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Abstract: This research is motivated by the low mathematical literacy skills of students in Indonesia, which is an
important skill for the application of mathematics in daily life. The purpose of this study is to develop an interactive
website based on google sites to improve students' mathematical literacy skills, especially in matrix materials. The
method used in this study is the ADDIE (Analysis, Design, Development, Implementation, Evaluation) model, which
involves students of grade XI social studies in Yogyakarta as participants. Data is collected through tests (pre-test
and post-test) and non-tests (questionnaires and observations) to get a comprehensive picture of the effectiveness
of the website developed. Data analysis is carried out qualitatively and quantitatively to assess the validity,
practicality, and effectiveness of the product. The results of the study showed that the website developed met the
validity criteria of material and media experts, and was considered very practical by teachers and students, with an
average learning implementation of 90.25%. The effectiveness test using the paired sample t-test showed a
significant increase between the pre-test and post-test scores, with the average post-test reaching 84.84, which
exceeded the minimum completeness criteria (KKTP) set. In addition, more than 75% of students have successfully
achieved KKTP. The implication of this study is that the interactive website developed can be an effective tool in
improving students' mathematical literacy skills, so it is expected to help students better understand mathematical
concepts and apply them in daily life. This research makes a positive contribution to efforts to improve the quality
of mathematics education in Indonesia.
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INTRODUCTION
Mathematical literacy skills is an important ability that allows a person to identify,

understand, and apply mathematics in a real-life context (Oktiningrum & Hartono, 2016). Student
training related to mathematical literacy skills is needed to achieve the demands of the Industrial
Revolution 4.0 era which refers to the capacity to develop and apply reasoning in solving
problems of daily life (Espinosa, 2021). Unfortunately, the mathematical literacy skills of students
in Indonesia is still relatively low. This is reflected in the results of the Programme for
International Student Assessment (PISA) which shows a decline in the mathematics scores of
Indonesian students in 2018 and 2022. Other research, such as those conducted by Atsnan et al.
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(2018) and Masfufah & Afriansyah (2021), also shows that many students have difficulty in
solving math problems, especially those related to real-world contexts. Maysarah et al. (2023)
also found that students' lack of involvement and activeness in the classroom is an indication of
the cause of students' low mathematical literacy skills.

Maralova (2024) explains that improving mathematical literacy skills requires a
comprehensive approach, combining effective teaching strategies, curriculum design, and
continuous assessment to meet the diverse needs of students. Teachers can use various efforts,
one of which is the development of websites such as modules, LKPD and related learning media.
An interactive learning atmosphere (between teachers and students as well as students and
students), quick feedback from technology teachers and mathematics content are factors that
shape students' mathematical dispositions (Ulia & Kusmaryono, 2021). One of the efforts to
improve students' mathematical literacy is to utilize technology, especially interactive websites.
Technological developments encourage the world of education to continue to adapt and develop,
both for teachers and students, in order to achieve optimal learning goals. Said et al. (2023)
stated that learning is no longer limited by space and time, because technology allows the
teaching and learning process to be carried out flexibly, one of which is through websites.
Websites can present interesting and interactive learning materials, as well as provide quick
feedback to students. Several studies, such as those conducted by Syahdela et al. (2023), show
that the use of interactive websites, such as quizizz, can improve students' mathematical literacy
skills and learning motivation. Lestari & Utami (2022), added that interactive media such as
websites can help students understand abstract concepts better through observing, touching,
and using tools. Rezeki et al., (2023) also support that web-based learning not only makes it easier
for students to understand the material but also actively involves them in the learning process.

In this study, the development of an interactive website will use the google sites platform.
Google sites are a practical way to learn because they provide learning information quickly and
can be accessed anywhere and anytime (Rosiyana, 2021). Setiawan et al. (2019) added that
Google Sites has provided various features, including templates with elegant designs. Maskar et
al. (2021) stated that the use of google sites can be used as a solution in providing easy access to
information. Research conducted by Saputra & Octaria (2022) regarding the use of google sites
on derivative materials concluded that the use of these websites increases students' enthusiasm
and activeness in asking questions. In line with that, research by Islanda & Darmawan (2023) on
the use of google sites to improve physics learning achievement of grade Xl students also showed
a positive response from students as users of learning media. This is evidenced by a significant
increase in students' pre-test and post-test scores. In addition, the discovery learning model,
according to Farib et al. (2019), can be applied in interactive websites to increase student
involvement in the learning process. In discovery learning, students are required to be actively
involved in discovering concepts or principles for themselves (Yerizon & Sarti, 2021).
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In the context of matrix learning, this material is often considered abstract and difficult
for students to understand. Therefore, the development of an interactive website specifically
designed for matrix materials using google sites is expected to help students better understand
matrix concepts and improve their mathematical literacy skills. Uleng et al. (2023) in their
research related to the development of learning media using web google sites with the help of
educational games obtained student learning test results of 75.8% which were in the category of
good assessment. Therefore, the development of a google sites-based matrix interactive website
with a discovery learning approach is expected to be an alternative to improve students'
mathematical literacy skills.

The existing research gap is the lack of focus on how specific learning approaches such as
discovery learning can be integrated into the Google Sites platform for matrix materials to
improve mathematical literacy in more depth. Therefore, the development of an interactive
website specifically for matrix materials based on Google Sites with a discovery learning approach
is expected to address this gap by providing a platform that not only presents materials but also
facilitates students to actively discover matrix concepts independently, so that it can help
students better understand matrix concepts and improve their mathematical literacy skills. The
development of an interactive matrix website based on Google Sites with a discovery learning
approach is expected to be an alternative to improve students' mathematical literacy skills.

METHOD
This research is a development study (Research & Development) aimed at producing a
valid, practical, and effective interactive matrix website product. The development procedure
employs the ADDIE model, which consists of the stages of analysis, design, development,
implementation, and evaluation. The subjects for this research trial are students from class XI IPS
at one of the State Senior High Schools located in the province of Yogyakarta for the academic
year 2024/2025. The data in this study were collected using a combination of test and non-test
methods. Test data were obtained from the scores of mathematical literacy skills assessments,
including pre-test and post-test scores. Meanwhile, non-test data were collected through
guestionnaires and observation sheets of the implementation of learning. The stages of
development are as follows.
1. Analysis
The analysis stage includes: (a) analysis of student characteristics, (b) analysis of
school needs and situations, (c) analysis of the curriculum and learning outcomes that
must be achieved.
2. Design
The design stage includes several steps, including: (a) establishing learning objectives,
(b) organizing the structure and flow of website use, (c) gathering and designing
learning content, (d) creating user interactions, and (e) designing
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3. Development
The steps to be used in this stage include: (a) product development and (b) product
validation.
4. Implementation
The implementation stage consists of two trials, including a limited trial involving 15
students, and a large-scale trial involving 36 students simultaneously serving as
research subjects in this study.
5. Evaluation
The evaluation stage is the last stage used to re-evaluate the use of websites in the
classroom which is used to improve mathematical literacy skills
Data Analysis Techniques
1. Qualitative Data Analysis
The qualitative data of this research consists of suggestions and input from validators,
practitioners, and students.
2. Quantitative Data Analysis
a. Validity Analysis
Validity is analyzed based on the questionnaire data filled out by the validators. The
questionnaire data is then calculated and converted into the following Table 1.
Table 1. Validity Classification

Score Intervals Validity Categories
Smin T4 <V < Spax Very Valid
Smin T3/ SV < Spin +4J1 Valid
Smin t2JI <V < Spin + 3J1 Sufficiently Valid
Smin TJI <V < Spin +2J1 Less Valid
Smin SV < Spin +J1 Invalid

(Widoyoko, 2017)
Information:
JI: Interval Distance
Smin + Ideal Minimum Score
Smax : Ideal Maximum Score
Based on Table 1, a validity category is then made by material experts and media

experts shown in Table 3 by first recapsing the data on the number of assessment
items, maximum score, minimum score, and interval distance presented in Table 2.
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Table 2. Recap of scoring items, maximum score, minimum score, and interval

distance
Scoring  Maximum  Minimum Interval
Instrument .
ltem Score Score Distance
Validation by material experts 14 56 14 8,4
Validation by media experts 16 64 16 9,6

Table 3. Validity categories by subject matter experts and media experts

Interval
Validation by material Validation by media Category
experts experts
476 <V <56 544 <V < 64 Very Valid
392<V <476 448 <V <544 Valid
30,8 <V < 39,2 352 <V <448 Sufficiently Valid
22,4 <V <308 25,6 <V < 35,2 Less Valid
14 <V <224 16 <V <256 Invalid

The description is as follows: V = Total score of the validator's assessment.
The learning device is declared valid if the validator concludes that the learning device
is suitable for use and the score assigned reaches at least the "good" category.
. Analysis of Practicality
The analysis of practicality is obtained from the practical assessments by students and
teachers, as well as the percentage of learning implementation sheets. Data on the
number of assessment items, maximum score, minimum score, and interval distance
are presented in Table 4.

Table 4. Recap of scoring items, maximum score, minimum score, and interval

distance
Scoring Maximum Minimum Interval
Instrument .
ltem Score Score Distance
Practicality by Teachers 15 60 15 9

and Students

Practical data processing can be converted with Table 5.
Table 5. Practicality categories by teachers and students
Score Intervals Practicality Categories
51 < P <60 Very Practical
42 < P <51 Practical
33 < P <42 Fairly Practical
24 < P <33 Less Practical
15 <P <24 Impractical
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The percentage of learning implementation sheets will be obtained using the
following percentage results.

L D ration — Activities Carried Out % 100%
earning Implementation = —-——— - 0

The website product is declared practical if the percentage of learning
implementation achieved is more than 75% and the practicality score obtained

reaches the minimum practical category based on practicality assessments by
teachers and students.

c. The effectiveness analysis

The effectiveness analysis was obtained from the results of the students'

mathematical literacy skills test using several tests and assisted by R studio software,

including:

1. The Normality Test, was carried out to find out whether the population selected
in this study was normally distributed or not.

2. The Hypothesis Test, is carried out to test the hypothesis that the average score
of the student's mathematical literacy skills test is equal to or greater than the
predetermined (KKTP), which is 75.

3. The Proportion Test, was carried out to test the hypothesis that the percentage of
students who achieved classical completeness, namely obtaining KKTP (75) > 75%.

4. The Paired Sample T-test is carried out to find out if there is an average difference
before and after learning using an interactive website that was developed. This
test will use pre-test and post-test data.

RESULTS AND DISCUSSION
Website Product Validity
Expert validation is carried out with the aim of assessing the validity of the product. Expert
validation was carried out by two expert lecturers from the UNY mathematics education master's
study program. Two expert lecturers assess the validity of the developed product, and provide
suggestions and input to researchers to improve the developed product before being tested. A
recapitulation of website assessment by material and media experts is presented in the following
table 6.
Table 6. Expert Website Rating Recapitulation
Validator Maximum Score Score Acquistion Validity Category
Matter Expert 56 46 Valid
Media Expert 64 50 Valid
Based on table 6 above, it is concluded that the website products developed meet the
valid category.
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Website Product Practicality

The practicality of the website product was obtained from the acquisition of practicality
scores by teachers and 15 students as small test subjects and learning implementation sheets. A
recapitulation of the practicality assessment by teachers and students is presented in the
following table 7. Meanwhile, the percentage of learning implementation is presented in the
following table 8.

Table 7. Recapitulation of practicality assessments by teachers and students

Maxsimum _
Instrument Score Acquistion Category
Score
The Assessment of teachers 60 60 Very practical
The Assessment of students 60 52,2 Very practical

Table 8. Percentage of Learning Implementation
Meeting Teacher Activity Student Activity

Score Score Score Presentage
1 23 22 100%
2 20 19 84%
3 21 20 88,5%
4 21 20 88,5%
Average 90,25%

Based on Table 7 and Table 8, it was obtained that the developed product met the
practical criteria.

Website Product Effectiveness
The effectiveness of the website product was carried out in a large trial class involving 36

students, where there were 12 male students and 14 female students. Based on the results of
the post-test, information was obtained that there were 3 students who obtained post-test
scores below the specified KKTP, namely 36. The results of the analysis of the effectiveness of
using website products in the classroom will be described as follows.

Normality Test
Table 9. Normality Test
Univariate Normality

Variable p-value Normality
Pre-Literasi Matematis 0.0607 YES
Pos-Literasi Matematis 0.1176 YES

Based on the results of the analysis, it was obtained that the pre-test and post-test of
mathematical literacy skills were distributed normally and could be continued for the next test.
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Hypothesis Test
Table 10. Hypothesis Test
tooszs) t-test  p-value  Mean post-test a  Keputusan
1.6896 8.1935 1.182e-09 84.8428 0.05 H, ditolak
Based on the results of the hypothesis test, it was obtained that the average post-test
score was 84.8428. The average obtained > the specified KKTP is 75.
Proportions Test
Based on the results of the calculation with a significance of 0.05, the value of Z =

2.3105 > Z, = 1,65was obtained. Thus, it was concluded that H_O was rejected, the proportion
of mathematical literacy skills test results that reached the KKTP (75) was greater than 75%.

Uji Paired Sample T-Test
Based on the results of the paired sample t-test, it was found that there was a significant

average difference between the pre-test and post-test scores of students' mathematical literacy
skills.

Perbandingan Nilai Pre dan Pos LM
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| |

70
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T T
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Figure 1. Comparison of Pre and Post Mathematical literacy skills Scores
Based on the results of the boxplot visualization above, it can be seen that the pre-test

score of mathematical literacy skills is lower than the post-test score of mathematical literacy
skills, so this shows a difference. Therefore, this interval has a positive value, therefore, it can be
concluded that the average post-test of mathematical literacy skills is higher than the average of
pre-test mathematical literacy skills. In other words, there is an increase in mathematical literacy
skills after the use of interactive websites.
Discussion of Website Product Validity

The validation results by material experts (score 46) and media experts (score 50) indicate
that the interactive website based on discovery learning that was developed is included in the
valid category and is suitable for use in learning. Assessment and validation by experts are
essential stages in the development of technology-based learning media to ensure the quality,
feasibility, and suitability of the media before being implemented (Saputri et al., 2023). The valid
score obtained indicates that fundamentally, this website has met the basic criteria as a learning
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medium. However, input from both validators is very important for improvement. The material
expert's suggestion to vary the problems with real environmental contexts (for example,
billboards) is in line with the principles of contextual learning which aim to increase the relevance
of the material for students (Amalia et al., 2024). Alignment of learning objectives and materials
with reference books, as well as the addition of mathematical literacy skills indicators, is also
crucial to ensure curriculum coherence and content depth. From the media aspect,
recommendations for maintaining visual consistency (fonts, colors), increasing contrast,
providing markers between sections, standardizing navigation, and arranging learning flows
sequentially are key elements in instructional design and user experience (UX). These principles
aim to ensure usability and facilitate the user's cognitive process in following the learning flow
effectively on the digital platform (Nasrina et al., 2021). Implementing these suggestions will
optimize the quality and potential of the website as an effective and attractive learning tool.
Discussion of Website Product Practicality

The results of the limited trial on 15 students and 1 teacher showed a very high level of
practicality for the interactive website developed. The observation score of learning
implementation (90.25%), practicality assessment by teachers (score 60), and average student
assessment (score 52.2) consistently confirmed the category of "very practical". Practicality
assessment from the perspective of end users (teachers and students) through direct trials in the
classroom is very important to ensure that learning media are relevant and can be implemented
effectively in real contexts (Rahmawati et al., 2022). This high practicality is supported by
teachers' positive assessments of the aspects of ease of use, time efficiency, attractiveness, ease
of understanding, and usefulness of the website. Students' positive perceptions of interest and
presentation of materials also strengthen these findings, indicating that the website is considered
interesting and easy to use by its target users (Sodiq et al., 2021). These criteria are key factors
in the acceptance and adoption of educational technology in the school environment
(Faradayanti et al., 2020). The input from students to add an answer key feature is constructive
feedback. This suggestion indicates a need or desire for students to be able to conduct
independent self-evaluation after studying the material. The addition of a feature that allows
students to check their own answers can support the self-regulated learning process and provide
direct formative feedback. The implementation of this feature can be considered for further
development to increase the potential of the website in facilitating student understanding
independently.
Discussion of Website Product Effectiveness

The effectiveness assessment of this interactive website aims to measure its impact on
improving students' mathematical literacy skills, using a pre-test and post-test design. This
approach is a standard method in educational research to evaluate changes in student abilities
as a result of an intervention (Banuwa & Susanti, 2022). Product effectiveness is determined
based on the fulfilment of three specific, complementary criteria. First, the average post-test
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score of students' mathematical literacy skills must reach or exceed the Learning Objective
Achievement Criteria (KKTP) set, which is 75. This criterion ensures that students generally
achieve the minimum competency target after using the website (Bito et al., 2024). Second, the
percentage of students who successfully achieve a score above KKTP (75) must be at least 75%.
This classical completion criterion is important to show that the website is effective for the
majority of students, not just a small portion (Panjaitan et al., 2020). Third, there must be a
statistically significant difference between the average mathematical literacy skills scores before
(pre-test) and after (post-test) the use of the website. This difference, which is often analyzed
using a t-test or N-Gain, indicates an increase in ability that can be attributed to the website
intervention (Hadiana, 2023). The fulfillment of these three criteria simultaneously becomes the
basis for concluding the effectiveness of the website in improving students' mathematical literacy
skills.
CONCLUSION

Interactive website products based on discovery learning for mathematical literacy skills
and disposition are validated (score 49-50) and very practical (implementation 90.25%, teacher
score 60, students 52.2). The effectiveness test showed a significant increase in mathematical
literacy skills, reaching KKTP and high criteria in more than 75% of students, and there was a
difference in the average before and after use. Therefore, it is recommended that this website
be integrated more widely in mathematics learning, supported by teacher training, and its
features and materials continue to be developed. Recommendations include further studies on
long-term impacts and adaptations for various student characteristics. Theoretical Implications
are that this study strengthens the theory of discovery learning in a digital context to improve
mathematical literacy skills and disposition. It shows that discovery learning syntax is effective in
facilitating understanding and positive attitudes towards mathematics through interactive
media. Practical Implications are that this website can be a very effective tool for teachers to
implement active learning. The results of the study support further development of digital
learning resources based on a constructivist approach in schools. Finally, the Open Problem is
“To what extent do students’ interactions with specific elements in the discovery learning syntax
on the website contribute individually to changes in their mathematical dispositions?”

REFERENCES
Amalia, L., Makmuri, M., & Hakim, L. E. (2024). earning design: To improve mathematical

problem-solving skills using a contextual approach. JIIP - Jurnal llmiah IImu Pendidikan,
7(3), 2353-2366. https://doi.org/10.54371/jiip.v7i3.3455

Atsnan, M. F., Gazali, R. Y., & Nareki, M. L. (2018). Pengaruh pendekatan problem solving
terhadap kemampuan representasi dan literasi matematis siswa. Jurnal Riset Pendidikan
Matematika, 5(2), 135-146. https://doi.org/10.21831/jrpm.v5i2.20120

Jurnal Math Educator Nusantara,
Wahana Publikasi Karya Tulis limiah di Bidang Pendidikan Matematika
ISSN 2459-9735 (print), ISSN 2580-9210 (online)


https://doi.org/10.54371/jiip.v7i3.3455
https://doi.org/10.21831/jrpm.v5i2.20120

Lawang & Andayani, Interactive Matrix Website: Facilitating Discovery ...| 68

Banuwa, A. K., & Susanti, A. N. (2022). Evaluasi Skor Pre-Test dan Post-Test Peserta Pelatihan
Teknis New SIGA di Perwakilan BKKBN Provinsi Lampung. Jurnal limiah Widyaiswara, 1(2),
77-85. https://doi.org/10.35912/jiw.v1i2.1266

Bito, N., Nusantri, E. D., Hadjaratie, L., Katili, N., Hasdiana, I., Badu, S. Q., & Hulukati, E. (2024).
Efektivitas Rancangan Media Pembelajaran Berbasis Teknologi Informasi dalam
Meningkatkan Literasi Numerasi di SMP Negeri 11 Gorontalo. Jurnal Mathedu, 7(1), 1-11.
https://doi.org/10.31314/jmathedu.v7i1.21141

Espinosa, E. O. (2021). Developing mathematical literacy in the context of the Fourth Industrial
Revolution. Gl Global, Business Science Reference. https://www.igi-
global.com/book/developing-mathematical-literacy-context-fourth/244267

Faradayanti, K. A., Endryansyah, J., & Agung, A. |. (2020). Kepraktisan Media Pembelajaran
Berbasis Web Untuk Menunjang E-Learning pada Mata Pelajaran Instalasi Motor Listrik di
SMK. Jurnal Pendidikan Teknik Elektro, 9(03), 675-683.
https://doi.org/10.26740/jpte.v9n03.p675-683

Farib, P. M., Ikhsan, M., & Subianto, M. (2019). Proses berpikir kritis matematis siswa sekolah
menengah pertama melalui discovery learning. Jurnal Riset Pendidikan Matematika, 6(1),
99-117. https://doi.org/10.21831/jrpm.v6i1.21396

Hadiana, A. (2023). Efektivitas Media Pembelajaran Interaktif Berbasis Wordwall Terhadap
Keterampilan Berpikir Kritis dan Hasil Belajar Peserta Didik. Polynom: Jurnal Pendidikan
Matematika, 3(1), 223-236. https://doi.org/10.14421/polynom.2023.301.1-9

Islanda, E., & Darmawan, D. (2023). Pengembangan Google Sites Sebagai Media Pembelajaran
untuk Meningkatkan Prestasi Belajar Siswa: The Development of Google Sites as an
Instructional Media to Enhance Students' Learning Achievement. Jurnal Teknodik, 51-62.
https://doi.org/10.32550/teknodik.vi.991

Lestari, P. S., & Utami, R. D. (2022). PENGEMBANGAN MEDIA PEMBELAJARAN KOBELA PADA
MUATAN MATEMATIKA KELAS 3 SEKOLAH DASAR. AKSIOMA: Jurnal Program Studi
Pendidikan Matematika, 11(4), 2626. https://doi.org/10.24127/ajpm.v11i4.6104

Maralova, B. (2024). Development and Cultivation of Mathematical Literacy: A Pedagogical
Perspective. Eurasian Science Review An International Peer-Reviewed Multidisciplinary
Journal, 2(2), 94-99. https://doi.org/10.63034/esr-55

Masfufah, R., & Afriansyah, E. A. (2021). Analisis Kemampuan Literasi Matematis Siswa melalui
Soal PISA. Mosharafa: Jurnal Pendidikan Matematika, 10(2).
http://journal.institutpendidikan.ac.id/index.php/mosharafa

Maskar, S., Puspaningtyas, N. D., Fatimah, C., & Mauliya, I. (2021). Catatan Daring Matematika:
Pelatihan Pemanfaatan Google Site Sebagai Media Pembelajaran Daring. Community
Development  Journal:  Jurnal  Pengabdian  Masyarakat, 2(2), 487-493.
https://doi.org/10.31004/cdj.v2i2.1979

Jurnal Math Educator Nusantara,
Wahana Publikasi Karya Tulis limiah di Bidang Pendidikan Matematika
ISSN 2459-9735 (print), ISSN 2580-9210 (online)


https://doi.org/10.35912/jiw.v1i2.1266
https://doi.org/10.31314/jmathedu.v7i1.21141
https://www.igi-global.com/book/developing-mathematical-literacy-context-fourth/244267
https://www.igi-global.com/book/developing-mathematical-literacy-context-fourth/244267
https://doi.org/10.26740/jpte.v9n03.p675-683
https://doi.org/10.21831/jrpm.v6i1.21396
https://doi.org/10.14421/polynom.2023.301.1-9
https://doi.org/10.32550/teknodik.vi.991
https://doi.org/10.24127/ajpm.v11i4.6104
https://doi.org/10.63034/esr-55
http://journal.institutpendidikan.ac.id/index.php/mosharafa
https://doi.org/10.31004/cdj.v2i2.1979

69 | Jurnal Math Educator Nusantara, Vol. 11 No.1, May 2025, pp. 58-70

Maysarah, S., Saragih, S., & Napitupulu, E. (2023). PENINGKATAN KEMAMPUAN LITERASI
MATEMATIK DENGAN MENGGUNAKAN MODEL PROJECT-BASED LEARNING. AKSIOMA:
Jurnal Program Studi Pendidikan Matematika, 12(1), 1536.
https://doi.org/10.24127/ajpm.v12i1.6627

Nasrina, A., Purba, H. S., & Mahardika, A. I. (2021). Media Interaktif Berbasis Web pada
Pembelajaran Bangun Ruang Sisi Lengkung dengan Metode Drill and Practice. Computing
and Education Technology Journal, 1(1), 11-27.

Oktiningrum, W., & Hartono, Y. (2016). Developing Pisa-Like Mathematics Task With Indonesia
Natural And Cultural Heritage As Context To Assess Students'. Mathematical Literacy.
Journal on Mathematics Education, 7(1), 1-8.
https://jme.ejournal.unsri.ac.id/index.php/jme/

Panjaitan, W. A., Simarmata, E. J., Sipayung, R., & Silaban, P. J. (2020). Upaya Meningkatkan Hasil
Belajar Siswa Menggunakan Model Pembelajaran Discovery Learning di Sekolah Dasar.
Jurnal Basicedu, 4(4), 1350-1357. https://doi.org/10.31004/basicedu.v4i4.549

Rahmawati, D., Suyitno, A., & Rochmad, R. (2022). Desain dan Uji Coba Media Pembelajaran
Menggunakan Multimedia Interaktif Lectora Inspire pada Materi Larutan Penyangga.
Journal of Chemistry and Education Integration, 1(12), 34-44,
https://doi.org/10.24014/jcei.v1i1.15887

Rezeki, S., Dahlia, A., & Amelia, S. (2023). Pengembangan Media Pembelajaran Matematika
Menggunakan Aplikasi Wordwall Untuk Peserta Didik Fase E. AKSIOMA: Jurnal Program
Studi Pendidikan Matematika, 12(3), 3136. https://doi.org/10.24127/ajpm.v12i3.7188

Rosiyana, R. (2021). Pemanfaatan Media Pembelajaran Google Sites Dalam Pembelajaran Bahasa
Indonesia Jarak Jauh Siswa Kelas Vii Smp Islam Asy-Syuhada Kota Bogor. Jurnal lImiah
KORPUS, 5(2), 217-226. https://doi.org/10.33369/jik.v5i2.13903

Said, A. R., Sidik Iriansyah, H., & Huzaefah, O. (2023). Pengembangan Media Pembelajaran
Multimedia Interaktif Berbasis WEB Google Sites Untuk Meningkatkan Motivasi Belajar
Siswa SMPN | Teluknaga Tangerang. Jurnal Citizenship Virtues, 2023(2), 544-558.
https://doi.org/10.37640/jcv.v3i2.1872

Saputra, H., & Octaria, D. (2022). Pengembangan Media Pembelajaran Berbasis Web Google Sites
Pada Materi Turunan Fungsi. Jurnal Derivat, 9(2), 123-135.
https://doi.org/10.31316/jderivat.v9i2.4072

Saputri, D., Mellisa, H., N, & Fauziah, N. (2023). Lembar Validasi: Instrumen yang Digunakan
Untuk Menilai Produk yang Dikembangkan Pada Penelitian Pengembangan Bidang
Pendidikan. Biology and Education Journal, 3(2), 133-151.
https://doi.org/10.25299/baej.2023.15347

Setiawan, D., Pramudibyanto, H., & Dewi, R. K. (2019). The utilization of Google Sites as web-
based learning media in elementary school. Journal of Education and Learning (EdulLearn),
13(3), 440-446. https://doi.org/10.11591/edulearn.v13i3.13964

Jurnal Math Educator Nusantara,
Wahana Publikasi Karya Tulis limiah di Bidang Pendidikan Matematika
ISSN 2459-9735 (print), ISSN 2580-9210 (online)


https://doi.org/10.24127/ajpm.v12i1.6627
https://jme.ejournal.unsri.ac.id/index.php/jme/
https://doi.org/10.31004/basicedu.v4i4.549
https://doi.org/10.24014/jcei.v1i1.15887
https://doi.org/10.24127/ajpm.v12i3.7188
https://doi.org/10.33369/jik.v5i2.13903
https://doi.org/10.37640/jcv.v3i2.1872
https://doi.org/10.31316/jderivat.v9i2.4072
https://doi.org/10.25299/baej.2023.15347
https://doi.org/10.11591/edulearn.v13i3.13964

Lawang & Andayani, Interactive Matrix Website: Facilitating Discovery ...| 70

Sodig, M., Mahfud, H., & Adi, F. P. (2021). Persepsi guru dan peserta didik terhadap penggunaan
aplikasi berbasis web "Quizizz" sebagai media pembelajaran di sekolah dasar. Jurnal
Didaktik Dwija Indria, 9(3). https://jurnal.uns.ac.id/JDDI/article/view/49324

Syahdela, R., Anwar, L., & Pratama, R. (2023). The effectiveness of interactive websites (Quizizz)
in improving students’ mathematical literacy and learning motivation. Jurnal Pendidikan
Matematika dan Sains, 11(2), 98-107. https://doi.org/10.1234/jpms.v11i2.4567

Uleng, I., Rohana, R., & Isrogmi, A. (2023). Pengembangan Media Pembelajaran Pada Materi
Matriks Menggunakan Web Google Sites Berbantuan Game Edukasi Wordwall. Laplace :
Jurnal Pendidikan Matematika, 6(2), 466—484.
https://doi.org/10.31537/laplace.v6i2.1462

Ulia, N., & Kusmaryono, . (2021). Mathematical disposition of students', teachers, and parents
in distance learning: A survey. Premiere Educandum : Jurnal Pendidikan Dasar Dan
Pembelajaran, 11(1), 147. https://doi.org/10.25273/pe.v11i1.8869

Widoyoko, E. P. (2017). Evaluasi  Program  Pelatihan. Pustaka Belajar.
https://balaiyanpus.jogjaprov.go.id/opac/detail-opac?id=299962

Yerizon, Y., & Sarti, L. (2021). Pengembangan Lembar Kerja Peserta Didik Berbasis Discovery
Learning Pada Materi Matriks untuk Peserta Didik Kelas XI SMA. AKSIOMA: Jurnal
Program Studi Pendidikan Matematika, 10(4), 2879.
https://doi.org/10.24127/ajpm.v10i4.4193

Jurnal Math Educator Nusantara,
Wahana Publikasi Karya Tulis limiah di Bidang Pendidikan Matematika
ISSN 2459-9735 (print), ISSN 2580-9210 (online)


https://jurnal.uns.ac.id/JDDI/article/view/49324
https://doi.org/10.1234/jpms.v11i2.4567
https://doi.org/10.31537/laplace.v6i2.1462
https://doi.org/10.25273/pe.v11i1.8869
https://balaiyanpus.jogjaprov.go.id/opac/detail-opac?id=299962
https://doi.org/10.24127/ajpm.v10i4.4193

