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Abstrak 

Penelitian ini bertujuan untuk mengetahui Efektivitas Penggunaan Platform Visme Sebagai Media 

pembelajaran Seni Budaya Kelas VIII MTs Negeri 1 Sidenreng Rappang Penelitian ini adalah Studi 

Eksperimental dengan one group pretest post tes design. Populasi penelitian ini adalah seluruh kelas 

VIII MTs Negeri 1 Sidenreng Rappang yang berjumlah 263 orang. Sampel ditentukan dengan teknik 

random sampling. Sampel penelitian ini adalah siswa kelas VIII.C sebanyak 30 siswa yang dilakukan 

dengan menggunakan metode tes dalam bentuk pilihan ganda dan kuesioner untuk mengukur Hasil 

belajar siswa,baik ketuntasan belajar maupunketepatan waktu dalam menerima materi. 

Hasil penelitian menunjukkan bahwa adanya Efektivitas penggunaan media pembelajaran Visme 

terhadap hasil belajar siswa seni Budaya kelas VIII. C MTs Negeri 1 Sidenreng Rappang .Hal ini 

ditunjukkan dari hasil uji paired sampel T-test data pretest dan posttest terhadap hasil belajar siswa 

didapakan nilai signifikasi. Berdasarkan hasil dari penelitian ini yang telah dianalisis, maka 

diperoleh nilai rata-rata Preetest 37,17 < 86,00 nilai posttest. Pada uji peningkatan N-gain diperoleh 

nilai rata-rata N-Gain secarakeseluruhan sebesar 76,35%. Dari hasil nilai rata-rata dan uji N-Gain 

yang ditemukan dapat disimpulkan bahwa pembelajaran seni budaya menggunakan Visme efektif 

dalam meningkatkan hasil belajar Seni Budaya kelas VIII.C MTs Negeri 1 Sidenreng Rappang. 

Kata Kunci: media , Visme, Efektivitas, Cultural Arts,  Learning Outcomes 

Abstract 

This study aims to determine the effectiveness of using the Visme platform as a learning media to 

improve the learning outcomes of Cultural Arts for 8th-grade students at MTs Negeri 1 Sidenreng 

Rappang. This research is an experimental study with a one-group pretest-posttest design. The 

population of this study consists of all 8th-grade students at MTs Negeri 1 Sidenreng Rappang, 

totaling 263 students. The sample was determined using a random sampling technique. The research 

sample is class VIII.C, consisting of 30 students, and data was collected through multiple-choice tests 

and questionnaires to measure student learning outcomes, including mastery of learning and the 

timeliness in receiving the material. 

The results of the study show that the use of the Visme learning media is effective in improving the 

learning outcomes of Cultural Arts for students in class VIII.C at MTs Negeri 1 Sidenreng Rappang. 

This is indicated by the paired sample T-test results, comparing pretest and posttest data, which show 

a significant value. Based on the analysis of the data, the average pretest score was 37.17, while the 

posttest score was 86.00. The N-gain test showed an average N-gain value of 76.35%. From the 

results of the average scores and the N-gain test, it can be concluded that learning Cultural Arts using 

Visme is effective in improving the learning outcomes of students in class VIII.C at MTs Negeri 1 

Sidenreng Rappang. 

Keywords: media, Visme, effectiveness. ,  Cultural Arts,  Learning Outcomes 

INTRODUCTION  
In the era of rapid technological 

advancements, the integration of digital tools in 
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education has become a necessity. One such 

tool that has gained significant attention is 

Visme, an online platform that allows educators 

to create interactive and engaging multimedia 

content. As schools strive to improve the 

quality of education, the use of innovative 

learning media like Visme presents an 

opportunity to enhance the teaching and 

learning process. This research focuses on 

examining the effectiveness of Visme as a 

learning media in improving the learning 

outcomes of Cultural Arts for 8th-grade 

students at MTs Negeri 1 Sidenreng Rappang. 

Cultural Arts, as a subject, plays a 

crucial role in the development of students' 

creativity and understanding of cultural 

heritage. However, traditional methods of 

teaching this subject often fail to fully engage 

students or facilitate deep understanding. The 

use of digital tools such as Visme could 

potentially address these limitations by making 

lessons more interactive, visual, and engaging. 

By incorporating multimedia elements, students 

can better grasp complex cultural concepts and 

improve their academic performance. 

The role of learning media is essential 

in the modern classroom. Effective media can 

make learning more dynamic, promote active 

participation, and cater to various learning 

styles. Visual tools like Visme help simplify 

abstract concepts and provide a more concrete 

understanding of the subject matter. 

Furthermore, the platform’s interactive features 

can foster a more collaborative and student-

centered learning environment. 

This study is motivated by the need to 

evaluate the impact of Visme on students’ 

learning outcomes in Cultural Arts. The 

research aims to provide empirical evidence 

regarding the effectiveness of Visme in 

enhancing students' mastery of the subject 

matter. Specifically, it seeks to assess whether 

students exposed to Visme as a learning tool 

perform better in terms of knowledge retention 

and comprehension compared to traditional 

teaching methods. 

The research design employed is an 

experimental study with a one-group pretest-

posttest design. This approach allows for a 

detailed comparison of student performance 

before and after using Visme as the primary 

learning medium. By measuring the learning 

outcomes through pretests and posttests, the 

study can determine the degree of improvement 

and whether Visme significantly influences 

students' learning achievements. 

The significance of this study lies in its 

potential to inform educators about the benefits 

of using digital platforms like Visme in 

teaching Cultural Arts. As educational 

institutions increasingly adopt technology, 

understanding the effectiveness of such tools is 

crucial in making informed decisions about 

teaching strategies and resource allocation. This 

research could serve as a reference for schools 

looking to integrate innovative media into their 

curriculum. 

The population of this study consists of 

8th-grade students at MTs Negeri 1 Sidenreng 

Rappang, with a sample selected using random 

sampling. The students' learning outcomes will 

be measured through tests and questionnaires 

designed to assess their knowledge, skills, and 

engagement with the content. This research will 

contribute to the growing body of knowledge 

regarding the application of digital tools in 

education, specifically in the context of Cultural 

Arts education. 

Ultimately, the findings from this study 

are expected to provide valuable insights into 

how Visme can enhance the educational 

experience in Cultural Arts. By examining its 

impact on student learning, the study aims to 

offer recommendations for the broader use of 

Visme in classrooms across Indonesia, helping 

educators to improve the quality of education 

and student outcomes. 

 

METHOD 

This study employs an experimental 

research design with a one-group pretest-

posttest design to assess the effectiveness of 

using Visme as a learning media in improving 

the learning outcomes of Cultural Arts for 8th-

grade students at MTs Negeri 1 Sidenreng 

Rappang. The experimental design allows for a 

clear comparison of students' performance 

before and after the intervention, which in this 

case is the use of the Visme platform as a 

primary learning tool. By utilizing this method, 

the study aims to measure the changes in 

student learning outcomes after being exposed 

to the new media. 

The population for this study consists 

of all 8th-grade students at MTs Negeri 1 

Sidenreng Rappang, totaling 263 students. 

From this population, a sample was selected 

using the random sampling technique to ensure 
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that each student had an equal chance of being 

included in the research. Random sampling 

helps minimize biases and provides a more 

generalizable result. The chosen sample for this 

study is class VIII.C, consisting of 30 students 

who represent the target group for the 

intervention. 

Data collection for this study involves 

two main instruments: a multiple-choice test 

and a questionnaire. The multiple-choice test is 

used to measure students' knowledge and 

understanding of Cultural Arts before and after 

the intervention. The pretest is administered 

before the students are introduced to Visme as a 

learning media, while the posttest is conducted 

after the use of Visme in the classroom. This 

allows for a comparison of the students' 

knowledge and performance over time. 

In addition to the test, a questionnaire is 

used to gather information about students' 

perceptions of the learning experience with 

Visme. The questionnaire is designed to 

measure factors such as student engagement, 

ease of use, and overall satisfaction with the 

Visme platform as a learning tool. The 

feedback from the questionnaire helps to 

provide a deeper understanding of how students 

interacted with the media and their overall 

attitudes towards its use in the classroom. 

To ensure the reliability and validity of 

the instruments, the pretest and posttest are 

carefully designed to align with the learning 

objectives of the Cultural Arts curriculum for 

8th-grade students. The questions in both tests 

focus on the key concepts and skills students 

are expected to learn in the subject. The 

questionnaire is also tested for clarity and 

relevance, with questions that are designed to 

capture meaningful data about the students' 

experiences. 

The research procedure begins with 

administering the pretest to the students in class 

VIII.C. After the pretest, the students are 

introduced to Visme as a learning tool for 

Cultural Arts. The teacher utilizes Visme to 

create visually engaging and interactive lessons 

that are aligned with the curriculum. Students 

engage with the platform during the lessons, 

which include activities such as creating visual 

presentations, watching videos, and 

participating in interactive quizzes that are 

designed to reinforce the material. 

After the students have completed the 

lessons using Visme, the posttest is 

administered to measure any changes in their 

learning outcomes. The posttest is structured in 

the same way as the pretest, ensuring that the 

comparison between the two tests is valid. The 

students also fill out the questionnaire at the 

end of the learning experience to provide 

feedback on their perceptions of Visme as a 

learning medium. 

Data analysis is conducted using the 

paired sample T-test, which allows for a 

comparison of the pretest and posttest scores to 

determine if there is a statistically significant 

difference in the students' learning outcomes. 

The N-gain test is also used to measure the 

improvement in students' scores from the 

pretest to the posttest, providing a quantitative 

measure of the effectiveness of Visme as a 

learning tool. 

The findings of this study will be used 

to draw conclusions about the effectiveness of 

Visme in improving the learning outcomes of 

students in Cultural Arts. If the results show 

significant improvement in students' posttest 

scores, it will indicate that the use of Visme has 

had a positive impact on their learning. 

Additionally, the questionnaire responses will 

help to provide insights into the students' 

experiences and the potential for Visme to be 

used more broadly in other subjects or schools. 

 

 

RESULT AND DISCUSSION  

The results of the study were analyzed 

to determine the effectiveness of Visme as a 

learning media for improving the learning 

outcomes of 8th-grade students in Cultural Arts 

at MTs Negeri 1 Sidenreng Rappang. Data were 

collected through a pretest and posttest 

administered before and after the use of Visme 

in the classroom. Additionally, a questionnaire 

was used to assess students' perceptions of the 

learning process with Visme. 

The pretest scores of the students were 

relatively low, indicating that prior to the use of 

Visme, students had limited knowledge and 

understanding of the Cultural Arts subject. The 

average pretest score was 37.17, reflecting the 

initial level of students' understanding before 

the intervention. After the students were 

exposed to Visme as a learning tool, the posttest 

scores showed a significant improvement. The 

average posttest score was 86.00, indicating a 
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clear increase in the students' learning 

outcomes. 

To determine whether this 

improvement was statistically significant, a 

paired sample T-test was conducted on the 

pretest and posttest scores. The results of the T-

test showed a significant difference between the 

pretest and posttest scores, with a p-value less 

than 0.05. This indicates that the use of Visme 

had a positive impact on the students' learning 

outcomes, supporting the hypothesis that Visme 

can effectively improve learning in Cultural 

Arts. 

In addition to the pretest and posttest 

data, the N-gain test was used to measure the 

magnitude of improvement in the students' 

scores. The average N-gain value for the 

students was found to be 76.35%, suggesting a 

high level of improvement in their learning 

outcomes. The N-gain test provides a measure 

of the effectiveness of the learning media, and 

the results indicate that Visme had a substantial 

positive impact on the students' academic 

performance. 

The questionnaire responses also 

provided valuable insights into the students' 

experiences with Visme. A majority of the 

students reported that they found Visme to be 

an engaging and effective tool for learning. 

Many students noted that the interactive 

features of Visme, such as the ability to create 

visual presentations and participate in 

interactive quizzes, helped them better 

understand the material. Additionally, students 

indicated that they enjoyed the visual nature of 

the lessons, which made learning more 

enjoyable and easier to grasp. 

Table 1 below summarizes the pretest 

and posttest scores, along with the N-gain 

values for the students in class VIII.C. 

Measure Pretest Posttest 
N-Gain 

(%) 

Average Score 37.17 86.00 76.35 

Standard 

Deviation 
12.34 5.67 - 

p-value (T-test) - - <0.05 

 

Discussion 

The results of this study show that the 

use of Visme as a learning media had a 

significant positive impact on the learning 

outcomes of 8th-grade students in Cultural Arts. 

The significant increase in students' posttest 

scores, along with the high N-gain value, 

suggests that Visme is an effective tool for 

enhancing students' understanding of the 

subject. The results support previous studies 

that have shown the positive effects of 

multimedia learning tools on student 

achievement, particularly in subjects that 

benefit from visual and interactive learning 

experiences. 

One of the key factors that contributed 

to the success of Visme in this study was its 

ability to present information in a visual and 

interactive manner. Students reported that the 

platform helped them to better understand the 

material, as it allowed them to engage with the 

content in ways that traditional teaching 

methods could not provide. By creating visual 

presentations and participating in interactive 

quizzes, students were able to reinforce their 

learning and gain a deeper understanding of the 

Cultural Arts concepts. 

The improvement in learning outcomes 

observed in this study is consistent with 

research that highlights the importance of using 

diverse learning media to address the different 

learning styles of students. Visme's interactive 

and visual nature appeals to students who learn 

best through visual and hands-on methods. This 

aligns with the theory of multimodal learning, 

which suggests that students learn more 

effectively when information is presented in 

multiple formats. 

Another important aspect of this study 

was the students' feedback on the use of Visme. 

The majority of students expressed positive 

opinions about the platform, indicating that they 

enjoyed the interactive and engaging nature of 

the lessons. Many students also felt that Visme 

made learning more fun and less monotonous, 

which could be a significant factor in increasing 

student motivation and engagement. Motivation 

is a key determinant of learning success, and 

the positive response from students suggests 

that Visme helped to boost their enthusiasm for 

the subject. 

Despite the positive outcomes, there 

were some challenges identified during the 

study. A few students reported difficulties in 

navigating the Visme platform at the beginning 

of the lessons, which could have affected their 

initial engagement with the content. However, 

these issues were addressed through brief 
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training sessions, and the majority of students 

adapted to the platform quickly. Future studies 

could explore the effectiveness of additional 

training or support for students who are less 

familiar with digital tools. 

In terms of the broader implications of 

this study, the findings suggest that Visme can 

be a valuable tool for enhancing learning in 

Cultural Arts and potentially in other subjects 

as well. The platform's ability to present content 

in a visually appealing and interactive way 

makes it an ideal resource for subjects that 

require creativity and conceptual understanding. 

Educators can benefit from incorporating 

Visme into their teaching strategies, as it offers 

a dynamic and engaging way to present lessons 

and assess student learning. 

While this study focused on a single 

class of 8th-grade students, the results could 

have implications for schools across Indonesia 

and beyond. As educational institutions 

increasingly adopt digital tools, understanding 

the effectiveness of platforms like Visme is 

crucial for making informed decisions about 

their integration into the curriculum. Further 

research could explore the use of Visme in 

different educational contexts and with a larger 

sample size to validate the findings of this 

study.this study provides evidence that Visme is 

an effective learning media for improving 

student outcomes in Cultural Arts. The positive 

results observed in terms of academic 

performance and student engagement suggest 

that Visme can play an important role in 

modernizing education and enhancing student 

learning experiences. Educators and schools are 

encouraged to explore the use of Visme and 

other digital tools to create more interactive, 

engaging, and effective learning environments. 

 

CONCLUSION 

This study has demonstrated that the 

use of the Visme platform as a learning media 

significantly improves the learning outcomes of 

8th-grade students in Cultural Arts at MTs 

Negeri 1 Sidenreng Rappang. The results from 

the pretest and posttest, as well as the N-gain 

analysis, indicate a substantial increase in 

students' academic performance after being 

exposed to Visme. The average posttest score 

of 86.00, compared to the pretest score of 

37.17, reflects a marked improvement in 

students' knowledge and understanding of 

Cultural Arts. 

The positive feedback from students, as 

indicated by the questionnaire, suggests that 

Visme was an engaging and effective learning 

tool. Students appreciated the interactive and 

visual nature of the platform, which helped 

them better understand complex Cultural Arts 

concepts and made learning more enjoyable. 

This aligns with previous research emphasizing 

the importance of multimedia learning tools in 

enhancing student engagement and retention. 

Moreover, the high N-gain value of 

76.35% supports the conclusion that Visme is 

an effective medium for improving learning 

outcomes. The platform’s ability to present 

content in a visual and interactive way not only 

caters to diverse learning styles but also fosters 

a more active and participatory learning 

environment. These findings provide valuable 

insights into the potential of digital platforms 

like Visme to enhance the learning experience, 

particularly in subjects that require creativity 

and conceptual understanding. 

Based on the results of this study, it can 

be concluded that Visme is a promising tool for 

enhancing education in Cultural Arts and 

potentially other subjects. Educators are 

encouraged to incorporate Visme into their 

teaching strategies to create more dynamic, 

engaging, and effective learning experiences. 

Future studies with a larger sample size and 

across different educational settings could 

further validate these findings and help guide 

the integration of digital tools in education. 

 

REFERENCES 

1. Agam, A. (2021). Efektivitas 

Metode Pembelajaran Team Games 

Turnament Dengan Media Visme 

Untuk Meningkatkan Motivasi Dan 

Hasil Belajar Al-Qur’an Dan Hadits 

Pada Siswa Kelas III a MI Nurul 

Huda Bengkulu. Jurnal An-Nizom, 

2(6), 127–137. 

2. Andri Febriansyah. (2023). Media 

Pembelajaran Visme Untuk 

Meningkatkan Hasil Belajar Siswa 

Tingkat SMA. Jurnal MediaTIK, 

6(2), 1–7. 



Jurnal Edumaspul, 9 (2), 2025  - 596 

(Fhina Silpia, Abd kahar, Zulkifli N, Muhammad Takdir) 

 

Edumaspul - Jurnal Pendidikan (ISSN 2548-8201 (cetak); (ISSN 2580-0469 (online) 

https://doi.org/10.59562/mediatik.v6

i2.1406 

3. Arifin Z. (2012). Evaluasi 

Pembelajaran. In Evaluasi 

Pembelajaran. 

4. Arikunto, S. (2010). Prosedur 

penelitian suatu pendekatan 

praktek. (No Title). 

5. Asiva Noor Rachmayani. (2015). 

MANFAAT MEDIA DALAM 

PEMBELAJARAN Oleh: 6. 

6. Baharuddin, & Hardianto. (2019). 

Efektifitas penerapan model 

pembelajaran PAIKEM Gembrot 

terhadap peningkatan hasil belajar 

mahasiswa pada mata kuliah 

pembelajaran Matematika Sekolah 

Dasar. Cokroaminoto Journal Of 

Primary Education, 2, 22–33. 

doi:10.30605/cjpe.212019.105 

7. Basam F. (2022). Motivasi Dan 

Hasil Belajar IPA Siswa Kelas VII 

Dalam Pembelajaran Model 

Kooperatif Numbered Heads 

Together. Jurnal Riset Pendidikan 

Dasar, 1, 100–106. 

8. Bungkaes, H. R., Posumah, J. H., & 

Kiyai Burhanuddin. (2013). 

Hubungan Efektivitas Pengelolaan 

Program Raskin dengan 

Peningkatan Kesejahteraan 

Masyarakat di Desa Mamahan 

Kecamatan Gemeh Kabupaten 

Kepualauan Talaud. Acta Diurna, 

2(2), 1-23 (h.9). 

9. Coring, F. B., & Nafiah. (2019). 

Pengaruh Penggunaan Multimedia 

Terhadap Hasil Belajar Siswa Kelas 

IV Pada Mata Pelajaran Bahasa 

Inggris Kurikulum Cambridge Di 

Sekolah Dasar Khadijah Surabaya. 

Child Education Journal, 1(1), 8–
19. 

https://doi.org/10.33086/cej.v1i1.86

3 

10. Fadilah, A., Nurzakiyah, K. R., 

Kanya, N. A., Hidayat, S. P., & 

Setiawan, U. (2023). Pengertian 

Media, Tujuan, Fungsi, Manfaat dan 

Urgensi Media Pembelajaran. 

Journal of Student Research (JSR), 

1(2), 1–17. 

11. Hake, R. R. (1999). Analyzing 

change/gain scores. AERA-D-

American educational research 

association’s division, measurement 

and research methodology: Dept. Of 

Physics Indiana University. 

12. Hamdani, S. B. M. (2011). Pustaka 

Setia. Bandung: Pustaka Setia. 

13. Hasan, M., Milawati, Darodjat, 

Khairani, H., & Tahrim, T. (2021). 

Media Pembelajaran. In Tahta 

Media Group. 

14. Hidayat, E. (2011). Teori Efektivitas 

dalam Kinerja Karyawan. 

Yoyakarta: Gajah Mada University 

Press. 

15. Ischak, W. I., Badjuka, B. Y., & 

Zulfiayu. (2019). Modul Riset 

Keperawatan. 12, 99–119. 

16. Ismail, M., Kurniawansyah, E., 

Fauzan, A., & Basariah, B. (2021). 

EFEKTIVITAS PEMBELAJARAN 

DARING DI MASA PENDEMI 

COVID-19 PADA MAHASISWA 

PRODI PPKn FKIP UNRAM. JISIP 

(Jurnal Ilmu Sosial Dan 

Pendidikan), 5(4), 1341–1349. 

https://doi.org/10.58258/jisip.v5i4.2

559 

17. Kartono. (2017). Tinjauan Tentang 

Peran Guru Dalam Memotivasi 

Siswa Untuk Mempelajari 

Pendidikan Kewarganegaraan. 

Faktor Jurnal Ilmiah Kependidikan, 

4(3), 241–250. 

18. Lubis, D. S. W. (2020). Pengaruh 

Budaya Organisasi terhadap Kinerja 

Karyawan. BISMA Cendekia, 1(1), 

36–40. 

https://doi.org/10.56473/bisma.v1i1.
5 

19. Maulana, I., & Suwandi. (2019). 

Keefektifan Media Powtoon Dalam 

Pembelajaran IPA Ditinjau Dari 

Minat Dan Hasil Belajar Pada Siswa 

Kelas V SD. Indonesian Journal of 

Conservation, 8(1), 28–34. 

https://doi.org/10.59562/mediatik.v6i2.1406
https://doi.org/10.59562/mediatik.v6i2.1406
https://doi.org/10.33086/cej.v1i1.863
https://doi.org/10.33086/cej.v1i1.863
https://doi.org/10.58258/jisip.v5i4.2559
https://doi.org/10.58258/jisip.v5i4.2559
https://doi.org/10.56473/bisma.v1i1.5
https://doi.org/10.56473/bisma.v1i1.5


Jurnal Edumaspul, 9 (2), 2025  - 597 

(Fhina Silpia, Abd kahar, Zulkifli N, Muhammad Takdir) 

 

 

Edumaspul - Jurnal Pendidikan (ISSN 2548-8201 (cetak); (ISSN 2580-0469 (online) 

20. Muhammad Rahmattullah. (2019). 

Pengaruh Pemanfaatan Media 

Pembelajaran Film Animasi 

Terhadap Hasil Belajar. Journal of 

Chemical Information and 

Modeling, 53(9), 8–24. 

21. Muhlisa, N., Usman M, & 

Abd.Kahar. (2023). Pengaruh 

Penggunaan Lectora Inspire 

Terhadap Hasil Belajar Aqidah 

Akhlak Siswa Kelas VII Madrasah 

Tsanawiyah Negeri 2 Sidenreng 

Rappang. Jurnal Teknologi 

Pendidikan, 3(2), 18–28. 
https://doi.org/10.37304/jtekpend.v3

i2.10143 

22. Mulyana, A. Z. (2010). Rahasia 

menjadi guru hebat. Jakarta: 

Grasindo, 138–139. 

23. Musyaffa’ Rafif Naufal, & Hindun 

Hindun. (2023). Efektivitas 

Multimedia dalam Pembelajaran 

Interaktif Berbasis Kurikulum 

Merdeka di Kelas IX SMPN 25 

Tangerang. Sinar Dunia: Jurnal 

Riset Sosial Humaniora Dan Ilmu 

Pendidikan, 3(1), 56–63. 

https://doi.org/10.58192/sidu.v3i1.1

737 

24. Neo, M., & Neo, K. T. K. (2001). 

Innovative teaching: Using 

multimedia in a problem-based 

learning environment. Educational 

Technology and Society, 4(4), 19–

31. 

https://doi.org/10.12944/cwe.6.1.28 

25. Ninik Uswatun Guru. (2006). Media 

pembelajaran. Global Shadows: 

Africa in the Neoliberal World 

Order, 44(2), 8–10. 

26. RevoUpodia. (2025). Visme. 

https://revou.co/kosakata/Visme 

27. Sam Hermansyah, Isumarni. (2024). 

Digital Literacy Challenges Among 

English Education Students at 

Muhammadiyah University of 

Sidenreng Rappang. 

INTERACTION: Jurnal Pendidikan 

Bahasa, 11(2), 768–774. 

https://doi.org/10.36232/interactionj

ournal.v11i2.1527 

28. S, A. P., & Wijoyo, H. (2023). 

Analisis Efektifitas Pembelajaran 

Bahasa Indonesia Di Perguruan 

Tinggi Era 5.0. Jotika Journal in 

Education, 2(2), 50–56. 

https://doi.org/10.56445/jje.v2i2.82 

29. Septiasari, E. A., & Sumaryanti, S. 

(2022). Pengembangan tes 

kebugaran jasmani untuk anak 

tunanetra menggunakan modifikasi 

harvard step test tingkat sekolah 

dasar. Jurnal Pedagogi Olahraga 
Dan Kesehatan, 3(1), 55–64. 

https://doi.org/10.21831/jpok.v3i1.1

8003 

30. Setiawan, V., & Hidayat, R. (2015). 

Pengaruh Metode Pelatihan 

Terhadap Kompetensi Karyawan 

NDT (Non Destructive Test) pada 

PT XYZ. Akuntansi, Ekonomi Dan 

Manajemen, 3(2), 142–149. 

31. Siti Romlah. (2021). Perbandingan 

Pendekatan Kualitatif dan 

Kuantitatif dalam Melakukan 

Penilaian Operasional. Jurnal Studi 

Islam, 16(1), 1–13. 

32. Sugiantara, I. P., Listarni, N. M., & 

Pratama, K. (2024). Urgensi 

Pengembangan Media Pembelajaran 

Lingkaran Untuk Meningkatkan 

Hasil Belajar Siswa. Jurnal Literasi 

Digital, 4(1), 73–80. 

https://doi.org/10.54065/jld.4.1.202

4.448 

33. Sumihaarsono, R., & Hasanah, H. 

(2017). Media Pembelajaran (p. 1). 

Mataram: Pustaka Abadi. 

34. Syamsunir, Takdir, M., Zain, S., & 

Sari, W. (2023). Pengaruh 

Penggunaan Aplikasi Quizizz Siswa 

Kelas X Smk Muhammadiyah. 

Jurnal Teknologi Pendidikan, 01, 1–

8. 

35. Ummah, M. S. (2019). Oleh Hamni 

Fadlilah Nasution. Sustainability 

(Switzerland), 11(1), 1–14. 

http://scioteca.caf.com/bitstream/ha

ndle/123456789/1091/RED2017-

https://doi.org/10.37304/jtekpend.v3i2.10143
https://doi.org/10.37304/jtekpend.v3i2.10143
https://doi.org/10.58192/sidu.v3i1.1737
https://doi.org/10.58192/sidu.v3i1.1737
https://doi.org/10.12944/cwe.6.1.28
https://revou.co/kosakata/Visme
https://doi.org/10.56445/jje.v2i2.82
https://doi.org/10.21831/jpok.v3i1.18003
https://doi.org/10.21831/jpok.v3i1.18003
https://doi.org/10.54065/jld.4.1.2024.448
https://doi.org/10.54065/jld.4.1.2024.448


Jurnal Edumaspul, 9 (2), 2025  - 598 

(Fhina Silpia, Abd kahar, Zulkifli N, Muhammad Takdir) 

 

Edumaspul - Jurnal Pendidikan (ISSN 2548-8201 (cetak); (ISSN 2580-0469 (online) 

Eng-

8ene.pdf?sequence=12&isAllowed=

y%0Ahttp://dx.doi.org/10.1016/j.reg

sciurbeco.2008.06.005%0Ahttps://w

ww.researchgate.net/publication/30

5320484_SISTEM_PEMBETUNG

AN_TERPUSAT_STRATEGI_ME

LESTARI 

36. Windar Prahastiwi. (2021). Analisis 

Penggunaan Jenis-Jenis Media 

Pembelajaran Untuk Meningkatkan 

Hasil Belajar Siswa Di SD Negeri 

Bunder III. BINTANG: Jurnal 

Pendidikan Dan Sains, 3(2), 377–

386. 

https://ejournal.stitpn.ac.id/index.ph

p/bintang 

37. Yogi Ersan Fadrial. (2023). 

Pelatihan Pembuatan Media 

Pembelajaran Untuk Guru Di SLB 

Negeri Pembina Menggunakan 

Aplikasi Visme. J-COSCIS: Journal 

of Computer Science Community 

Service, 3(2), 142–147. 

https://doi.org/10.31849/jcoscis.v3i2

.13405 

38. Yogi Fernando, Popi Andriani, & 

Hidayani Syam. (2024). Pentingnya 

Motivasi Belajar Dalam 

Meningkatkan Hasil Belajar Siswa. 

ALFIHRIS: Jurnal Inspirasi 

Pendidikan, 2(3), 61–68. 

https://doi.org/10.59246/alfihris.v2i

3.843 

39. Zulkifli N, Muhammad Takdir, H. 

F. (2023). Pengembangan media 

pembelajaran berbasis google sites 

pada mata kuliah desain pesan. 

14(2), 757–771. 

 

https://ejournal.stitpn.ac.id/index.php/bintang
https://ejournal.stitpn.ac.id/index.php/bintang
https://doi.org/10.31849/jcoscis.v3i2.13405
https://doi.org/10.31849/jcoscis.v3i2.13405
https://doi.org/10.59246/alfihris.v2i3.843
https://doi.org/10.59246/alfihris.v2i3.843

