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A. Introduction 

Education is a process that can be used to develop each person's potential because it is done to face future 

challenges. Education can be used as a means to create quality human resources and can be said to be a 

determinant of civilization (Hestiani Sabrina & Irma Russanti, 2022). Currently Indonesia is facing the 

industrial revolution era 5.0. In dealing with this situation educators must be adaptive to the changes that 

occur. In the current conditions, of course, there are differences from the learning system at the previous 

stage, the learning system at the previous stage of the learning process was more conventional and the 

teacher was still the center of the learning process (Feri & Zulherman, 2021). 

In contrast, students now need to take a more active role in the learning process and are, of course, the 

center of it in today's classrooms. Teachers are no longer the center of the learning process. With the renewal 

of more inventive and creative learning, the use of information technology as a learning tool has also started 

to grow (Meisye Anastacya Pinoa & Hendry, 2021). How to effectively help students activate pertinent 

prior knowledge is a crucial question for instructors. It is necessary to use a variety of strategies to get 

pupils to use their existing knowledge (Brod et al., 2018). Teachers must adjust their lesson plans, activities, 

and imagined conversations to match the behaviors that take place in the classroom with the knowledge 

that students are ready to acquire (Dahn et al., 2021). 
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Due to the Covid-19 pandemic, which has affected many parts of the world, it has become more challenging 

for students to complete this task. Rather than receiving face-to-face instruction from teachers as they would 

in a regular classroom, students are expected to take a more active role in managing their own learning. 

Virtual experiments, which are computer simulations that are interactive, or video experiments, which are 

genuine experiments captured on video, are made possible by digital technologies. These technologies can 

also be coupled to provide complementary functions (Flegr et al., 2023). 

Physics instructors must use mobile technologies to improve the educational experiences of their students 

(Nasir & Fakhruddin, 2023). Technology and information are currently developing at a very fast pace. 

Science and technology are developing at an ever-increasing rate in tandem with this progress, particularly 

with regard to computer technology. Numerous goods and advantages have resulted from these 

advancements. Within the field of education is one of them. Computer technology is a common learning 

tool in the field of education. Numerous computer technology items are available for use, such as digital 

comics, Adobe Flash, Microsoft PowerPoint, and many more that may be utilized both online and offline 

(Agustine et al., 2014). 

In addition, technological developments have led to the expansion of the boundaries of teaching and 

learning and the development of course delivery models (eg, e-learning, video recording methods, 

computer-assisted teaching and multisensory-based teaching) (Jdaitawi et al., 2022). It is crucial to employ 

a teaching strategy that compels students to actively reevaluate their preexisting concepts and create new 

ones in order to effectively engage them in changing their alternative conceptions (Siantuba et al., 2023). 

In Indonesia, one example of more advanced technological developments is in the latest curriculum. Law 

No. 20 of 2003 Chapter 1 Article 1 states "curriculum is a set of plans and arrangements regarding 

objectives, content, and learning materials as well as methods used as guidelines for organizing learning 

activities to achieve certain educational goals". The curriculum was developed with the intention of making 

the learning process easier. The objectives, competences, material, assessment criteria, and learning 

standards are the curriculum's fundamental components. The MBKM Curriculum includes these 

components. The MBKM curriculum follows the steps and patterns that have been used thus far in the 

establishment of study program curricula by referencing Law Number 12 of 2012 and the OBE (Outcome 

based Education) methodology. Regulations, social dynamics, and the advancement of science and 

technology are all taken into consideration while developing curricula and implementing MBKM policies 

(Vhalery et al., 2022). 

Sudden and unexpected changes in society can have a significant impact on essential functions and services. 

After covid-19, many people are quarantined, working and studying from home (Bergdahl & Nouri, 2021). 

Following the pandemic, many industrialized and developing nations were obliged to alter their educational 

strategies because traditional teaching methods do not attract pupils and do not currently contribute 

significantly to students' learning. The primary objective of these modifications has been to create an 

information society—a forward-thinking, creative society that employs technology to advance the 

country—by enhancing the effectiveness and quality of education through its utilization (Zapata-Paulini et 

al., 2023). 

After the outbreak of Covid-19 that attacked the world some time ago, the world order of education began 

to change. All learning is carried out online, and makes it inevitable for teachers and students to master 

existing technology so that the existing learning process can continue. This causes the condition of 

education to decrease progressively (Setiaji & Dinata, 2020). 

There is a change in order that occurs in society as stated, like it or not the world must rise to increase its 

competence in learning innovation. The teacher's ability to design learning that is able to adapt to advances 

in communication and information technology is required. Teachers must take part in various training 

activities, workshops, technical guidance and take further studies that can improve their competence. In 

addition to increasing teacher competence, the ability to design learning, including choosing the right 

media, also influences the success of learning. Selection of the right media can bridge the achievement of 

learning objectives. One type of media in the current era is E-Media (Susanto, 2021). 

In the present world, technology is all around us. However, in order to fully utilize its educational potential 

and create a customized learning environment for each student, it calls for the strategic application of a 

sophisticated set of tools (Mamun et al., 2020). The range of E-media that can be created and employed is 

extremely broad. Some people utilize Google Meet or Zoom Meeting as tools for synchronous online 

learning. Electronic instructional resources in the form of hosting and domains for asynchronous online 

learning, or applications running on the Android platform. What is utilized to construct applications varies 
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a lot based on demands, such as media development, where multiple programs that complement one another 

might be chosen in an integrated way. Regarding this study, it details how learning has evolved using the 

Nearpod E-media app (Susanto, 2021). Through the communication of intricate process structures, 

coaching of students through comments and reminders, and elicitation of articulations to promote reflection, 

software can serve as an effective scaffold for science inquiry activities (Metcalf et al., 2018). 

From the several references that have been obtained, there are many electronic teaching material platforms 

that can be used to support more interactive learning. Examples are e-learning, educational games, 

applications, and others. In this study, the nearpod application will be used as a more interactive learning 

support development (Kapici et al., 2019). 

One of the media that can assist learning activities in delivering learning messages by providing fun learning 

activities for students is using the Nearpod platform (Ismah & Zuliarni, 2022). The website for Nearpod is 

https://nearpod.com/. is a cloud-based program that students can use through a computer or PC and has a 

rather simple user interface (Burton, 2019). using the help of interactive movies, gaming activities, polls, 

quizzes, and collaboration boards, teachers may promote active learning using Nearpod, an affordable and 

user-friendly interactive learning tool (Sarginson & McPherson, 2021). Nearpod app can be used in face-

to-face learning or through virtual classroom synchronization (Musa & Al Momani, 2022). 

This research is supported by several relevant previous studies, namely: (1) The Nearpod application 

learning media is feasible to use and can be proven to improve the learning outcomes of fifth grade students 

of SDN 2 Blimbing Kidul, Kaliwungu, Kudus (Pramesti et al., 2023). The implementation of the research 

conducted by Feri and Zulherman can be used as an analysis of media development needs that can be 

continued at the development stage, especially to develop Nearpod-based science learning media (Feri & 

Zulherman, 2021). According to a quote from Vianes Muliza Putri's journal article titled "Thematic 

electronic development integrated LKS with the RADEC learning model using the Nearpod application," 

creating E-LKPD for learning doesn't have to be done with the Nearpod application; it can be done online 

instead (Muliza Putri & Amini, 2023). 

Students are able to participate in interactive learning with this web-based application called Nearpod. 

Schools are able to facilitate active learning in these circumstances by providing resources, tests, 

instructional videos, and assessments (Kapici et al., 2019). It is simple for teachers and students to access 

this program. The integrated theme E-LKPD in primary schools, supported by the RADEC-based Nearpod 

application, is the study's outcome and falls into the "very valid" category. Based on the practicality 

questionnaire, both the pupils' and the teacher's responses fell into the "very practical" category. The N-

Gain score's percentage test is applied to effectiveness, taking into account the effective category. Thus, it 

can be said that the created ELKPD satisfies the requirements for enhancing student learning outcomes in 

a legitimate, useful, and effective manner (Putri & Amini, 2023). 

In the previous research entitled Nearpod E-Media Development through the Discovery Model to improve 

Students' Critical Thinking Ability in Elementary Schools using the discovery model while in this study the 

model used was Problem Based Learning. Based on the results of a preliminary study conducted by the 

developer in the form of direct observation and interviews, it was seen that the student learning resources 

for learning were student worksheets. While textbooks are owned by only a few students. Students 

experience difficulties in learning physics due to the appearance of the book which is less attractive because 

it seems that it only contains formulas and explanations which are often difficult for students to understand 

because they are not accompanied by pictures or phenomena related to the material. Therefore, students 

experience difficulties in the subject matter of parabolic motion which requires explanations in the form of 

graphic images, vectors and real examples in everyday life. 

Students are impacted by this phenomena, which results in learning outcomes that are subpar because of 

problems comprehending the given material. In order to improve student learning results from parabolic 

motion material, additional learning resources are required to help students grasp concepts or material from 

the subject. 

The present study aims to analyze the needs for developing nearpod-based interactive learning media to 

improve the learning outcomes of Class X I High School students in Bengkulu City by using parabolic 

motion material. So, the research will be conducted under this title. 
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B. Research Methods 

The research instruments used in this kind of qualitative descriptive research include observations, 

interviews, and literature reviews. The needs analysis step is applied in this study. Three Bengkulu City 

schools—SMAN 01, SMAN 03, and SMAN 09—were the sites of this study. Participants in this study 

included physics teachers and students in class XI SMA IPA. The methods of data collecting employed at 

this stage of the needs analysis were interviews, observational data, and literature reviews. The study was 

carried out in July and August of 2023. 

A descriptive description of the research approach known as qualitative descriptive is that it makes use of 

qualitative data. This kind of qualitative descriptive data analysis is frequently employed for social analysis 

of events, phenomena, or circumstances. Through the use of written or spoken words from the people and 

actors observed, this descriptive research procedure generates descriptive data that is directed from the 

background of the individual as a whole (holistic), without isolating individuals and their organizations into 

variables but instead seeing them as a part of a whole. Literature reviews, needs assessments, interviews, 

and school observations were the methods of data gathering that were employed. Qualitative data analysis 

is employed in the data analysis technique. Journals, observation sheets, and interview sheets made up the 

research instruments. 

The data analysis method employed in this study is qualitative analysis techniques. The qualitative 

descriptive data analysis approach is the outcome of combining descriptive and qualitative data analysis 

methodologies. Many sources provide the data used in qualitative data analysis. The techniques utilized to 

collect the data are also varied; they are applied repeatedly until the data is saturated. The fundamental 

principle of qualitative data analysis is inductive, meaning that it begins with a review of the information 

gathered and moves on to formulate a theory or specific pattern of relationships. 

Among the study's shortcomings is the still-relatively-small number of responses, which obviously does 

not accurately represent the situation in reality. In addition, throughout the data gathering process, 

information obtained from respondents in interviews occasionally does not accurately reflect respondents' 

true opinions. Differences in comprehension and honesty considerations are the cause of this. 

        

C. Results and Discussion 

Field research activities that involve direct observation or surveys with interviews regarding needs analysis 

for the development of interactive learning media might yield information about needs analysis for these 

projects. According to the findings of interviews with six instructors and eighteen students from three 

different schools—SMAN 01, SMAN 03, and SMAN 09 Bengkulu City—teachers frequently utilize PPT 

and LKS as teaching aids. 

The teacher uses the internet to get technology-based interactive learning materials. The instructor also 

emphasized that while many teachers have adopted a student-centered learning paradigm, the learning 

model was remained conventional. Printed materials make up the majority of the teaching resources used; 

non-printed resources are seldom ever used. Inadequate learning materials can frequently cause problems 

for students during the learning process. As a result, using technology-based interactive learning materials 

in the classroom is essential. 

This research is supported by several studies namely: (1) The Nearpod application learning media is feasible 

to use and can be proven to improve the learning outcomes of fifth grade students of SDN 2 Blimbing 

Kidul, Kaliwungu, Kudus (Pramesti et al., 2023). The implementation of the research conducted by Feri 

and Zulherman can be used as an analysis of media development needs that can be continued at the 

development stage, especially to develop Nearpod-based science learning media (Feri & Zulherman, 2021). 

According to a quote from Vianes Muliza Putri's journal article titled "Thematic electronic development 

integrated LKS with the RADEC learning model using the Nearpod application," creating E-LKPD for 

learning doesn't have to be done with the Nearpod application; it can be done online instead (Muliza Putri 

& Amini, 2023). 

Drawing from firsthand experience in the research process, the investigator has identified numerous 

limiting variables that need to be considered in order for future researchers to focus on refining their work. 

Among these restrictions are: 
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The number of respondents is still small, so it does not reflect the real situation, and in the data collection 

process, sometimes the information provided by respondents through interviews does not show the true 

opinions of respondents. 

 

D. Conclusion 

The usage of interactive learning media in the learning process is necessary as a medium that promotes the 

learning process, according to the study's findings and discussion. Using the Nearpod platform is one of the 

media that can help learning activities deliver learning messages by giving students enjoyable learning 

activities. 
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