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Abstract

The form of innovation currently developing rapidly is the development of
learning media. One form of innovation in designing learning media today is
digital learning media. Digital learning media is a learning medium that is in
digital form and can be accessed through various platforms. One example of
digital learning media is e-booklet learning media. The purpose of this study was
to measure the effectiveness of the development of STEAM-based e-booklet
media in improving the writing skills of grade 3 students. This study uses the
research and development (R&D) method with the ADDIE research model. The
subjects of this study were 29 students in grade 3A. This research was conducted
at SDN Kalibanteng Kidul 01, Semarang. The results of this study show that the
development of e-booklet media is efficacious in improving the writing skills of
lower-grade students, as evidenced by the results of the normality test,
homogeneity test, T-test, and N-gain test. So, it can be concluded that the
development of e-booklets effectively improves the writing skills of lower-grade
students.
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INTRODUCTION

Education is integral to human life and
achieving a nation's development. Education
plays a vital role in determining and changing the
life of every human being (Safitri, 2022). Every
human being has the right to get a decent
education. Humans with a qualified education
will undoubtedly be able to improve the quality
of human resources in a nation (Ichsan, 2021). If
a nation has quality human resources, it will
develop and advance in all fields.
with  the of
information and communication technology, the

Along development
world of education must adapt by using more
varied and interactive learning media. Learning
media has a strategic role in increasing
motivation, understanding of concepts, and
active involvement of students in the learning
process (Muntamah, 2024).

innovation currently developing rapidly is the

One form of

development of learning media.

Learning media has a vital role in
increasing the effectiveness of learning. Learning
media can help students understand learning
concepts more easily and interestingly (Permana,
2024). According to constructivist learning
theory, students will understand the material
more easily if they are directly involved in a
meaningful learning process.  Therefore,
developing learning media that is interesting and
relevant to students' needs is a must (Sari, 2025).
teachers still
conventional learning methods without being
supported by the application and development of

In reality, many use

innovative learning media. This will, of course,
indirectly have an impact on the low level of
motor skills of students. The lack of creative and
innovative media variations makes students
quickly bored, less motivated, and less likely to
explore their creative ideas, so their motor skills
also decrease (Indriani, 2023).

Based on the observations and interviews
conducted by researchers, it can be concluded
that third-grade students have problems with their
writing skills. Writing skills are one of the basic
skills in learning Indonesian that students must
master from an early age. This ability is important
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students' academic and

SUCCESS.

in  supporting

communication However, various
studies show that the writing skills of students in
lower grades are still relatively low. Difficulty in
expressing ideas, lack of motivation, and the lack
of innovative learning media are some of the
factors that cause low writing skills in students.
This is also supported by quantitative data
in the form of their writing skills scores in the first
semester, where students are still unable to
achieve the learning objective achievement
criteria, with a score of 70. The average student
writing skill score is 78, which is still in the low
category. Of the 29 students, only 9 or 31% got
in the "good" range (score 80-89).

Meanwhile, 20 students or 69% got scores in the

scores

"sufficient" range (score 70-79).

Based on the results of the quantitative
data, it can be concluded that students in the third
grade have problems with their writing skills. Of
course, technology should be used because
learning media have an important role in
developing increasingly advanced technology.
One thing that can be developed is digital
learning media. Digital learning media in
learning can make it easier for students to learn
anywhere and anytime (Amelia, 2022).

Seeing the phenomena in the field, the
researcher feels that the problems found are
interesting and important to study. It can be
concluded that the problems obtained by the
researcher based on the results of observations
and interviews with third-grade students of SDN
Kalibanteng Kidul 01 Semarang are that there is
no development of digital learning media from
teachers that can integrate the context of concrete
and abstract learning materials, resulting in low
levels of writing skills in students.

Then, the researcher tried to design a needs
analysis based on the problems found. The needs
analysis design includes determining what
learning media is appropriate to be developed and
how to improve students' writing skills. The result
of the needs analysis design is that the researcher
tries to design and develop a learning medium
that can integrate abstract and concrete concepts
and is in line with students' learning materials, to
improve students' writing skills.
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In today's digital era, using technology in
One
innovation that can be applied in learning to write
is using interactive digital media, such as e-

learning has become unavoidable.

booklets. This media can potentially increase
students' interest in writing by presenting material
engagingly and variedly.

In addition, integrating the science,
technology, engineering, art, and mathematics
(STEAM) approach in developing these learning
media can help students think critically,
creatively, and systematically in writing. STEAM
is a part of constructivist learning, which trains
the students to build their knowledge

understanding through projects (Nurseta, 2024)

and

Based on the results of the needs analysis
design that has been made, the researcher will
develop a digital learning medium, namely, an e-
booklet. An e-booklet is a digital book containing
a guide or material equipped with attractive and
colorful images (Arqgiya, 2025). The researcher
chose an e-booklet as the learning medium to be
developed because an e-booklet is a form of
learning media that can integrate concrete
learning concepts and abstract learning for
students.

E-booklet learning media is also closely
related to students' verbal and fine motor
development, namely writing skills (Musarwan,
2022). Then, e-booklet learning media is also in
line with the material that will be taught in
learning Indonesian language subjects, namely,
material on making a poster, where later the e-
booklet contains material on how to make a
poster.

Then, for the design of the development of
e-booklet media, the researcher will develop an e-
booklet learning media, where later the e-booklet
will contain material on how to make a poster.
Based on the description above, it can be
concluded that the researcher tries to solve the
existing problems by developing an e-booklet
learning media with the help of a project-based
learning (PjBL) learning model based on the
art,
mathematics (STEAM) approach which aims to

science, technology, engineering, and

improve the writing skills of simple texts of grade
III elementary school students.
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The on
mastering concepts in five fields of science and

STEAM approach focuses

connects them to everyday life. In the context of
writing learning, this approach can help students
develop writing skills in a more enjoyable and
meaningful way. However, to date, little research
has developed STEAM-based e-booklets as a
medium to improve the writing skills of lower-
grade students (Ilhami, 2022).

Based on the explanation given by the
researcher, this study aims to develop an e-
booklet based on the STEAM approach to
improve simple text writing skills in lower-grade
students. It is hoped that the development of this
media can be one of the innovative solutions in
writing learning that is more effective, interesting,
and meets the needs of students in the digital era.

METHOD

This study uses the type of research and
development (R&D) research using the ADDIE
(Analysis, Design, Development,
Implementation, and Evaluation) model. The
research design used is a pre-test post-test control
group design using a writing test for students.
R&D (Research and Development) research aims
to develop and validate a particular product or
method to be used effectively (Okpatrioka, 2023).
In education, R&D research is often used to
develop media, modules, or learning methods
that suit the needs of students and teachers.

One of the models often used in R&D
research is the ADDIE model. In R&D research,
there are three substantive stages, namely the
design stage, the development stage, and the
testing stage. This R&D research model is a
systematic framework consisting of three main
stages, namely the design stage, the development
stage, and the testing stage. The visualization of
the research procedure can be seen in Figure 1
below.
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Figure 1: The Research Procedure
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The design stage is the first stage in R&D
research. This stage is a stage that includes the
design of the learning media product that will be
made based on the results of the needs analysis.
In the ADDIE model, the design stage consists of
the analysis and design stages. Next is the
development stage, the second stage in R&D
research. This stage includes the development of
learning media products based on the previous
design stage. In the ADDIE model, the
development stage consists of the following.

Moreover, the last stage is the testing stage,
the third stage in R&D research. This stage
includes a feasibility test of learning media
products (based on validity tests and internal
evaluations) and product effectiveness tests
(based on the achievement of research objectives
with product development carried out and
external evaluations). In the ADDIE model, the
testing stage consists of the implementation and
evaluation stages.

The population of this study was students
of class III A SDN Kalibanteng Kidul 01
Semarang, totaling 29 students. The sample of
this study was students of class III A SDN
Kalibanteng Kidul 01 Semarang, totaling 29
students. In this study, researchers used data
collection techniques through tests and non-tests,
for non-test data collection techniques in the form
of  observation  data,
questionnaires.

interviews,  and

Researchers used observation techniques,
namely data collection techniques, when they
were concerned with work processes and human
behavior that was carried out directly. The type
of observation conducted by researchers is a
structured observation. Then, interviews were
conducted to explore information about the
problems of existing phenomena for teachers and
students. Moreover, questionnaires
conducted to find out the initial problems of

were

teachers and students.

Then, the data analysis techniques used are
qualitative and quantitative data analysis. We
will use the normality test, the homogeneity test,
the paired sample t-test, and the n-gain score test
for quantitative data analysis.
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RESULTS AND DISCUSSION

Data collection in this
conducted in 3 meetings. The first meeting was

conducted to see the progress of student poster

study was

making, namely the stage of determining the
theme and the title of their poster. Then, at the
second meeting, there was an assessment of the
stages of formulating compelling and persuasive
sentences on students' posters and the stages of
editing sentences that students had formulated on
their posters.

Moreover, in the third meeting, it was used
to assess the stages of image integration on
student posters and the final design. This meeting
was also used to collect data that would be used
as the post-test scores of this study. The students'
pre-test scores were taken from their writing skills
scores in the previous semester. The following is
the design of the e-booklet learning media used in
this study, shown in Figure 2.
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Figure 2: E-booklet Media Design

The average results of the pretest and
posttest scores for students' writing skills can be
seen in Table 1.

Table 1: Average Pretest and Posttest Scores of
Students

Test Score
Pretest 78.55
Posttest 87.62

Then the results of all students' scores will
be summarized and grouped based on the
distribution of the score levels obtained. The
distribution of the value levels can be seen in
Table 2.
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Table 2: Categories for Student Grade Level

Score Categories
90-100 Very High
80-89 High
70-79 Low
<70 Very Low

The results of grouping students according
to these categories can be seen in Figure 3.

25 23
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X Axis

M Pretest M Postest

Figure 3: Students' Writing Skill Level
During Pretest and Posttest

Based on Figure 3, it can be concluded that
the number of students included in the low
category at the beginning of the study, or based
on the pretest results, experienced a significant
increase after using STEAM-based e-booklet
media. After using the e-booklet media, the
number of students increased to the high and very
high categories. At the beginning of the study,
data was obtained that the number of students
included in the low category was 20, and those in
the high category were 9.

Then, after the researcher applied the e-
booklet media to students, the data showed that
the number of students included in the high
category increased from 9 students to 20 students.
Moreover, it increased from 0 students to 6 for the
very high category. Based on the graph, it can be
concluded that the development of STEAM-
based e-booklet media effectively improves the
poster writing skills of lower-grade students.
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Then, the next step is the result of
quantitative data processing from the pretest and
posttest scores of students' poster writing skills.
For quantitative data analysis, use normality,
homogeneity, T, and N-gain score tests. The first
test is the normality test. The normality test is
conducted to determine whether the data in a
sample comes from a normally distributed
population. Because the population in this study
is less than 50 samples, the normality test used is
the Shapiro-Wilk test.

The Shapiro-Wilk normality test provides
that if the Sig value > 0.05, it can be concluded
that the data is normally distributed. If the Sig
value < 0.05, then it can be concluded that the
data is not normally distributed. The results of the
normality test in this study can be seen in Table
3.

Table 3 Shapiro-Wilk Normality Test Results

Statistic  df Sig.
Pretest 0.944 29 0.131
Posttest 0.933 29 0.065

Based on the results of the normality test
above, it can be seen that the Sig value of the
pretest and posttest exceeds the provisions of
0.05. Because the Sig value > 0.05, it can be
concluded that the data in this study is usually
distributed.

Next, the second quantitative data analysis
is the homogeneity test. The homogeneity test is
carried out to determine whether the data
the
homogeneous. The homogeneity test has a

variants in this study are same or
provision that if the Sig value > 0.05, it can be
concluded that the data in this study are
homogeneous. If the Sig value < 0.05, then it can
be concluded that the data in this study are not
homogeneous. The results of the homogeneity

test in this study can be seen in Table 4.

Table 4 Homogeneity Test Results
dft  df2

Lavene
Statistic

Sig
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Based on 3.056 1 56  0.086 t 18.465

the Mean df 28

Based on 2.184 1 56  0.145 Sig (2-tailed) 0.001

the Median

Based on 2.184 1 47. 0.146 Based on Table 5, we can see that the Sig
Median and 508 value (2-tailed) of this T-test is 0.0001, which is
with <0.05, so it can be concluded that there is a
adjusted df significant difference between before and after
Based on 2.851 1 56  0.097 using STEAM-based e-booklet media.

the trimmed
mean

Based on the results of the homogeneity
test above, it can be seen that the Sig value
exceeds the threshold of 0.05. Because the Sig
value> 0.05, it can be concluded that the data in
this study are the same or homogeneous.

Next, for the third test is the T-test. The T-
test is carried out if the data in the study have met
the requirements, namely, the data is normally
distributed and the data is the
homogeneous. The T-test can be carried out
because the test results show that the data is
normal and homogeneous.

The type of T-test conducted in this study
uses the Paired Sample T-test type, which
compares two averages from the same group at
different times and conditions. The goal is to find

same oOor

out whether there is a significant difference
between before and after treatment is given.

The Paired Sample T-test provides that if
the Sig value (2-tailed) <0.05, it can be concluded
that there is a significant difference between
before and after using e-booklet media. If the Sig
value (2-tailed) > 0.05, then it can be concluded
that there is no significant difference between
before and after using e-booklet media. The
results of the T-test in this study can be seen in
Table 5.

Table 5: T-Test Results

Score
Mean 9.06897
Std. Deviation 2.64482
Std. Error Mean 0.49113
Lower 10.07500
Upper 8.06293
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The last test is the N-gain Score test. The
N-Gain Score test is used to measure the
effectiveness of a learning or treatment based on
the increase in student variables between before
and after the treatment is given. The N-Gain test
shows how much increase in value is achieved
compared to the maximum increase that can be
achieved. The results of the criteria for the N-gain
Score test can be seen in Table 6.

Table 6: Criteria for N-gain Score Test

N-gain Score Criteria
>70 High
30-69 Medium
<30 Low

The results of the N-gain test can be seen
in Table 7.

Table 7 N-gain Test Results
N-gain Score

N 29
Minimum 18.75
Maximum 60.87
Mean 41.7037
Std. Deviation 9.45119

Based on the table above, it can be seen
that the test results from the N-gain test are at
41.70, which is included in the medium category.
So it can be concluded that the development of
STEAM-based e-booklet
improves the poster writing skills of lower-grade
students.

Education

media effectively

the
development of a nation. In the era of
globalization like today, of course, the challenges

is a key factor in

in the world of education are becoming
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increasingly complex and require innovation in
the learning process to improve the quality of
student learning. In addition, education also has
an important role in forming the quality of
superior and highly competitive human resources
(Sudarma, 2022).

A practical and innovative learning process
is one of the primary keys to achieving
educational goals. This process not only focuses
on achieving cognitive learning outcomes, but
must also be able to develop students' potential as
a whole, including creativity, which is an
important capital in facing the challenges of the
21st century (Sitepu, 2025).
with  the of
information and communication technology, the

Along development
world of education must adapt by using more
varied and interactive learning media. Learning
media has a strategic role in increasing
motivation, understanding of concepts, and
active involvement of students in the learning
process (Nashikhah, 2025).

innovation currently developing rapidly is the

One form of

development of learning media. Learning media
has a vital role in increasing the effectiveness of
learning.

Learning media is anything used as an
intermediary or link from the information
provider, namely the teacher, to the recipient of
information, or students, to motivate students to
follow the learning process better (Try, 2022).
Learning media may be an instrument that can be
used as a middle person in learning to extend
viability achieving
instructional objectives, expanding inspiration

productivity  and in
and learning results of students within the
learning process (Khoiriyah, 2022).

This means that learning media must
include five main components, namely as a
mediator of messages or materials in the learning
process, as a learning resource, as a tool to
stimulate students' desire to learn, as an effective
tool to achieve complete and meaningful learning
outcomes, and as a tool to learn and improve
student skills (Hidayat, 2025). If these five
components synergize well, of course, it will
affect the success of learning in achieving the
expected learning objectives.
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Based on the background of the problem
that has been explained, the researcher identified
the problems in the field, namely the causal
factors of the low level of students' writing skills,
which
students, and school facilities and infrastructure.

include identification from teachers,
The results of identifying the causes of the
problem from teachers are the learning model
that is usually used by teachers when teaching,
namely the Problem-Based Learning (PBL)
learning model with lecture, discussion, question
and answer, and role-playing learning methods
only.

Of course, to improve students' writing
skills, teachers must apply other learning models
and methods that are appropriate for students.
One of the learning models that is appropriate for
improving students' skills is the Project-Based
Learning (PBL) learning model. The project-
based learning model can teach students to create
a project integrated with simple text writing
activities.

Identifying the factors causing students'
problems is that students tend to be more
enthusiastic and motivated to follow learning
when combined with the application of digital
learning media. This can be seen from the results
of the assessment of students' written work when
writing a story or descriptive text in the first
semester using only conventional learning media,
where many students were found to be still not
able to write their writing optimally, the writing
is still not neat, the language used is still not
standard, and also the choice of words is still not
right.

The results of identifying the last factor
causing the problem are factors from the facilities
and infrastructure available at the school. The
learning resources are limited to teacher books
and student books, which means that teachers’
learning is limited to these resources, resulting in
less varied learning. Then the researcher also got
the result that, there is no special learning media
to support the subject here is no special learning
media to support subject. In addition, teachers
usually only use a whiteboard to support
learning.
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Then, based on the results of data analysis
and testing that have been explained and
presented by the researcher, it can be concluded
that the development of e-booklet learning media
based on the STEAM approach is efficacious in
improving the poster writing skills of lower-grade
students, which is indicated by an increase in
students' writing skill scores.

CONCLUSION

One form of innovation in developing
learning media today is digital learning media.
Digital learning media is a learning medium that
is in digital form and can be accessed through
various platforms. In reality, those who use
conventional learning methods are not supported
by the application and development of innovative
learning media. This will, of course, indirectly
have an impact on the low level of motor skills of
students. Based on the
interviews conducted by researchers, it can be
that third-grade
problems with their writing skills. Difficulty in
expressing ideas, lack of motivation, and the lack

observations and

concluded students have

of innovative learning media are some of the
factors that cause low students' writing skills. This
makes it difficult for students to develop their
writing skills while studying. The purpose of this
study was to measure the effectiveness of the
development of STEAM-based e-booklet media
in improving the writing skills of grade 3 students.
The results of this study show that the
development of e-booklet media is efficacious in
improving the writing skills of lower-grade
students, as evidenced by the results of the
normality test, homogeneity test, T test, and N-
gain test. So, it can be concluded that the
development of e-booklet learning media based
on the STEAM learning approach effectively
improves the writing skills of lower-grade
students.

REFERENCES

Amelia, W., & Marini, A. (2022). Urgensi Model
Pembelajaran  Science,  Technology,
Engineering, Arts, and Math (STEAM)

82

Sekolah  Dasar. Jurnal
Pendas, 8(1), 291-298.
https://doi.org/10.31949/jcp.v8il. 1947
Arqiya, S., Sidadolog, R. N., Afridannur, W.,
Aulia, M., & Sitepu, M. S. (2025).
Penerapan Learning  untuk
Meningkatkan Kreativitas Belajar Siswa
Kelas 3 Min 1 Langkat. Pendas: Jurnal
Ilmiah Pendidikan Dasar, 10(01), 155-169.
https://doi.org/10.23969/jp.v10i01.2185
9
Damayanti, F. R., Amintarti, S., & Rezeki, A.
(2022). Pengembangan E-Booklet Jenis-
Jenis Jamur Makroskopis di Taman Buah

untuk  Siswa
Cakrawala

Fun

Lokal Kawasan Mangrove Rambai Center
Sebagai Bahan Ajar Biologi di
SMA. JUPEIS: Jurnal Pendidikan dan limu
Sosial, 1(3), 157-172.
https://doi.org/10.55784/jupeis.Voll.Iss
3.163

Dewayanti, N. P., & Sugiharti, R. E. (2025).
Penerapan Metode Gambar Dua Dimensi

untuk  Meningkatkan  Keterampilan
Menulis Puisi pada Siswa Sekolah
Dasar. Didaktika: Jurnal
Kependidikan, 14(1  Februari),  123-132.

https://doi.org/10.58230/27454312.1487
Hidayat, H., Putrayasa, I. B., & Sudiana, I. N.

(2025). Pendekatan Keterampilan Proses
terhadap  Peningkatan = Kemampuan
Menulis Teks Deskripsi pada Siswa
Sekolah Dasar. Jurnal Pendidikan dan
Pembelajaran Indonesia (JPPI), 5(1), 245-254.
https://doi.org/10.53299/jppi.v5il.1014
Ichsan, F. N. (2021). Implementasi perencanaan
pendidikan dalam meningkatkan karakter
bangsa melalui penguatan pelaksanaan
kurikulum. Al-Riwayah:
Kependidikan, 13(2),
https://doi.org/10.47945/al-

riwayah.v13i2.399
Ilhami, A. (2022). Implikasi teori perkembangan

Jurnal
281-300.

kognitif Piaget pada anak usia sekolah

dasar dalam pembelajaran  bahasa
Indonesia. Pendas: Jurnal Ilimiah
Pendidikan Dasar, 7(2), 605-619.

https://doi.org/10.23969/jp.v7i2.6564


https://doi.org/10.31949/jcp.v8i1.1947
https://doi.org/10.23969/jp.v10i01.21859
https://doi.org/10.23969/jp.v10i01.21859
https://doi.org/10.55784/jupeis.Vol1.Iss3.163
https://doi.org/10.55784/jupeis.Vol1.Iss3.163
https://doi.org/10.58230/27454312.1487
https://doi.org/10.53299/jppi.v5i1.1014
https://doi.org/10.47945/al-riwayah.v13i2.399
https://doi.org/10.47945/al-riwayah.v13i2.399
https://doi.org/10.23969/jp.v7i2.6564

Anindhitya Yudhanta Prasetya, et.al / Journal of Primary Education 13 (1) (2024): 75-85

Indriani, H., Rosyida, F., Soelistijo, D., &
Suharto, Y. (2023). Pengembangan
booklet digital berbantuan HTML 5 pada
materi keragaman budaya Indonesia siswa
kelas XI SMA. Jurnal Integrasi dan Harmoni
Inovatif Ilmu-Ilmu  Sosial, 3(3), 203-224.

https://doi.org/10.17977/um063v3i3p20

3-224
Khasawneh, M. A. S. (2021). The Relationship of
Curriculum, Teaching Methods,

Assessment Methods, and School and

Home Environment with Learning
Difficulties in English Language from the
Students' Perspectives. Technium Soc. Sci.
J., 23, 285.
https://doi.org/10.47577/tssj.v23i1.4117

Khoiriyah, A. N., Subali, B., & Linuwih, S.
(2022). of

Learning Media to Foster the Creativity of

Development Interactive

Elementary School Students. Journal of

Primary Education, 11(3), 345-358.
10.15294/jpe.v11i3.75299
Muntamah, B. S. (2024). Menumbuhkan

Kreativitas Dengan Model Pembelajaran:
Tinjauan  Pustaka. Scholaria:  Jurnal
Pendidikan dan Kebudayaan, 14(01), 46-58.

https://doi.org/10.24246/j.j5.2024.v14 i0

1.p46-58

Musarwan, M., & Warsah, 1. (2022). Evaluasi
Pembelajaran  (Konsep. Fungsi dan
Tujuan) Sebuah Tinjauan Teoritis. Jurnal
Kajian  Pendidikan  Islam, 186-199.
https://doi.org/10.58561/jkpi.v1i2.35

Nashikhah, M., & SB, N. S. (2025).
Pengembangan Media Digital Smart
Booklet Menggunakan Strategi Story
Maps Upaya Peningkatan Membaca
Pemahaman Siswa Kelas III SD Negeri
Pulosari 1. Autentik: Jurnal Pengembangan
Pendidikan Dasar, 9(1), 147-159.
https://doi.org/10.36379/autentik.v9il.6
32

Novita, W., Safitri, A., Ananda, M. L.,
Ersyliasari, A., & Rosyada, A. (2023).
Penerapan Teori Perkembangan Kognitif
Oleh Jean Piaget Terhadap Kemampuan
Memecahkan Masalah Siswa
SD/MI. HYPOTHESIS: Multidisciplinary

83

Journal Of Social Sciences, 2(01), 122-134.
https://doi.org/10.62668/hypothesis.v2i

01.662

Nurhamidah, S., & Nurachadijat, K. (2023).
Project based learning dalam
meningkatkan  kemandirian  belajar
siswa. Jurnal  Inovasi,  Evaluasi Dan

Pengembangan Pembelajaran (JIEPP), 3(2),
42-50.
https://doi.org/10.54371/jiepp.v3i2.272

Nurseta, R. A., Sumarni, W., & Isdaryanti, B.
(2024). The Effectiveness of STEAM-
based Integrated Energy Conversion in
Enhancing Critical Thinking Skills and
Learning Outcomes. Journal of Primary
Education, 62-74.

Okpatrioka, O. (2023). Research and
development (R&D) penelitian yang
inovatif = dalam  pendidikan. Dharma

Acariya Nusantara: Jurnal Pendidikan,

Budaya, 1(1), 86-100.
https://doi.org/10.47861/jdan.v1il.154

Permana, B. S., Hazizah, L. A., & Herlambang,
Y. T. (2024). Teknologi pendidikan:
efektivitas

Bahasa dan

penggunaan media
pembelajaran berbasis teknologi di era
digitalisasi. Khatulistiwa: Jurnal
Pendidikan Dan Sosial Humaniora, 4(1), 19-
28.
https://doi.org/10.55606/khatulistiwa.v4
i1.2702

A. P., & Nurhasanah, A. (2025).

Penerapan Model Pembelajaran Project

Putra,

Based Learning untuk Meningkatkan
Keterampilan Berpikir Kreatip Siswa
Kelas IV Sekolah Dasar Negeri 069/VI

Talang Tembago. Sinar Dunia: Jurnal
Riset  Sosial ~ Humaniora dan  Ilmu
Pendidikan, 4(1), 188-204.

https://doi.org/10.58192/sidu.v4i1.3147

Putri, C. D., Puspita, Y., & Aryaningrum, K.
(2025). Pengembangan Media E-Booklet
Pada Materi Arti Lambang Negara
Indonesia Siswa Kelas IIT SD. Jurnal
Ilmiah Pendidikan Dasar (JIPDAS), 5(1), 161-
176.

https://doi.org/10.37081/jipdas.v5il.243
4


https://doi.org/10.17977/um063v3i3p203-224
https://doi.org/10.17977/um063v3i3p203-224
https://doi.org/10.47577/tssj.v23i1.4117
https://doi.org/10.15294/jpe.v11i3.75299
https://doi.org/10.24246/j.js.2024.v14.i01.p46-58
https://doi.org/10.24246/j.js.2024.v14.i01.p46-58
https://doi.org/10.58561/jkpi.v1i2.35
https://doi.org/10.36379/autentik.v9i1.632
https://doi.org/10.36379/autentik.v9i1.632
https://doi.org/10.62668/hypothesis.v2i01.662
https://doi.org/10.62668/hypothesis.v2i01.662
https://doi.org/10.54371/jiepp.v3i2.272
https://doi.org/10.47861/jdan.v1i1.154
https://doi.org/10.55606/khatulistiwa.v4i1.2702
https://doi.org/10.55606/khatulistiwa.v4i1.2702
https://doi.org/10.58192/sidu.v4i1.3147
https://doi.org/10.37081/jipdas.v5i1.2434
https://doi.org/10.37081/jipdas.v5i1.2434

Anindhitya Yudhanta Prasetya, et.al / Journal of Primary Education 13 (1) (2024): 75-85

Qadaria, L., Rambe, K. B., Khairiah, W.,
Pulungan, R. M. 1., & Zahratunnisa, E.
(2023). faktor  penyebab
rendahnya keterampilan menulis belajar
siswa SD kelas 1IV.Jurnal Bintang
Pendidikan Indonesia, 1(3), 97-106.
https://doi.org/10.55606/jubpi.v1i3.167
2

Ridwan, M. M., Sujana, A., & Ali, E. Y. (2025).
Dampak Model Project Based Learning

Analisis

Pada  Pembelajaran IPA  Dalam
Meningkatkan Kreativitas Siswa Sekolah
Dasar. Elementary School: Jurnal
Pendidikan dan  Pembelajaran  ke-SD-
an, 12(1), 62-72.
https://doi.org/10.31316/esjurnal. v12il.
4361

Safitri, A. O., Yunianti, V. D., & Rostika, D.
(2022). Upaya peningkatan pendidikan

di Analisis
pencapaian sustainable development goals
(SDGs). Jurnal Basicedu, 6(4), 7096-7106.
10.31004/basicedu.v6i4.3296

Sari, F. A., Susanto, M. R., Barriyah, I. Q., Nisa,
A.F., & Zulfiati, H. M. (2025). Eksplorasi
Up-Cycle Sampah dengan Pendekatan
STEAM-Tri N untuk Peningkatan
Kreativitas Siswa. Ideguru: Jurnal Karya
Ilmiah Guru, 10(2), 1211-1220.
https://doi.org/10.51169/ideguru.v10i2.
1754

Silaban, M. F., & Zulyusri, Z. (2024). Meta-
Analisis: Validitas Penggunaan E-Booklet
Sebagai Media
Pembelajaran. BIOCHEPHY: Journal of

Education, 4(2), 635-642.

https://doi.org/10.52562/biochephy.v4i2

1369

Z. R. (2025). Efektivitas Model
Pembelajaran Berbasis Proyek Dalam
Meningkatkan Kreativitas Siswa Di
Sekolah Dasar. Eruditio: Jurnal Pendidikan
Guru Sekolah Dasar, 1(1), 6-14.

Soepardi, K. K., & Ilmi, N. (2025). Penerapan
Model Pembelajaran Project Based
Learning (Pjbl) untuk Meningkatkan Hasil
Belajar Siswa Kelas IV. Pendas: Jurnal
Ilmiah Pendidikan Dasar, 10(01), 478-488.

berkualitas Indonesia:

Science

Sitepu,

84

https://doi.org/10.23969/jp.v10i01.2271

8
Sudarma, U. (2022). Pendidikan karakter dalam
mewujudkan sumber daya manusia

berdaya saing menuju Indonesia Emas
2045. Sharia: Jurnal Kajian Islam, 1(1), 37-
55.
https://doi.org/10.59757/sharia.v1il .4

Suroto, S. (2024). Karakteristik Siswa Sekolah
Dasar Kelas Rendah. Al-Ihtirafiah: Jurnal
llmiah  Pendidikan Madrasah
Ibtidaiyah, 1-9.
https://doi.org/10.47498/ihtirafiah .v4il.
3067

Tiep, P. Q. (2023). Solutions to enhance primary
school teachers' Awareness of the Role of
STEM in primary school. Technium Soc.
Sci. J., 43, 173.
https://doi.org/10.47577/tssj.v43i1.8862

Try, N., Abidin, Y., & Rakhmayanti, F. (2022).
Pengaruh media pembelajaran gambar

Guru

terhadap keterampilan menulis puisi siswa
sekolah dasar. Didaktik: Jurnal Ilmiah
PGSD STKIP  Subang, 8(1), 280-289.
https://doi.org/10.36989/didaktik . v8il.2
74

Ulfah, U., & Arifudin, O. (2021). Pengaruh aspek
kognitif, afektif, dan psikomotor terhadap
hasil belajar peserta didik. Jurnal Al-Amar:
Ekonomi Syariah, Perbankan Syariah, Agama
Islam, Manajemen Dan Pendidikan, 2(1), 1-9.

Widiawati, T. K., & Kristrin, F. (2025).
Penerapan Model Pembelajaran Project
Based learning untuk Meningkatkan Hasil
Belajar dan Keaktifan Siswa pada Mata
Pelajaran Matematika Kelas 5 SD Negeri
Tingkir Lor 02 Tahun 2023-2024. Journal
Mathematics Education Sigma [JMES], 6(1).
https://doi.org/10.30596/jmes.v6il.1982
Zz

Widyastika, D., Wahyuni, N., Yusnita, N. C., &
Daulay, R. S. A. (2025). Efektivitas
Pendekatan STEAM
Meningkatkan Kemampuan Berpikir
Kritis Siswa Sekolah Dasar. Jurnal Ilmiah
Pendidikan Citra Bakti, 12(1), 292-303.

https://doi.org/10.38048/jipcb.v12i1.463
1

Dalam


https://doi.org/10.55606/jubpi.v1i3.1675
https://doi.org/10.55606/jubpi.v1i3.1675
https://doi.org/10.31316/esjurnal.v12i1.4361
https://doi.org/10.31316/esjurnal.v12i1.4361
https://doi.org/10.31004/basicedu.v6i4.3296
https://doi.org/10.51169/ideguru.v10i2.1754
https://doi.org/10.51169/ideguru.v10i2.1754
https://doi.org/10.52562/biochephy.v4i2.1369
https://doi.org/10.52562/biochephy.v4i2.1369
https://doi.org/10.23969/jp.v10i01.22718
https://doi.org/10.23969/jp.v10i01.22718
https://doi.org/10.59757/sharia.v1i1.4
https://doi.org/10.47498/ihtirafiah.v4i1.3067
https://doi.org/10.47498/ihtirafiah.v4i1.3067
https://doi.org/10.47577/tssj.v43i1.8862
https://doi.org/10.36989/didaktik.v8i1.274
https://doi.org/10.36989/didaktik.v8i1.274
https://doi.org/10.30596/jmes.v6i1.19827
https://doi.org/10.30596/jmes.v6i1.19827
https://doi.org/10.38048/jipcb.v12i1.4631
https://doi.org/10.38048/jipcb.v12i1.4631

Anindhitya Yudhanta Prasetya, et.al / Journal of Primary Education 13 (1) (2024): 75-85

Whulandari, E. (2022). Pemanfaatan powerpoint
interaktif sebagai media pembelajaran
dalam hybrid learning. JUPEIS: Jurnal
Pendidikan Dan Ilmu Sosial, 1(2), 26-32.
https://doi.org/10.55784/jupeis.Voll.Iss
2.34

Zahwa, F. A., & Syafi’i, 1. (2022). Pemilihan
pengembangan media  pembelajaran
berbasis teknologi informasi. Equilibrium:
Jurnal  Penelitian  Pendidikan ~ Dan
Ekonomi, 19(01), 61-78.
https://doi.org/10.25134/equi.v19i01.39
63

85


https://doi.org/10.55784/jupeis.Vol1.Iss2.34
https://doi.org/10.55784/jupeis.Vol1.Iss2.34
https://doi.org/10.25134/equi.v19i01.3963
https://doi.org/10.25134/equi.v19i01.3963

