

materials, methods, and media. Learning utilizes a lot of digital technology today. Technology is well-

developed and has become a necessity for everyone in the modern era of globalization for more effective 

things (Anditya et al., 2018). One of the opportunities in the digital era is that it can facilitate communication 

without distance limitations (Prijanto, 2017). The use of technology in learning has the potential to increase 

student motivation, interaction skills, improve student abilities, and make students active and able to provide 

their participate in learning (Kembuan & Irwansyah, 2019). Students also have to adapt to the online learning 

system. There is no face-to-face meeting, so students must be more active and independent in learning. 

Teachers must prepare media that supports controlled learning but still meets the needs of students.  

Student participation is ideally characterized by paying attention to explanations, actively asking and 

answering questions, expressing opinions in discussions, obeying the rules and instructions given, and paying 

attention to timeliness in carrying out instructions and collecting assignments. God created man as a similar 

person and in the same image as Him, who is then given the responsibility to cultivate the earth (Hoekema, 

2008). Being in the image and likeness of God means that humans have reason, power over other creations, 

free will, and the moral qualities of love and justice (Bavinck, 2011). As the image and likeness of God who 

is given ratio, power, will, and morals by God, humans are responsible for carrying out God's mandate to 

manage the earth. God created humans with uniqueness and different potentials to be used in managing and 

ruling the earth by being responsible in their respective fields of expertise (Knight, 2009). 

The media design should be attractive and contain clear instructions. Interactive multimedia with 

features such as sound, text, graphics, images, video, and animation can attract interest and increase student 

participation. If these features are connected and then designed to include questions, content where students 

must give their responses, feedback from the teacher, and praise in the form of animations, images, and 

backsounds can encourage students to participate more in learning.  

Interactive multimedia provides benefits in its use during distance learning. Teachers and students are 

helped in receiving responses and feedback, and long distances between teachers and students can be overcome 

due to limited teaching and learning time according to school policies can also be overcome. 

 

CONCLUSIONS AND RECOMMENDATION 

  Based on the discussion, it can be concluded that the application of interactive multimedia can 

encourage student participation during distance learning. Interactive multimedia has features such as sound, 

text, graphics, images, video, and animation that can attract students' attention during learning. Guiding 

questions and feedback designed in the interactive multimedia content can increase students' active 

participation in discussing, expressing opinions, giving, and answering questions. Clear instructions can 

encourage students' timeliness in carrying out and collecting assignments. 
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Interactive multimedia design by combining interesting features such as sound, text, graphics, images, video, 

and animation can attract students' interest. When these features are combined with clear content, instructions, 

questions, and feedback from the teacher, it can encourage increased student participation in learning. 
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