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Abstract 

The purpose of this paper is to determine the effect of using Camtasia Studio 8 learning media on student 

learning outcomes. This paper uses the experimental method, the experimental design used is a non-equivalent 

control group design which is a form of quasi experimental research method. This study was divided into two 

groups, the experimental group was research using Camtasia Studio 8 learning media, and the control group 

without using learning media. The population in this study were all students of class VII Medan Jambi Private 

Middle School as many as 93 people, while the sample in this study were 61 people, one class as an 

experimental class and one class as a control class. From the results of research and data analysis it can be 

concluded that there is a very significant effect using Camtasia Studio 8 learning media on student learning 

outcomes in class VII Jambi Jambi Private Middle School, where student learning outcomes using Camtasia 

Studio 8 learning media are higher than learning outcomes without using learning media. The results obtained by 

using the Camtasia Studio 8 learning media are 87.73, while the results obtained without using Camtasia Studio 

8 learning media are 58.80. So, it can be concluded that using Camtasia Studio 8 learning media in class VII of 

Jambi Medan Private Middle School is more effective in improving student learning outcomes. 
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1. Introduction 

The use of media in the learning process can contribute optimally to the quality of learning outcomes, so the use 

of learning media must be integrated with student learning activities. The use of instructional media is very 

effective in the process of delivering information and understanding of educational material to all students in the 

school. Computer-based multimedia is one of the media that combines text, graphics, animated sounds and video. 

Educational science is a science that requires facts or reality in fact, to present a learning material requires 

objective data. That is, students must really be able to see clearly and understand the material taught so as to 

achieve specific learning goals from the material. Camtasia Studio 8 learning media can provide an interesting 

learning experience so that it can be stored long in the memory of students. 

In achieving a success the learning process is greatly influenced by the teacher in the learning process. 

Teachers as the main component in the world of education must be able to design interesting learning processes. 

One of the requirements of the teacher in improving the quality of student learning outcomes is by choosing and 

using learning media that are appropriate to the teaching material that will be given to students, taking into 

account the ability of the learning media, arousing sensory stimulation of vision, hearing and smell or its 

suitability to the level learning hierarchy. Comparison of the acquisition of learning outcomes through the sense 

of sight and hearing is very prominent. Approximately 90% of one's learning outcomes are obtained through the 

senses of view and only about 5% is obtained through the senses of hearing, while the other 5% are with other 

senses (Bough in Arsyad, 2009). 

The junior high schools Private Jambi Medan is one of the junior high schools that has learning facilities in 

the form of multimedia LCD (Liquid Crystal Display) which is connected to a computer (laptop) then projected 

onto the screen. But unfortunately the use of learning media such as camtasia studio 8 has never been used in the 

learning process activities, this is due to the lack of teacher creativity in designing innovative learning media. 

There are still teachers who use media such as charta, even though almost all the teachers at the Medan Jambi 

Private Middle School already have personal laptops. But in fact the learning process that has been running so 

far is still conventional, namely a teacher-centered learning system. The teacher is the only source of information 

for students besides their learning books, so communication is only one-way. The expected condition with the 

presence of multimedia-based learning media such as Camtasia Studio 8 can be used as a variation in the 

learning process so that it can attract students' interest in learning and the course of interesting learning is 

ultimately expected to improve learning outcomes at Jambi Private Middle School. There are still many students 

who get grades 55-65. The value of these students has not yet reached the KKM value set at school, namely 70 

by using the 2013 curriculum (K-13). In addition, students' motivation and learning interests are also low, this 
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can be seen by their lack of passion or interest in learning. 

Multimedia based learning media such as Camtasia Studio 8 can stimulate students 'enthusiasm and 

learning motivation because of the colorful elements of sound and images that attract students' attention to 

learning. Students will learn more than if the subject matter is presented only with a stimulus view or only a 

listening stimulus. Students will also be more challenged to explore the lesson by finding problems from the 

subject matter presented through the Camtasia Studio 8 learning media that is displayed. In addition, by seeing 

and hearing students will more easily absorb and remember the subject matter presented. 

The latest solution is the use of Camtasia Studio 8 learning media which is a more advanced form of 

learning video. In using Camtasia Studio 8 learning media learning becomes more interactive. Where students 

can also answer questions that appear at the beginning, in the middle, or at the end of the presentation of the 

learning video. In other words, the use of multimedia such as the Camtasia Studio 8 learning media can improve 

student learning outcomes and can be an alternative problem solving above. 

The use of multimedia-based learning media such as Camtasia Studio 8 learning media is considered more 

effective in student learning success. The effectiveness of using audio visual media has been proven to improve 

student learning outcomes. As stated by Ginting (2006), that student learning outcomes using audio visual media 

are more effective than student learning outcomes without using audio visual. Likewise the results of other 

studies, show that the learning outcomes of students who use IMMI (Interactive Multi Media Instruction) are 

higher than the learning outcomes of students who are taught without using IMMI. Students from the 

experimental class have a posttest average value of 60.05, while the control class students have a posttest 

average of 50.06. Thus there is a significant difference between the two that is equal to 9%. 

 

2. Research Methods 

Population and Samples 

The population in this study were all VII grade students in the junior high school private Jambi Medan consisting 

of three classes namely VII-1 (31 students), VII-2 (30 students), and VII-3 (32 students), with the number a total 

of 93 students will be chosen randomly to be used as samples in this study. 

Table 2.1. The total number of class VII students at Medan Jambi Private Middle School 

No. Class Total  

1 VII-1 31 

2 VII-2 30 

3 VII-3 32 

Total  93 

 

Sample 

This sampling is done by using a random sampling method that is taking 2 class units from 3 existing classes. Of 

the 2 classes the class is drawn which will be used as the experimental class and the control class. After 

conducting random sampling, the VII-1 class was chosen as the experimental class and VII-2 class as the control 

class with 61 students. The method used in this study is an experimental method with a post-test only design 

two-group design. This method is used because the author describes the learning outcomes of students using 

Camtasia Studio 8 media and without using learning media. 

The design of this study was two-group post test only design. The design of this study aims to show 

differences in achievement between the experimental group and the achievement of the control group. Based on 

Arikunto (2013), in making a research design with two-group post test only design can be seen in Table 2.2 

below. 

Table 2.2. Experimental Design Two-Group Post Test Only Design 

Class Variable Post Test 

Eksperimen X T 

Kontrol Y T 

 

Information: 

:   Using media Camtasia Studio 8  

Y  :  Without using media Camtasia Studio 8  

T  :  Test student learning outcomes 

` 

3. Results and Discussion 

Description of Research Data 

To get data in a study, first distribute questionnaires to the respondents. Then an instrument trial was conducted 

on the influence of Camtasia Studio 8 learning media at junior high school Private Jambi Medan, then tested the 
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validity. From the results of the tests conducted there were 30 questions where valid 25 questions and 5 

questions were invalid. The valid question is then used as a data collection tool by comparing r count with r table 

for N = 30 at the significance level α = 0.05 obtained rtable = 0.361. So that 25 valid items are used to capture 

questionnaires about learning outcomes. 

This research is an experimental research that uses two variables, namely the experimental class and the 

control class. In the experimental class Camtasia Studio 8 learning media was used in students of class VII-1 

Jambi Private Junior High School Medan, while in the control class Camtasia Studio 8 was used without learning 

media on the learning outcomes of students of class VII-2 Jambi Private Junior High School Medan. 

 

Description of Experimental Class Data 

Based on the value of student learning outcomes using Camtasia Studio 8 learning media at the pretest obtained 

an average value of 54.67, the spread of values between 45 and 60. The lowest value is 45 while the highest 

value is 60. 96 the lowest is 76, while the highest value is 96. Then the mean value of learning outcomes using 

Camtasia Studio 8 learning media is 87.73. 

 
Fig. 3.1.  Frequency of Experimental Class Values 

 

Description of Data Class Control 

Based on the value of student learning outcomes without using Camtasia Studio 8 learning media above, the 

value of the pretest is spread between 45 to 60. The lowest value is 45, while the highest value is 60. It can be 

seen the average value of learning without using Camtasia Studio 8 is 52.50. In the posttest the spread of values 

is between 48 and 64. The lowest value is 48, while the highest value is 64. It can be seen that the average value 

of learning outcomes without using Camtasia Studio 8 learning media is 58.80. 

 
Fig. 3.2.  Frequency of Control Class Values 
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Figure 3.3 Frequency of Class Experimental Values and Control Classes 

 

4. Conclusion 

From the results of research and data analysis, it can be concluded that there is the influence of the use of 

Camtasia Studio 8 learning media on student learning outcomes in class VII Jambi Jambi Private Middle School, 

where student learning outcomes using Camtasia Studio 8 learning media are higher compared to using learning 

media usual grade VII school in Jambi Jambi Private Middle School The results obtained using Camtasia Studio 

8 learning media amounted to 87.73, while the results obtained without using Camtasia Studio 8 learning media 

amounted to 58.80. 
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