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A B S T R A C T   A R T I C L E  I N F O 
Mathematics is often considered a difficult and abstract subject for 

elementary school students. This can lead to a lack of understanding 

among students regarding the concepts being studied, which 

ultimately affects their learning outcomes negatively. To address 

this issue, the use of interactive multimedia in mathematics 

education has become an urgent necessity. The research was 

conducted in three different elementary schools with a total of 60 

student subjects. In this study, activities were conducted to analyze 

and describe the needs of students regarding the use of interactive 

multimedia in elementary schools. The research method is 

qualitative descriptive, which describes phenomena based on the 

situation by conducting in-depth observation and data analysis of 

teachers and students. Based on the needs analysis questionnaire, it 

was found that the average percentage value is 75.5%. This 

indicates that more than half of the students require interactive 

multimedia. The research results show that interactive multimedia 

has the potential to change the way students learn, by combining 

interactive content and features that can help students understand 

abstract mathematical concepts more concretely and easily. The 

application of interactive multimedia in elementary school 

mathematics education helps to facilitate interaction between 

educators and students, making the learning activities more 

effective and efficient in improving the quality of education. 
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1. INTRODUCTION 
 

Along with the accelerated development of science and technology, education has become 
a necessity for humanity and a government priority, as it produces quality human resources 
for nation-building. Improving and developing human quality can be accomplished by 
providing mathematics learning in institutions, as it is one of the means of preparing clear, 
precise, and thorough thinking. Mathematics is one of the subjects taught at all levels of 
education, from elementary school, junior high school, senior high school, and college. 

Learning mathematics in elementary school is crucial for students because the skills they 
acquire at this level have a significant impact on the next level (Amaliyah et al., 2022). 
Elementary school mathematics instruction will concentrate on concepts and basic 
mathematical resources to help kids with their higher-level math (Shabani, 2012). 
Consequently, the purpose of learning mathematics in school is to provide students with the 
pressure of structuring their reasoning in applying mathematics to daily life in the context of 

the society in which they exist. 
Students learning will be meaningful if the teacher understands the object to be conveyed 

to them so that they can present it with full innovation during the learning process (Chusna, 

2016). Creative thinking and ideas will emerge and develop if the mathematics learning 
process in the classroom uses appropriate learning media. Learning media are tools that can 
be used by teachers to convey information to students related to learning in an easily 
understandable manner (Komang et al., 2024). 

In practice, however, conventional methods, such as lectures, are used the most in schools. 
This method is considered an interesting means of communication between teachers and 
students in teaching and learning activities. Nevertheless, in reality, the lecture method has 
some drawbacks, such as being monotonous if applied to subjects with lengthy meeting 
times; students becoming passive; it being difficult to assess student learning achievement; 
and learning is centered on the teacher as a provider of learning resources and material 

information students frequently struggle to comprehend arithmetic lessons, resulting in 
numerous errors and incorrect answers when solving problems. In geometry learning, 
teachers still use concrete media, such as props, to explain geometry's elements because they 
have difficulty using technological solutions (Kang & Chang, 2016; Khoo et al., 2011; H. Y. Sung 
et al., 2017). 

Teaching content is increasingly digitized and presented via multimedia, a computer-based 
presentation mode that combines words, images, audio, video, and animation (Gayeski, 
2021). It enriches the content and makes it more engaging by encouraging students to acquire 
knowledge through multiple channels. In addition, researchers have attempted to 
incorporate interactive functions into educational multimedia content so that teachers can 
give students learning assignments, provide guidance, and receive feedback during 
interactive learning. 

The use of multimedia to support pedagogy is effective, so teachers should develop 
multimedia applications as learning media (Babiker, 2015). Interactive multimedia in 
mathematics subjects raises students' attention (Kobayashi et al., 1996). Several studies have 
found that multimedia and interactive learning aids students in comprehending the material 
rather than simply memorizing it (Stirling & Birt, 2014; Takacs et al., 2015) found that the use 

of multimedia technology based on contextual learning models can enhance children's 
achievement and learning motivation, as well as student learning outcomes (H. Sung et al., 
2019). Similarly, contextual learning with multimedia technology can effectively enhance both 
concept mastery and student character development (Dewi et al., 2015; Sugianto, 2016). 
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According to the preceding explanation, optimal learning requires creative and innovative 
teachers. Teachers can innovate using the latest educational tools (Iksan & Saufian, 2012). 
Professional teachers have a significant responsibility in improving the quality of education. 
Teachers are one of the factors that influence learning objectives and the implementation of 
teaching in schools. A professional teacher is a competent teacher (Annisa & Ismail, 2024). 
Teachers need a learning device that supports the achievement of learning objectives, namely 
interactive media that can enhance students' conceptual understanding and motivation to 
learn in elementary school mathematics. 
 
2. METHODS 
2.1 Subject of The Research 

The variable that is the focus of the research is an important component of the study. 
According to (Rosilia et al., 2020), the research subjects are the main component of the 
research variables. This analysis involves 60 fifth-grade students consisting of 48 girls and 52 

boys from three elementary schools. 
 

2.2 Research Data Collection Instruments and Research Procedure 

This qualitative research utilized a descriptive approach. Descriptive research aims to 
systematically describe the facts and characterize the characteristics of the object of study 
precisely. In this research, activities were conducted to analyze and describe students' needs 
regarding the use of interactive multimedia in elementary schools. Data was collected from 
questionnaires needed by the students. The instrument used in this study is a questionnaire 
that will be filled out by students regarding the need for an interactive learning media, namely 
interactive multimedia. An instrument is a tool used to measure data that is practically 
inseparable from the data collection procedure (Rahmasari, 2025). This needs analysis will 
reveal the learning media required. 

 

2.3 Data Analysis 
A quantitative descriptive analysis will be performed on the collected data. The Guttman 

scale was used to examine the student needs analysis questionnaire. Students are required 
to respond to 10 questions on the instrument. The score for a "yes" response is "1," whereas 
the score for a "no" response is "0." By dividing the frequency of responses by the total 
number of responses and then multiplying the result by 100%, the score results were 
quantitatively examined as percentages. The category used to display the requirements 
analysis's percentage results was modified from Sejati (2021). Table 1 below provides 
specifics about the classification. 

 
Table 1. Classification of the Percentage Results from Completing the Student Needs 

Analysis Questionnaire 
Rasio 
0-1,9% 
2% - 25,9% 
26% - 49,9% 
50% 
50,1% - 75,9% 
76% - 99,9% 
100% 

Calssification 
Not required 
A small percentage need 
Fewer than half of them require 
Fifty percent of them require 
More than fifty percent require 
The majority require 
Everyone requires 

http://dx.doi.org/10.17509/eh.v17i2.


Alyusfitri et al., The Urgency of Implementing Interactive Multimedia to Meet Students' Needs …  | 166 

DOI: http://dx.doi.org/10. 17509/eh.v17i2.xxxx 

p- ISSN 2085-1243 e- ISSN 2579-5457 

The quantitative data obtained from the needs analysis questionnaire will be interpreted 
based on Table 1. If the percentage is more than 50%, it indicates that more than half of the 
students require interactive multimedia. On the other hand, if the percentage is less than 
50%, then most students do not require interactive multimedia in their learning. 

 
3. RESULTS AND DISCUSSION 
3.1. Result 

According to student interviews, teachers have not utilized the most recent learning 
models when teaching geometry material. Only lectures, discussions, and question-and-
answer sessions are used in the learning process, making learning teacher-centered. 
Moreover, when explaining geometry concepts, teachers typically employed concrete media. 
The teacher only used one-way learning media, which made students bored. As a result of 
using a teacher-centered learning method, students became less engaged. 

Mathematics is difficult to acquire for students. It is due to the fact that students lack an 

understanding of math learning, particularly geometry material because they were only given 
lecture-based explanations and concrete media to explain the material. Traditional learning 
media employed in teaching and learning activities also demotivate students. Students prefer 

learning media in the form of interactive multimedia that combines videos, images, 
animations, assessments, and exercises that students can complete directly in the application. 
Despite this, teachers still utilize technology for learning infrequently due to technological 
limitations. A small percentage of students are familiar with interactive multimedia and have 
seen it. Students need multimedia presentations that include images, videos, and animations. 
The use of interactive multimedia facilitates students' comprehension of the material. In 
addition, this interactive multimedia incorporates a contextual learning model, which enables 
learners to make contextual connections between elements. Applying an interactive 
multimedia-assisted learning model can increase student motivation and make learning 
enjoyable. 

Four elementary school teachers were interviewed to find out their needs regarding 
interactive multimedia-assisted contextual learning models. In the majority of cases, lecturing 
and concrete learning media are used for teaching mathematics, particularly geometry. Based 
on observations in five elementary schools, learning models and the media teachers 
frequently utilize in the classroom support books/textbooks, student worksheets, and 
concrete objects. This situation decreases student enthusiasm because the learning is 
teacher-centered, and students are not actively involved. Occasionally, students converse 
with their peers, ignore the teacher's explanation, and are preoccupied with their own world. 
In the end, these circumstances impede students' comprehension of related materials. 

Analysis of the assessment of students and teachers' needs on contextual learning models 
supported by interactive multimedia obtained from lift filling, came from 51.7% of male 
students and 48.3% of female students. That is, the amount that gives an assessment and a 
statement of balanced needs. This can be seen in Figure 1. the percentage of primary school 
students who filled in the quantitative data with 60 Respondents. 

.  
 

 

 
 
 

Figure 1. Percentage of Elementary School Students Filling Qualitative Data 

48%52%

Women

Men
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The questionnaire results for the student needs assessment analysis are presented in Table 

2 below, while the results for the teacher needs analysis are presented as a word tree  
 

Table 2. Analysis of Students' Needs Assessment on Interactive Multimedia 
No. Statement Yes No Average 

Percentage 
Categories 
Results 

1. 
2. 
 
3.  

4. 
 
5. 

 
6. 
7. 

 
8. 
 
9. 
 
 
10.  
 
 

Learning mathematics is difficult to 
understand. 
The mathematics explanation provided by 
the teacher is beyond my understanding. 

Enjoy learning in groups. 
Geometry learning must be connected to 
or relevant to real-world situations. 

Learning by using textbooks, student 
books, and teacher books only. 
Learning by using student worksheet only. 

Have ever learned by using other media 
(visual, audio, and audio-visual) 
Thrilled if geometry is taught in class using 
a variety of learning resources 
Have ever witnessed learning 
mathematics with geometry material 
visualized/displayed by computer or 
animation 
Interested in learning through the 
utilization of media that can demonstrate 

how things function, such as pictures or 
real material. 

52% 
58.3 % 
 
92.9 % 

79% 
 
56%  

 
71% 
88% 

 
87.5 % 
 
71 % 
 
 
100 % 
 

48% 
41.7 % 
 
7.1 % 

21% 
 
44 % 

 
29 % 
12 % 

 
12.5 % 
 
29% 
 
 
0% 

 
 
 
 

 
 
 

75.6% 

 
 
 
 

 
 
 

More 
than fifty 
percent 

require 

 
Based on the needs analysis questionnaire, it was found that the average percentage value 

is 75.5%. When interpreted in Table 1 with a range of 50.1% - 75.9%, which includes the 
majority category of students in need. This indicates that more than half of the students 
require interactive multimedia. 

Table 2 reveals that 52% of students believe that learning mathematics, particularly 
geometry, is challenging due to the continued use of conventional teaching methods. 
Textbooks are still used by 56% of teachers. It consists of student books and teacher books in 
the learning process. As a result, students are less likely to comprehend the material when 
their teacher explains it. In fact, 79% of students prefer that geometry lessons be related to 
their real-world experiences so that they can construct their knowledge of geometry-related 
material. According to this table, students are highly content when they learn in groups 
(92.9%) and use student worksheets (71.1%). Therefore, students can work in groups on 
student worksheets. In addition, the material and exercise questions can be completed with 
the aid of interactive multimedia, which is an application that combines words, images, 
sound, video, and animation to encourage students to construct their knowledge and find 
discussion in the material actively. 87.5% of students are satisfied if geometry is taught in the 
classroom using various learning resources, particularly interactive multimedia. However, in 
teaching geometry, the teachers continued to use concrete media. In this case, 88% of 
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students have learned to use other media (visual, audio, and audio-visual). However, only 
71% of them experienced mathematics learning with geometry material visualized or shown 
through animation or computer when university students conducted research on interactive 
multimedia. However, teachers continued to employ conventional learning methods and 
media in the classroom. While 100% of students are interested in learning through the use of 
interactive media that can demonstrate how things work, images, or detailed or real material 

Some students are interested in learning geometry because of its relationship to images, 
while others find it difficult to comprehend. Printed teaching materials, such as supporting 
books, student books, teacher books, and student worksheets, are utilized by teachers. 
Geometry's challenging material includes comprehending the concept of constructing 
geometry and solving problems relevant to students' daily lives. In this case, the context for 
learning geometry provided by the teacher is still conventional and employs models or 
approaches infrequently. Teachers believe that lectures and queries are the most effective 
methods for teaching and learning geometry. However, during the learning process, 

particularly during the formulation of the problem, students still  struggle to understand this 
aspect. Learning content cannot be separated from the teaching and learning process, so it 
must be contextual. Thus, the learning content can correlate the subject matter to real-life 

situations. However, the teachers have never used a contextual model when presenting this 
material in the geometry learning process. Along with the instructional materials, teachers 
use concrete media to aid in learning geometry material. The characteristics of teaching 
material must be clear, intriguing, easy for students to comprehend, visually appealing, and 
functional. Therefore, learning is now technology-based. However, some teachers are less 
proficient with technology, such that they rarely or never use interactive multimedia in the 
learning process. Consequently, the current learning process tends to emphasize the teaching 
process, is text-based and abstract, and is still predominantly passive. Furthermore, one of 
the causes of failure in mathematics learning is that students do not understand 
mathematical concepts or students misunderstand mathematical concepts (Novitasari, 

2016). The importance of conceptual understanding is a fundamental basis for achieving 
satisfactory learning outcomes that will be evaluated at the end. By learning concepts, 
students can understand and differentiate words, symbols, and signs in mathematics. 

With the development of information technology and computing, the learning process 
became problem-based, contextual, and limitless. Students must be more active in this 
learning process by maximizing existing learning resources, such as interactive multimedia. 
According to its classification, multimedia is one of the forms of media that most actively 
engages students' senses. This is due to the fact that it uses a variety of media, including text, 
music, graphics, animation, and video, to convey information. Students' boredom from 
repetitive learning will be lessened with such a display, increasing their interest in 
comprehending the subject matter. This is in accordance with the cognitive theory of 
multimedia learning, where multimedia representations have the potential to produce 
deeper learning and understanding than presentations given in only one format. Here, “one 
format” refers to the delivery of information in the form of words or images only. Students 
are encouraged to engage with the computer through the use of multimedia. This implies that 
users have the ability to manage the multimedia application's components. In order to 
improve students' comprehension of mathematical concepts, teachers should be able to 

construct a contextual learning model supported by interactive multimedia. 
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3.2 Discussion 
Mathematics is one of the subjects that has an essential role in education (Eviyanti et al., 

2017; Mawarni & Muhtadi, 2017). Mathematics plays a central role in school programs 
worldwide (Ramos Marroquin et al., 2021). Mathematics is a powerful tool for understanding 
the world because it teaches logical thinking and develops skills to solve real-life problems 
(Clements & Sarama, 2011; Watts et al., 2014). Mathematics is one of the subjects taught at 
all levels of education, from elementary school to college. In elementary school, students are 
required to study mathematics. Mathematics learning is a teaching and learning process 
designed by teachers to nurture students' thinking creativity, which can improve students' 
thinking skills and the capacity to construct new knowledge to improve students' mastery of 
mathematics material. Mathematics learning is basically abstract, and its concepts and 
principles are hierarchical. 

According to Piaget's theory of cognitive development, students in school between the 
ages of seven and eight and twelve and thirteen are included in the concrete operational 

stage. Based on this cognitive development theory, elementary school students typically 
struggle to comprehend abstract mathematics. Due to its abstract nature, mathematics is 
generally difficult for elementary school students to comprehend. According to the findings, 

elementary school students find geometry content difficult to comprehend because it is still 
abstract; consequently, explanations provided by teachers make students less 
comprehensible. The lack of concept understanding ability in Indonesia is indicated by 
difficulties during the mathematics learning process (Mukrimatin et al., 2018) and (Fauzi et 
al., 2021) how students acquire knowledge influences their comprehension and application 
(van der Sanden et al., 2000). This finding indicates that teachers prefer lecturing and 
question-and-answer sessions, as students can comprehend and retain the material with 
these techniques. The teaching scheme is still teacher-centered, and students only receive 
learning material through teacher explanations; they are not supported by diverse sources 
that can activate students and focus on the student experience (Indriayu & Info, 2019).This 

situation causes students to be passive and unenthusiastic about learning. In fact, students 
are satisfied if learning utilizes various learning resources and is relevant to their lives. 

In the learning process, teachers continue to rely on printed teaching materials. There are 
numerous varieties and qualities of teaching materials, one of which is a collection of 
materials that are systematically organized and displayed in accordance with the 
competencies that students have mastered (McLaren J. & Kenny L., 2016). Material 
development is directed so students can locate concepts and procedures and implement 
them to solve given problems (Budiastra et al., 2020).  

For student learning outcomes and achievements to improve or increase, learning about 
mathematics must become more creative, innovative, and enjoyable with the advancement 
of technology and information (Bulkani et al., 2022). The Internet, animation, and other forms 
of learning media are typically the most popular with students. Therefore, elementary school 
teachers must be innovative and creative in using technology to enhance student quality 
(Hanif, 2020; Sarioğlu & GIrgIn, 2020).The use of technology must be a reference for teachers 
to present a learning process that provides space for students to explore and facilitates 
interaction and collaboration between students and between students and teachers, 
especially for elementary school students learning mathematics. However, teachers never 

utilize technology-based learning media, such as interactive multimedia, in the classroom. It 
is due to the teacher's lack of technological understanding. Students have only witnessed and 
tried interactive multimedia due to the attendance of university students who came to 
conduct research and visualize learning materials through animation or computers. 
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Moreover, the findings indicate that students are interested in learning through the use of 
media that can demonstrate how things function, such as pictures or real-world materials. 
Consequently, interactive multimedia is one alternative teachers can use to help students 
comprehend the material. Interactive multimedia combines images, video, animation, and 
sound in a single piece of software that enables direct user interaction. It is anticipated that 
multimedia technology incorporating multiple media will solve problems in the teaching and 
learning process, such as misunderstandings of mathematical concepts. Due to the 
combination of images, animations, and even intriguing sounds, interactive multimedia can 
provide concepts with an attractive appearance. With the display of interactive multimedia 
that contains concepts by connecting the concept of the material to students' real-world 
experiences, students can engage in direct practice during learning activities, creating an 
experience for them. Teachers can enhance students' understanding of mathematical 
concepts by developing contextual models as interactive multimedia, thereby influencing 
student learning outcomes. 

 
4. CONCLUSION 
 

With the advancement of technology, it can change the way of learning by incorporating it 
into an interactive multimedia. Based on the needs analysis questionnaire, it was found that 
the average percentage value is 75.5%. This indicates that more than half of the students 
require interactive multimedia Interactive multimedia has the potential to change the way 
students learn, by combining interactive content with features that can help students 
understand abstract mathematical concepts more concretely and easily. The application of 
interactive multimedia in elementary school mathematics education helps to facilitate 
interaction between educators and students, making the learning activities more effective 
and efficient in improving the quality of education. 
 

5. REFERENCES 
 
Amaliyah, A., Uyun, N., Deka Fitri, R., & Rahmawati, S. (2022). Analisis kesulitan belajar siswa 

pada materi geometri. Jurnal Sosial Teknologi, 2(7), 659–654. 
https://doi.org/10.59188/jurnalsostech.v2i7.377. 

Annisa, R., & Ismail. (2024). Filosofi pendidikan yang menginspirasi: Strategi guru prajabatan 
dalam membangun kemandirian dan kreativitas siswa. Jurnal Pemikiran Dan 

Pengembangan Pembelajaran Filosofi, 6(1), 22–25.  

Babiker, M. E. A. (2015). For effective use of multimedia in education, teachers must develop 
their own educational multimedia applications. Turkish Online Journal of Educational 
Technology, 14(4), 62–68. 

Budiastra, A. A. K., Wicaksono, I., & Sanjaya, I. G. M. (2020). The new generation self-directed 
teaching materials of natural science in elementary schools validity tests. International 
Journal of Instruction, 13(4), 763–780. https://doi.org/10.29333/iji.2020.13447a. 

Bulkani, Fatchurahman, M., Adella, H., & Andi Setiawan, M. (2022). Development of 
animation learning media based on local wisdom to improve student learning 
outcomes in elementary schools. International Journal of Instruction, 15(1), 55–72. 

Chusna, F. A. (2016). Upaya guru mengatasi kesulitan belajar matematika pada siswa kelas IV 

http://dx.doi.org/10.%2017509/eh.v17i2.xxxx


171 | EDUHUMANIORA: Jurnal Pendidikan Dasar, Volume 17 Issue 2, July 2025 Page 163-172 

DOI: http://dx.doi.org/10.17509/eh.v17i2.xxxx 
p- ISSN 2085-1243 e- ISSN 2579-5457 

SD Negeri 1 Pangenrejo. Journal of Basic Education, 5, 292–299. 

Clements, D. H., & Sarama, J. (2011). Early childhood teacher education: The case of 
geometry. Journal of Mathematics Teacher Education, 14(2), 133–148.  

Dewi, Ryan, C., A., Sarwi, & Yulianto, A. (2015). Penerapan model pembelajaran kontekstual 
dengan teknologi multimedia untuk peningkatan penguasaan konsep dan 
pengembangan karakter siswa SMA kelas XI. Unnes Physics Education Journal, 4(3),1-9 

Eviyanti, C. Y., Surya, E., Syahputra, E., & Simbolon, M. (2017). Improving the students’ 

mathematical problem solving ability by applying problem based learning model in VII 
grade at SMPN 1 Banda Aceh Indonesia. International Journal of Novel Research in 
Education and Learning, 4(2), 138–144. 

Fauzi, M. R., Wardhani, D. S., Puspita, R. D., Pratama, D. F., & Septian Rahayu, G. D. (2021). 
Enhancing narrative writing skills of elementary school teacher education students 
through concentrated language encounter (CLE) model assisted by short film learning 
media. Mimbar Sekolah Dasar, 8(2), 133–148. 

Gayeski, D. M. (2021). Making sense of multimedia : Introduction to special issue. Educational 
technology, 32(5), 9–13. 

Hanif, M. (2020). The development and effectiveness of motion graphic animation videos to 

improve primary school students’ sciences learning outcomes. International Journal of 
Instruction, 13(4), 247–266. https://doi.org/10.29333/iji.2020.13416a. 

Iksan, Z. H., & Saufian, S. M. (2012). Mobile learning: Innovation in teaching and learning using 
telegram. International Journal of Pedagogy and Teacher Education (IJPTE), 11(1), 19–
26. 

Indriayu, M., & Info, A. (2019). Effectiveness of experiential learning-based teaching material 
in mathematics. 8(1), 57–63. https://doi.org/10.11591/ijere.v8.i1. 

Kang, H., & Chang, B. (2016). Examining culture’s impact on the learning behaviors of 
international students from confucius culture studying in western online learning 
context. Journal of International Students, 6(3), 779–797. 

Khoo, E. T., Cheok, A. D., Liu, W., Hu, X., Marini, P., Saksen, V., Jiang, J., & Duh, H. B. L. (2011). 
Confucius computer: Bridging intergenerational communication through illogical and 
cultural computing. Virtual Reality, 15(4), 249–265. 

Kobayashi, H., Kido, K., Koie, T., & Ohyanagi, H. (1996). Rabdomyosarcoma of the bladder: A 

case report. Japanese Journal of Cancer and Chemotherapy, 23(3), 365–368. 

Komang, I., Swarmahardika, P., Widiana, I. W., & Jayanta, I. N. L. (2024). Interactive learning 
media based on augmented reality to improve elementary school grade V students ’ 

understanding of the water cycle concept. 12(2), 351–359. 

Mawarni, S., & Muhtadi, A. (2017). Pengembangan digital book interaktif mata kuliah 
pengembangan multimedia pembelajaran interaktif untuk mahasiswa teknologi 
pendidikan. Jurnal Inovasi Teknologi Pendidikan, 4(1), 84.  

Mayer, Richard. E. (2009). Multimedia learning. PustakaPelajar. 

McLaren J., H., & Kenny L., P. (2016). Motivating change from lecture-tutorial modes to less 

http://dx.doi.org/10.17509/eh.v17i2.


Alyusfitri et al., The Urgency of Implementing Interactive Multimedia to Meet Students' Needs …  | 172 

DOI: http://dx.doi.org/10. 17509/eh.v17i2.xxxx 

p- ISSN 2085-1243 e- ISSN 2579-5457 

traditional forms of teaching. Australian Universities’ Review, 16(6), 1893–1919. 

Mukrimatin, N. A., Murtono, M., & Wanabuliandari, S. (2018). Pemahaman konsep 
matematika siswa kelas V SD Negeri Rau Kedung Jepara pada materi perkalian pecahan. 
ANARGYA: Jurnal Ilmiah Pendidikan Matematika, 1(1), 67–71.  

Novitasari, D. (2016). Pengaruh penggunaan multimedia interaktif terhadap kemampuan 
pemahaman konsep matematis siswa. FIBONACCI: Jurnal Pendidikan Matematika dan 
Matematika, 2(2), 8. https://doi.org/10.24853/fbc.2.2.8-18. 

Rahmasari, F. D. (2025). Analysis of learning media needs for rounding and assessment 
materials with character strengthening in grade IV of elementary school. 
EduHumaniora| Jurnal Pendidikan Dasar Kampus Cibiru, 17(1), 1-10. 

Ramos Marroquin, A., Sommer Henao, K., Sandoval Albarracín, J., Parra, C., Carrillo-Ramos, 
A., Arenas, J. J., Brijaldo, M., Curiel H, M. J., Pavlich-Mariscal, J. A., Gómez-Morantes, J. 
E., & Sabogal, M. (2021). Akasha: Custom application to support elementary geometry 
learning first-grade children in colombia. Technology, Knowledge and Learning, 26(4), 

733–762. https://doi.org/10.1007/s10758-021-09497-3. 

Rosilia, P., Yuniawatika, Y., & Murdiyah, S. (2020). Analisis kebutuhan bahan ajar siswa di kelas 
III SDN Bendogerit 2 Kota Blitar. Premiere Educandum: Jurnal Pendidikan Dasar Dan 

Pembelajaran, 10(2), 125. https://doi.org/10.25273/pe.v10i2.6306. 

Sarioğlu, S., & GIrgIn, S. (2020). The effect of using virtual reality in 6th grade science course 
the cell topic on students’ academic achievements and attitudes towards the course. 
Journal of Turkish Science Education, 17(1), 109–125. 

Shabani, K. (2012). Dynamic assessment of L2 learners’ reading comprehension processes: A 
vygotskian perspective. Procedia-Social and Behavioral Sciences, 32(2010), 321–328. 

Stirling, A., & Birt, J. (2014). An enriched multimedia ebook application to facilitate learning 

of anatomy. Anatomical Sciences Education, 7(1), 19–27.  

Sugianto, H. (2016). Penerapan model kontekstual berbantuan multimedia untuk 
meningkatkan penguasaan konsep dan literasi sains siswa pada materi fluida di SMA 

kelas XI IPA. Jurnal Penelitian Pendidikan, 14(1).  

Sung, H., Hwang, G., Chen, C., & Liu, W. (2019). A contextual learning model for developing 
interactive e-books to improve students ’ performances of learning the Analects of 
Confucius. Interactive Learning Environments, 1–14. 
https://doi.org/10.1080/10494820.2019.1664595. 

Sung, H. Y., Hwang, G. J., Lin, C. J., & Hong, T. W. (2017). Experiencing the Analects of 
Confucius: An experiential game-based learning approach to promoting students’ 

motivation and conception of learning. Computers and Education, 110, 143–153.  

Takacs, Z. K., Swart, E. K., & Bus, A. G. (2015). Benefits and pitfalls of multimedia and 
interactive features in technology-enhanced storybooks: A meta-analysis. Review of 
Educational Research, 85(4), 698–739. https://doi.org/10.3102/0034654314566989. 

Watts, T. W., Duncan, G. J., Siegler, R. S., & Davis-Kean, P. E. (2014). What’s past is prologue: 
Relations between early mathematics knowledge and high school achievement. 
Educational Researcher, 43(7), 352–360. https://doi.org/10.3102/0013189X14553660. 

http://dx.doi.org/10.%2017509/eh.v17i2.xxxx

