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Abstract

The lack of a real-time feedback mechanism in the learning process can lead to undetected misconceptions,
delayed reflection, and decreased student participation. This community engagement program was
implemented to enrich Al-based interactive learning by utilizing Curipod as a real-time feedback platform,
that supported students' understanding and periodic evaluation. The intervention involved nine teachers
(n=9) from multiple subject areas at a public senior high school in Pangandaran Regency, Indonesia. The
program comprised three phases: 1) pre-activity, 2) training, and 3) monitoring and evaluation. The training
followed a three-step sequence: presentation, live demonstration, and assistance. Evaluation included on-
site observation during the training, a post-training test, and the interaction rate during the training. The
results showed that the average test achievement reached 94,4% with a “very good” category, while the
interaction level during the training reached 95%. Participants provided positive responses toward the
activity, and eight out of nine participants have implemented Curipod in their classroom learning. Overall,
the program was successful and made a tangible contribution to active learning practices. Eight of nine
teachers subsequently integrated Curipod into their classroom instruction.

Keywords: Active Learning, Al interactive media, Curipod, real-time feedback.

Abstrak

Minimnya mekanisme pemberian real-time feedback dalam pembelajaran akan menyebabkan miskonsepsi
yang tidak terdeteksi sejak awal, keterlambatan refleksi dan menurunnya partisipasi belajar. Kegiatan
pengabdian ini bertujuan untuk menambah pengetahuan tentang pembelajaran interaktif berbasis
kecerdasan buatan (Al) melalui penggunaan Curipod sebagai platform feedback real-time. Pengabdian
dilakukan kepada 9 orang guru dari berbagai mata pelajaran di salah satu SMAN di Kabupaten
Pangandaran. Kegiatan ini dilaksanakan dalam tiga tahap yaitu (1) pra-kegiatan, (2) pelatihan, (3)
monitoring dan evaluasi. Pelatihan dilakukan melalui tahapan presentasi, demonstrasi, dan
pendampingan. Evaluasi dilakukan dengan observasi selama pelatihan, tes dan angket pasca pelatihan.
Hasil menunjukkan bahwa rata-rata hasil ketercapaian tes peserta yaitu 94,4% dengan kategori “sangat
baik”, sedangkan interaksi selama pelatihan mencapai 95%. Peserta memberikan respon positif terhadap
kegiatan ini dan sebanyak 8 dari 9 peserta telah menerapkan Curipod dalam pembelajaran mereka. Dengan
demikian, kegiatan pengabdian dinilai berhasil serta memberikan kontribusi nyata dalam mendukung
pelaksanaan pembelajaran aktif di sekolah.

Kata Kunci: Media Interactive Al, pembelajaran aktif, real-time feeedback
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Introduction

Several studies consistently show that Indonesian students' literacy scores have remained
low in recent years (OECD, 2022, 2023). According to the 2022 PISA results, Indonesian
students scored 383 in science, 359 in reading, and 366 in mathematics, still below the OECD
averages of 485,476, and 472, respectively (OECD, 2023). Although the Ministry of Education,
Culture, Research and Technology (Kemenbudristek) reported an improvement of 5-6 ranks
compared to 2018, Indonesia remains in the lower quartile, ranked 69th out of 81 participating
countries.

A possible reason for this low performance is the dominance of passive learning methods,
such as teacher-centric teaching and minimal interactive engagement. Numerous studies
indicate that engagement in learning significantly enhances student performance and learning
outcomes, particularly in science, mathematics, and engineering (Freeman et al., 2014; Pahi et
al., 2024; Sahito et al., 2025). It is a significant challenge for teachers to create an interactive
classroom amidst the rapid development of information and technological advancements.

A meta-analysis study states three types of learning interactions: interaction between
students and students, students and teachers, and students and content. These three types of
interactions have been demonstrated to significantly improve learning outcomes compared to
learning settings that lack adequate interaction (Bernard et al., 2009). In this regard, (Moore,
1989) highlighted the importance of purposefully designing all three types of interaction as a
vital element for effective technology-driven education. The ICAP framework (Interactive —
Constructive — Active — Passive) further claims that the interactive mode is the most effective
type of engagement, since collaborative and dialogue activities promote a deeper understanding
(Chi & Wylie, 2014; Wekerle et al., 2024). According to these studies, it can be concluded that
promoting interactive learning is essential for teachers to create meaningful learning
experiences and enhance students’ competencies across disciplines.

Technological progress has exerted a profound influence across diverse domains,
including the educational sector, by enhancing both productivity and efficacy of learning
processes (Haleem et al., 2022; Widodo & Akbar, 2024). Integrating technological tools within
the educational framework has become progressively prevalent, incorporating the
implementation of Learning Management Systems (LMS), Virtual Lab, and video conferencing
technologies (Rizal et al., 2024). Nevertheless, numerous investigations indicate that despite
the extensive utilization of LMS platforms such as Google Classroom (GC), their actual
engagement frequently remains one-directional, limited to uploading materials, posting
announcements, and collecting assignments (Muslem et al., 2024; Rahmad et al., 2019).

The survey results from partner schools showed that all nine teachers had used Google
Classroom (GC) mainly for announcements, assignment submissions, and assessments. Some
teachers also reported providing feedback through GC, usually in the form of grades or brief
comments on submitted work. However, the predominance of passive feature use, combined
with time and workload constraints, resulted in low levels of real-time interaction and delayed
feedback, thereby limiting pedagogical guidance during the learning process (Fabriz et al.,
2021; Presley et al., 2023).

Some literature confirms that feedback, particularly immediate feedback, plays a crucial
role in supporting the improvement of understanding, identifying misconceptions, accelerating
work improvement, and increasing student motivation (Bewersdorff et al., 2023; Kochmar et
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al., 2020; Taxipulati & Lu, 2021; Wisniewski et al., 2020). An experimental study in the field
of science education found that students who received direct feedback showed significant
improvement compared to those who received delayed feedback (Plasencia, 2023). Other
studies have shown that real-time corrections also make a significant contribution to student
learning outcomes (Molin et al., 2021). Meanwhile, a practical study in Indonesian schools
reveals that although teachers provide feedback, it is often indirect, resulting in missed
opportunities to improve students' understanding and a tendency for mistakes to be repeated.
Thus, the implementation of feedback is one of the strategic components that can support the
improvement of learning quality and student outcomes.

Based on the description above, this Community Service offers Curipod as an Al-based
interactive media as a solution to support the provision of real-time feedback while maintaining
interaction in learning. Curipod, which includes interactive activities such as polls, quizzes,
word clouds, drawings, and open-ended questions, enables teachers to receive students'
responses directly during learning, allowing them to provide instant clarification and adjust
evidence-based learning in the classroom. Curipod's integration is expected to complement the
use of GC, ensuring GC remains functional for task management. At the same time, Curipod
enriches the experience of using Al and quickly reinforces feedback cycles, supporting active
learning in the classroom.

Method

The target group for this community service activity consisted of nine teachers from
Public High Schools in Pangandaran Regency, representing various subject backgrounds. The
community service program aimed to introduce the Curipod Al interactive media platform,
supporting interactive learning processes. The community service activity was conducted using
a training method through the following stages:

1. Pre-activity

The community service team conducted a survey, coordinated with the school regarding
scheduling availability. It held interviews and discussions with several relevant parties to
identify issues and challenges facing the school that required assistance, improvement, or
strengthening.

2. Training

The Curipod training was carried out for one day. This training included several steps,
including:

a. Presentation. The presentation aimed to gather information about Al and its uses, introduce
Curipod Al interactive media as a presentation tool and an Al-based assistant for evaluating
learning.

b. Demonstration. The presenters demonstrated how to use Curipod, including accessing it,
creating an account, generating materials using Al, creating presentations, and creating
quizzes with various question types. They also conducted Curipod simulations with all
participants to gather feedback. Participants' responses were displayed, and Al feedback was
provided.

c. Mentoring. All participants created their own presentations using Al for their respective
topics, including various quizzes, and directly tested them by having other participants join
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their Curipod presentations. This session provided mentoring from the initial creation stage
to the simulation stage.
3. Monitoring and Evaluation
The evaluation phase allows participants to provide feedback and reflection on the
training. A series of questions will be given to assess participants' understanding after the
Curipod training. The test on the utilization of Curipod, consisting of seven multiple-choice
items. In addition, a questionnaire employing a four-point Likert scale was distributed to
measure participants’ confidence and self-efficacy in using Curipod, as well as their responses
toward the training and their plans for future use and implementation of Curipod within one to
two months following the training. Both the test and the questionnaire were administered online
through Google Forms.
The success indicator for this community service activity is that 70% of participants
achieved a good level of achievement, as shown in Table 1.
Table 1. Achievement

Score (0-100) Category

>85 Very Good

70-84 Good

55-69 Fair

<55 Poor
(Rocliffe et al., 2024)

To support the result, observations were conducted during the training, and questionnaires were
administered after the training concluded.

Results and Discussion

Results and discussion are organized according to the stages of the training program.
1. Training

a. Presentation

At this stage, participants were introduced to the Curipod through a brief presentation.
The instructor then conducted a hands-on exercise in which participants responded to prompts
displayed in Curipod using their own mobile devices or laptops.

Figure 1. Presentation

b. Demonstration

In this session, the instructor first demonstrated how to access Curipod, create an account,
and navigate to the initial blank interface. Subsequently, the instructor illustrated presentation
authoring using both Al prompting and manual methods. Finally, the platform’s interactive
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features were introduced. These activities are documented in Figures 2a and 2b. Participants’
responses were observed by reviewing their outputs and interactions within Curipod.
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Figure 2. a) Demonstration: Accessing Curipod; b) Simulation showing feedback;
¢) Review of Curipod usage, d) Participant response rates

Throughout the training, the mean response rate across various activities attained a
notable 95% (Figure 2d), signifying elevated levels of participation and engagement. In the
context of the Curipod demonstration and simulation, the interactions were meticulously
organized as temporally constrained tasks, encompassing open-ended inquiries, word clouds,
polls, drawing assignments accompanied by Al-generated feedback, as well as additional open-
ended questions with corresponding feedback. Instances in which response rates fell below
100% were generally characterized by a singular omitted item, which could be ascribed to
factors such as time limitations, inadvertent oversight, or network-related issues.

c¢) Assistance

In this stage, participants independently explored Curipod’s features. They developed
presentation materials using the Al-assisted tool and created several activities/ questions for
trial. Peers then tested one another’s activities on their own phones or laptops. This stage
prompted intensive instructor—participant interaction, evidenced by numerous queries
regarding feature use, item modification, simulation requests, joining procedures, time-limit
settings, and feedback display. The high level of interaction suggests that Curipod effectively
stimulated discussion and heightened participants’ interest in hands-on experimentation.

2. Monitoring and Evaluating
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Fi lgure 3. Pamczpants take the test after the trammg ends
The success of this community service program was measured through a post-training

test. The test assessed general knowledge about using Curipod. The percentage of participants
who completed the Curipod test is shown in Figure 4.
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Figure 4. Achievement test

Figure 4 shows that 6 out of 9 participants were able to answer all questions about using
Curipod correctly (100%). Meanwhile, two participants achieved 87.5% and only one
participant achieved 75%. A perfect (100%) achievement indicates that 6 out of 9 participants
achieved very good achievement. Meanwhile, 3 participants achieved good results (75% and
87.5%). In general, the average class achievement was 94.4%, which means that the community
service activity was considered successful. This achievement is inseparable from the interactive
activities that take place in the classroom. Based on Figure 2d, the average activity level among
participants reached 95%. These community service results align with research (Suendarti &
Virgana, 2022; Yavuz & Arslan, 2018), which suggests that learning methods incorporating high
levels of learning activities can lead to a deeper understanding.

Although the quantitative data indicated good mastery of the material, exploration of the
affective aspects through a questionnaire instrument administered after the study concluded
revealed deeper complexities. These are shown in Figure 5 and Table 2.
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Figure 5. Attitude toward the Curipod training

Table 2. Follow-up questionnaire on the implementation of Curipod

Participant Achievement Implementation of Explanation of how Curipod was utilized in the
Code (%) Curipod within 1-2 learning process.
months after the
training
P1 75 Yes Curipod for reflection
P2 100 Yes Designing learning material and quizzes
P3 100 Yes Designing learning material and quizzes
P4 100 Yes Using Curipod for preliminary or diagnostic tests
P5 87,5 Yes Applying the application similarly to PowerPoint
P6 100 Yes Utilizing it for instructional presentations
P7 100 No -
P8 87,5 Yes Delivering diagram-based learning material
P9 100 Yes Facilitating interaction between the teacher and

students through Curipod

P1 achieved only 75% achievement, but P1 consistently expressed a positive attitude
towards using Curipod. This attitude encompassed self-confidence, confidence in creating
media, and plans to implement interactive media (Curipod) in real-life learning. After
conducting an ongoing questionnaire, P1 stated that he had implemented Curipod in class for
learning reflection. Thus, P1 demonstrated that a sufficient level of knowledge (75%) can lead
to concrete actions when driven by self-confidence and a strong positive attitude. Therefore, P1
appears to have high digital-readiness and is willing to try without waiting for perfect mastery.

The second pattern was found in participant P7. P7 had perfect achievement (100%).
However, P7 gave a negative response (scale 2-3) (as shown in Figure 6), indicating doubt and
lack of confidence. P7 still had a positive response related to the plan to implement creative
learning media. However, after follow-up (as shown in Table 2), it was found that P7 had not
yet reached the stage of implementing it in the classroom. P7's case is a paradoxical case of the
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Knowing-Doing Gap. One-hundred percent (100%) technical mastery was not converted into
action because it was hampered by psychological factors (low self-confidence).
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Figure 6. Duration and extension of the training program

Participant P7 reported a negative response (score 2) regarding the training duration but
expressed a positive attitude toward continuing the program. This pattern suggests a hesitation
likely rooted in a preference for complete mastery before taking action.

A third pattern emerged with Participant P8. Although P8 achieved a learning attainment
of 87.5% (in the good category), they initially reported low self-confidence in using the
interactive platform (Curipod) and weak intentions to implement it in class. Follow-up,
however, indicated that P8 began implementing Curipod within 1-2 months post-training,
including delivering content via diagrams (drawing). In contrast to P7, who achieved 100% but
had not implemented it, P8 implemented it despite attaining 87.5%. These findings indicate
that, for P8, the primary barrier was not knowledge, but rather self-efficacy; increased post-
training confidence translated into the concrete implementation of Curipod in the classroom.

Conclusion

Based on the program’s findings, the training received highly favorable responses, with a mean
attainment rate of 94.1%, indicating that Curipod contributed to fostering interactive learning.
To broaden its impact, the program should be sustained and scaled; specifically, extended
follow-up sessions could reinforce participants’ mastery by guiding them to design a complete,
single-topic lesson sequence that includes all learning activities and a comprehensive
evaluation.
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