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1. INEODUCTION

Literacy and numeracy skills of junior high school students are basic competencies
that form the foundation of learning in the 2Ist century; however, Indonesian students'
achievement in both areas remains a serious challenge in the national education system [1].
Numeracy literacy is not only about the ability to count but also about applying
mathematical concepts in daily life to analyze information, make decisions, and solve
problems [2]. However, the results of the Programme for International Student Assessment
(PISA) 2022 show that the numeracy literacy of Indonesian students remains below the
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OECD average, with a score of 366 out of 472 [3]. This condition underscores the need for
innovative approaches to mathematics learning to improve students' numeracy literacy.

The Student Worksheet (LKPD) is one of the teaching materials that can be a
solution to improve students' numeracy literacy [4]. Based on observations at SMPN 1
Kepahiang, the teaching materials used do not facilitate numeracy literacy but instead
focus on understanding procedural concepts. The available LKPD is still general and
focuses on practice routine questions rather than linking the material to students' real
experiences [5]. LKPD is a teaching material that includes activities and exercises to
facilitate and improve students' understanding of the learning materials, designed and
developed according to students' conditions and situations [6]. LKPD serves as an efficient
teaching tool to guide students' learning process in a structured manner [7]. LKPD is a
collection of activity sheets designed to help students engage in real-world activities
related to the problem being studied, thereby facilitating learning and fostering more
interactive interactions between teachers and students [8]. Therefore, the problem this
research addresses is the lack of contextually aainnovativcly designed mathematics
LKPD to facilitate numeracy literacy among junior high school students.

The STEAM (Science, Technology, Engineering, Arts, Mathematics) approach is a
relevant methodological strategy for developing LKPD that can facilitate students' literacy
and numeracy in an integrated manner with the local cultural context [9]. The STEAM
approach encompasses scientific, technological, cnginee{m, artistic, and mathematical
aspects in integrated learning activities that encourage students to think critically and
creatively and to solve everyday problems [10]. With the STEAM approach used in LKPD
in the context of Tabut Culture, students will be required to be able to analyze, define, or
make a product from the activities contained in the LKPD [11]. The Tabut is a religious
and cultural ceremony held annually in the month of Muharram in Bengkulu, featuring
various cultural elements, including art, arc@ctu:e, and mathematics [12], [13]. The
majestic structure of the Tabut, with various geometric shapes such as squares, triangles,
rectangles, and other three-dimensional shapes, makes the Tabut culture a highly relevant
context for learning mathematics, especially geometry, for junior high school students [14],
[15]. In the study [16], six mathematical concepts found in the structure of the Ark were
identified, including square, measurement, rectangle, confluence, coherence, and
reflection. 6

Several previous studies have discussed the development of LKPD based on
numeracy literacy and the STEAM approach [3], [8], [17], as well as exploring
ethnomathematics in the culture of the Tabut [14]-[16]. However, these studies still have
limitations. Ethnomathematical research on the Tabut culture generally stops at the
exploration stage of mathematical concepts. In contrast, STEAM-based LKPD
development research has not specifically inteted the Tabut culture as the main context
for mathematics learning, focusing instead on numeracy literacy among junior high school
students. Based on the identified research gap, this study is a follow-up to the previous
research recommendations [16] by developing LKPD within the Tabut culture using a
STEAM approach. The novelty of this research lies in the development of LKPD, which
makes the Tabut culture the center of mathematics learning activities through the STEAM




1
https://doi.org/10.58421/misro.v5il1.1061 259

approach and is specificﬂy designed to facilitate numeracy literacy among junior high
school students in square materials.

The purpose of this study is to develop LKPD in the context of the Tabut culture
using a STEAM approach through a 4D development model, test the validity of LKPD
through expert assessment, and teaits practicality through teacher and student responses
during classroom implementation. This research is expected to contribute to the provision
of innovative teaching materials that integrate local culture with the STEAM approach.

19

2. METHOD

This research uses the Research and Development (R&D) method, aiming to
produce a valid :ﬂpractical Student Worksheet (LKPD). The development model used is
the four-D or 4D model developed by Thiagarajan, consisting of stages of
development, namely define, design, develop, and disseminate [18], [19]. This model was
chosen because it is systematic and suitable for the development of teaching materials such
as LKPD. The following are the stages in 4D development research:

(Define) ‘ (Design) J (Development) (Disseminate)
|

Figure 1. 4D development model by Thiagarajan [20]
23

This research was grried out until the deveWenr stage. The Disseminate stage
was not carried out because the research focused on testing the validity and practicality of
the LKPD developed. The followingsds a detailed explanation of each stage carried out:
The first stage mhe define stage. It is carried out to determine and analyze learning needs
and to collect various information related to the product under development. This stage
consists of several steps: namely, initial analysis, student analysis, and concept analysis.
The second stage is the design stage, which aims to develop the LKPD. Based on initial
observations, it was found that innovative product development is needed to support
classroom learning. At this stage, starting with preparation, determine the product to be
develouj: the LKPD in the Context of Tabut Culture witha STEAM Approach.

The third stage is the development stage, which is carried out to determine
feasibility of LKPD through a validation process and a practicality tegj- The assessment 1s
carried out by providing LKPD to validators. The instrument used is in the form of expert
validation questionnaire sheets. Validation was conducted to assess the feasibility of LKPD
in terms of content, presentation, language, graphic design, display, and application, using
a STEAM approach in the context of Tabut culture. Validators are also asked to provide
comments and suggestions for improving the columns provided. The validation data were
analyzed using [21], [22]:

Validity rate (%) = ——2L507_ 5 100 04

maximum score
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The valéy percentage is obtained using this formula, then interpreted against the validity
criteria to determine the feasibility of the validated product. Here is a table. 1 Validity
percentage criteria:

Table 1. Validity Percentage Criteria
Percentage Criteria
81% - 100% Highly Valid
61% - 80% Valid
41% - 60% Quite Valid
21% - 40% Less Valid
0% - 20% Invalid

The results of the student and teacher response questionnaire to find out the practicality of
LKPD with the STEAM approach based on assessments from students and teachers,
validation data were analyzed using a formula [21], [22]:

total score
maximum score

Percentage of Practicality (%) = X 100 %

The formula obtains the value of the percentage of practicality, then interprets based on
Table 2, as follows:

Table 2. Practicality Percentage Criteria

Percentage Criteria
81% - 100% Very Practical
61% - 80% Practical
41% - 60% Quite Practical
21% - 40% Less Practical
0% - 20% Impractical

3. RESULTS AND DISCUSSION

This research examines the (melopment of LKPD in the context of Tabut Culture,
using a STEAM approach through a 4D model. This research begins with the definition
stage, which aims to determine the type of product to be developed. Initial data were
collected through observation of teaching and learning activities in grade VII at WPN 1
Kepahiang. Based on the observations, the learning process is still focused on students'
understanding of the material concepts. The results of the obgggvation showed that the
practice questions students solved mostly focused on training students' understandin
concepts, and the teaching materials used were limited to printed books. During the
learning process, the teacher always involves students in discussion by asking questions
and asking them to answer in writing or orally. Students also gave good responses during
the question-and-answer process. This indicates that students are committed to following
the learning process. Hgggrever, this enthusiasm has not been optimal for developing
numeracy literacy skills due to the limited availability of contextual and engaging teaching
materials [23].

At the concept analysis stage, the square material was chosen because it was very
relevant to the main structure of the product being developed, which is the miniature
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Tabut. This square material is closely linked to daily life and local culture, and the Tabut
generally resembleua tower with a level arrangement dominated by square shapes. The
STEAM approach makes it easier for students to connect the concept of a square flat
building to real-life processes, from designing a frame to calculating material needs. The
integration of STEAM into mathematics learning has been shown to improve stude
conceptual understanding and thinking skills [24]. After the concept analysis stage, the
next step is to prepare learning objectives. The learning objectives are that students can
identify the geometric shape of the square in the Tabut's structure, can explain and apply
the properties of the square in designing the appropriate pattern, and can design and make
miniatures systematically using the STEAM approach as a form of cultural preservation.
The second stage, namely the Design stage, based on initial observations, found
that developing teaching materials for teachers is needed to support classroom learning.
One form of learning innovation that can be developed is LKPD. The LKPD developed is
an LKPD in the Context of Tabut Culture with a STEAM approach. The design
arrangement of all components of the LKPD made by the researcher is as follows :

Cover

Learning objectives

Instructions for use

I

Learning materials

|

LKPD with an Tabut -
Cultural Context with a  p={| Discourse on Tabut
STEAM approach ulture

H

Activity 1: Design a
miniature pattern for
the Tabut

Activity 2: Assemble
the miniature Tabut

Activity 3:
Numeracy Literacy

1

Figure 2. LKPD Design Design

Figure 2 shows the design of all components of the LKPD, arranged in a structured
manner for the Square material learning process. The first page of the LKPD; this cover is
designed as attractively as possible to display elements of the Arts through the visual
design of Tabut culture. The second page contains learning objectives that range from
understanding the history of the Ark to designing miniatures systematically. The third page
contains instructions for using LKPD so that students can work through it step by step. The
fourth page contains learning materials that integrate STEAM eclements into project
creation. The fifth page presents an informational discourse on the Bengkulu Tabut culture,
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incorporating STEAM elements. Pages six and seven contain a guide to project activities,
starting with the steps of pattern making and design. In this activity, students integrate
Mathematics through the calculation of sizes and the creation of proportional square
patterns, Engineering through the design of stable structures, and Arts through the design
and coloring of a miniature Tabut. Aspect Technology is applied through simple tools such
as rulers, scissors, and glue during the manufacturing process. The eighth page is a
miniature assembly process in which students apply the principles of Engineering to
assemble miniature components into a sturdy, stable structure, and the last page contains
numeracy and literacy questitas based on the activities they have done. After the STEAM-
based LKPD design stage, the next step is to test the LKPD's feasibility through a
validation process conducted by validators. After the validation process is complete, a field
trial Wibbe conducted to assess how LKPD users respond.

The third stage is the development stage, which is carried out to determine the
feasibility of LKPD. Tlmecess involves validators to determine their eligibility score.
The assessment results, suggestions, and input from the validators are then used as the
primary basis for revising and improving the quality of the LKPD. The assessment
instrument uses a design validation questionnaire sheet. The LKPD validation activity,
using the Tabut Culture STEAM approach to facilitate students' literacy and numeracy,
was conducted by two validators who assessed the feasibility of the content, presentation,
language, graphics, display, and application. Here is a rwitulation table of the two
validators. Below are the results of the design validation presented in the table. 3 The
following :

Table 3. Results of the Validation Test on LKPD

No  Validated aspects Quantity  Maximum Score  Validity Value Beri;l

1 Content eligibility 62 70 885 % Highly Valid
2 Presentation 45 50 90 % Highly Valid
3 Language 33 40 825% Highly Valid
4 Graphics qualification 44 50 88 % Highly Valid
5 Display 135 150 90 % Highly Valid
6 Application 44 50 88 % Highly Valid
Quantity 363 410 527 %

Average 8783 % Highly Valid

22

Based on the validation results in Table 3, a score of 362 out of a maximum of 410
was obtained, with a feasibility percentage of 87.83%. Tlmcores obtained from validation
by validators, in accordance with the set criteria, indicate that the LKPD is highly valid and
feasible for use in the learning process. These results show that the LKPD developed meets
quality standards, including language, design, and conformity with the STEAM approach
[17]. During the validation process, the researcher received suggestions from the validator
indicating a slight improvement. Some of the suggestions and inputs provided by
validators include: 1) on the cover this LKPD information has not been presented for the
elementary, junior high or high school levels, 2) on the instructions it is necessary to
improve minor spelling such as "pray" to pray, so that it is in accordance with KBBI, and
information on tools and materials provided by students or researchers has not been
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presented. 3) In LKPD, there has been no statement in the form of a request to students to
explain again about the culture of the ark. The researcher corrected the Lg§PD based on the
validator's comments. Comparison of product parts before and after revision based on
suggestions and feedback from validators.

Table 4. Comparison of LKPD Before and After Revision

No Comments Before Revision After Revision
1. On the cover, this LKPD

information has not been

LKPD = LKPD

resented for elementar (= e

S .o i ach, o MATEMATIKA MATEMATIKA

uni 1; 1

! ’ ETNO-STEAM

levels.

—
= o
2 untuk Tingkat smp

2. It is necessary to correct ;

minor spelling errors, such [ PETUMIUK PENGGUNARN

as "pray" to "pray," to

ensure they conform to %?Tﬁﬁf_“_"

R T i

KBBI. Furthermore, the e »~ =

mstructions do not include P e fre Tk

information on the tools = | e

5 N H S lam i

a:l:ij m:tena]s pr:hnded by xﬁélmw"&”ﬁ‘mﬁ»ﬂm e —"

students or researchers. . P
3. In LKPD, there has been

no request to students to
explain the Tabut culture
again.
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After the LKPD is corrected based on the validator's suggestions and comments,
the next step is to conduct a field test. Researchers conducted field trials at SMPml
Kepahiang. The subjects of the field trial were 31 children and 1 mathematics teacher. The
field trial was conducted in class VII at SMPN 1 Kepahiang. The field trial was carried out
3 times, in the first meeting they were given a brief explanation of the Tabut culture, then
given an LKPD in the context of the Tabut culture and there was activity 1, namely
designing and coloring, the second meeting of the students continued activity 2, namely
assembling miniature arks, and the 3rd meeting students completed activity 3 which
contained numeracy literacy questions.

During the field trial, students were able to operate the LKPD systematically, from
understanding the instructions for use to following the steps to create a square pattern for
the miniature Tabut. This activity sparked students' discussion, especially among those
who previously lacked a clear understanding of the material, about how to design each
miniature level carefully. After the miniature-making activity was completed, students
were given a questionnaire on the practicality of the LKPD they had developed. to evaluate
their learning experience. The questionnaire data were then analyzed to gauge students'
practicality with LKPD using the STEAM approach. It aims to measure the extgyt to which
integrating Tabut culture and square mathematics concepts can assist students
understanding the material through the real products developed. The following are the
results of the student practicality questionnaire presented in the table. 5 Next :

Table 5. Results of Student Practicality Test on LKPD

No  Validated Aspects Quantity Max Score Percentage Criteria
1 Design 292 372 78.49% Practical
2 Material 510 620 82,25% Very Practical
3 Language 504 620 81,29% Very Practical
Quantity 1306 1612 242,03 %
Overall average 80,67% Practical

Based on the table above, the results of the student response questionnaire were
obtained. It can be seen that a total score of 1,306 was obtained from a maximum of 1,612,
with the percentage of field-trial regalts for students averaging 80.67%. The LKPD
compiled by the researcher is then validated by the validator and calculated by the
researcher using the existing formula. [25]

Table 6. Results of Teachers' Practicality Test on LKPD

No Aspects Assessed Quantity  Max Score  Percentage Category
Contents Components 20 24 833 % Very Practical
Presentation 10 12 833 % Very Practical
language 3 4 75 % Praktis
Graphics 7 8 87.5 % Very Practical

Quantity 40 48 3291 %

Overall average 82.27% Very Practical

Based on the table. 6 obtained from the results of the teacher's questionnaire, it can
be seen that the percentage of results obtained through field trials on students is an average
of 82.27%. The practicality test results in the LKPD were obtained from the questionnaire
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responses during the field test. As already explained, the practicalitmuestionnaire was
filled out by one of the mathematics teachers and 31 students. The results of the
practicality questionnaire completed by students showed an average of 80.67%. Sedangkan
hasil angket yang di isi oleh guru mendapatkan presentase 82,27%. Based on the
percentages from two data sources on the questionnaire regarding the practicality of
student and teacher responses, the average practicality test score was 91.95%, indicating
that the LKPD tested in the classroom is a convenient criterion. The development of LKPD
with this STEAM approach can encourage improvements in students' numeracy literacy
[26]. The valu@btainﬂd through field trial activities, in accordance with the criteria that
have been set, can be concluded that the LKPD in the Context of Tabut Culture with the
STEAM Approach that has been developed is included in the criteria that are very valid
and practical and feasible to use, in accordance with the criteria that have been set, namely
in the range of 81%-100% it is categorized as very valid and 4 feasible [27]. Thus,
LKPD, in the context of the Ark culture with a STEAM approach, is suitable for classroom
use in the learning process.

4. CONCLUSION

This research successfully developed LKPD based on the Tabut culture using a
STEAM approach, which has been proven valid and practical in facilitating numeracy
literacy among junior high school students. Key findings show that the product meets high-
quality standards, with high validity and excellent practicaw from the perspectives of
teachers and students. The implications of this study confirm that integrating local wisdom
into mathematics learning not only strengthens conceptual understanding but also
effectively enhances students' numeracy literacy thmu%ontextual, meaningful activities.
This research has limitations: it is carried out only to the development stage without the
dissemination stage; the trial is limited to one school; and the material developed is limited
to the square concept. Therefore, further research is recommended to conduct the
dissemination stage in various schools, develop LKPD for other mathematical concepts in
the Tabut culture (measurement, build space, congruence, reflection), conduct
experimental research to measure the quantitative impact on numeracy literacy, and
explore the integration of other local cultures in Indonesia with the STEAM approach. The
contribution of this research to the general public is to provide alternative teaching
materials that not only improve students’ mathematical competence, but also preserve and
introduce the culture of the Bengkulu Tabut to the younger generation, so that mathematics
learning becomes a means of cultural preservation as well as the development of numeracy
literacy in the modern era.

REFERENCES

[ R. Widiyasari and U. M. Jakarta, “Analisis Strategi Penguatan Literasi dan Numerasi Siswa Sekolah
Menengah Pertama sebagai Sarana Pendukung Merdeka Belajar,” Semin. Nas. Seos. Sains,
Pendidikan, Hum., vol. 2, no. 2, pp. 274-283, 2023.

2] L. L Supianti, P. Yaniawati, E. Bonyah, A. W. Hasbiah, and N. Rozalini, “STEAM approach in
project-based learning to develop mathematical literacy and students’ character,” Infin. J., vol. 14,
no. 2, pp. 283-302, 2025, doi: 10.22460/infinity v14i2.p283-302.

[3] OECD, “PISA 2022 Results,Factsheets,” Factsheets, vol. I, p. 29, 2023, [Online]. Available:




266

https://doi .org/10.58421/misro.v5i1.1061

4]

[5]

[6]

7

(8]

91

[10]

[11]

[12]
[13]

[14]

[15]

[16]

[17]

[18]

[19]

[20]
[21]

https://www.oecd-ilibrary.org/educstion/pisa-2022-resul ts-volume-i_53f23881-en

D. Miralda and N. H. Marhaeni, “Efektivitas Penggunaan LKPD Untuk Meningkatkan Literasi
Numerasi Peserta Didik,” Transform. J. Pendidik. Mat. dan Mat., vol. 7, no. 2, pp. 147-158, 2023,
doi: 10.36526/tr.v7i2.2872.

S. Latifa, N. D. S. Lestari, D. D. H. Jatmiko, D. Trapsilasiwi, and R. P. Murtikusuma,
“Pengembangan Lembar Kerja Peserta Didik Berbasis Numerasi dengan Konteks Sosial Budaya pada
Materi Pola Bilangan,” J. Ilm. Pendidik. Mat. Al Qalasadi. vol. 8, no. 2, pp. 153-165, 2024, doi:
10.32505/qalasadi.v8i2 9038.

W. O. Susilawati, A. I. Asmaryadi, and D. Hidayati, “Pengembangan Lembar Kerja Peserta Didik
(LKPD) Ipaberbasis Model Problem Based Learning (PBL) Di Kelas,” J. Ilm. Pendidik. Dasar, vol.
2,no. 1, pp. 19-25, 2025, doi: 10.69714/vrrpc3835.

Rosmana er al., “Penerapan LKPD terhadap Efektivitas Pembelajaran Peserta Didik di Sekolah
Dasar,” J. Pendidik. Tambusai, vol. 8, no. 1, p. 3085, 2024,

L. D. Sartani and M. Suarjana, “Upaya Meningkatkan Belajar Matematika Melalui E-LKPD
Interaktif Muatan Matematika Materi Simetri Lipat dan Simetri Putar,” Int. J. Sci. Educ., vol. 46, no.
5, pp. 761-778, 2024, doi: 10.23887/jjpgsd.v10i1 46561,

S. Sutriana, I. Minggi, and B. Bernard, “Pengembangan Lembar Kerja Peserta Didik (LKPD)
Berbasis Pendekatan Science, Technology, Engineering, Art, Mathematics (STEAM) ...." J. Profesi
Pendidik. dan ..., vol. 9, pp. 1-10, 2024.

Dina; Meliasari, “Systematic Literature Review: Strategi Pembelajaran Terintegrasi Dengan STEAM
(Science, Technology, Engineering, Art, Mathematics) Dan Tantangannya,” vol. 5, no. 2, pp. 658—
671, 2025, doi: 10.51878/science v3i2.5162.

Adhy, Monika, and Wahyu, “Pendekatan Science, Technology, Engineering, Art, & Math (STEAM)
untuk Mengembangkan Keterampilan Abad 21 Siswa Sekolah Dasar,” Prim. J. Prim. Educ. Res., vol.
1,no. 2, pp. 78-85, 2023, doi: 10.57176/primer.v1i2.13.

Japarudin, Islam Budaya Lokal. 2021.

A. Viandrayanti, E. Diana, and B. D. Wahyuni, “Etnomatematika Dalam Ritual Tabot Bengkulu:
Analisis Aktivitas Matematis Berdasarkan Teor1 Bishop,” Perubahan Tren Digit. Teknol. Dalam
Kesehar. Jasm. Saar Pandemi Covid-19, vol. 6, no. 2, pp. 239-250, 2025, [Online]. Available:
https://ijurnal com/1/index.php/jipk

A. Nwhasanah and R. Azka, “Eksplorasi Etnomatematika dalam Tabut Bansal Kota Bengkulu:
Penerapannya dalam Pembelajaran Kesebangunan dan Kekongruenan,” Polyom J. Math. Educ., vol.
4, no. 1, pp. 25-29, 2024, [Online]. Available: http://ejournal.uin-suka.ac.id/tarbiyah/polynom Print
D. R. Winanda, Risnanosanti, R. Jumri, A. Asmara, and W. Ramadianti, “Kemampuan Berpikir
Kritis Matematis Siswa Berbasis Etno- STEM Melalui Tabut,” J. Pendidik. Mat. Judika Educ., vol.
8, no. April, p. 6, 2025, doi: https://doi.org/10.31539/judika.v812.14736.

A. Wulandari, R. Risnanosanti, and W. Ramadianti, “Etnomatematika pada bangunan Tabut Bansal
Bengkulu,” Marh Didact. J. Pendidik. Mat., vol. 10, no. 1, pp. 46-60, 2024, doi:
10.33654/math.v10i1.2653.

A. Nopiansyah, E. W. Winardi, and L Koto, “Pengembangan LKPD Berbasis Science , Technology .
Engineering , Arts And Mathematics ( STEAM ) Kelas VI Dalam Mata Pelajaran Ilmu Pengetahuan
Alam ( IPA ), J. APEDAS Kaji. Pendidik. Dasar, vol. 1, no. 2, pp. 86-97, 2022, doi:
10.33369/kapedas.v1i2.23297.

A. H. Salsabila, T. Iriani, and S. Sri Handoyo, “Penerapan Model 4D Dalam Pengembangan Video
Pembelajaran Pada Keterampilan Mengelola Kelas,” J. Pendidik. West Sci., vol. 1, no. 08, pp. 495—
505, 2023, doi: 10.58812/jpdws.v1i08.553.

N. Siregar, N. Abdiani, and Maisarah, “Pengembangan Bahan Ajar Digital Berbentuk LKPD
Interaktf Berbasis Live Worksheet Pada Materi Bangun Datar Kelas IV Sekolah Dasar,” Dirasaiul
Ibtidaiyah, vol. 5, no. 1, pp. 3143, 2025.

T. Sutart and E. Irawan , Kiat Sukses Meraih Hibah Penelitian Pengembangan.2017.

A. Bannang, R Uloli, and T. Abdjul, “Pengembangan Perangkat Pembelajaran Menggunakan Model




https://doi.org/10.58421/misro.v5il .1061 267

[22]

[23]

[24]

[25]

[26]

[27]

Pembelajaran Kooperatif Dengan Pendekatan Inkuiri Pada Materi Fluida Statis,” AKSARA J. Ilmu
Pendidik. Nonform., vol. 9, no. 1, pp. 749-760, 2023, doi: 10.37905.

Khamidah & Yundra, “Pengembangan Media Pembelajaran Interaktif Berbasis Komputer Untuk
Kelas X TEI Pada Mata Pelajaran Dasar Listrik dan Elektronika di SMK Al Kholiliyah Bangkalan,”
Pendidik. Tek. Elekiro Univ. Negeri Surabaya, vol. 08, no. 2, pp. 189-197, 2019, [Online].
Available: https://jurnalmahasiswa.unesa.ac.id/index.php/17/article/view/27115

L. Y. Tristanti, M. Ibrahim, T. Hidayat, and Akhwani, “Pembelajaran Karakter Terintegrasi IPA di
Sekolah Dasar Linda,” J. Basicedu, vol. 5, no. 5, pp. 3(2), 524-532, 2020, [Online]. Available:
https://journal.uii.ac id/ajie/article/view/971

M. A. Sadik, C. W. Budiyanto, and R. A. Yuana, “The Influence of Educational Robotics in STEM
Integrated Leamning and the Development of Computational Thinking Abilities,” J. Nas. Pendidik.
Tek. Inform., vol. 13, no. 3, pp. 760-768, 2024, doi: 10.23887/janapati.v13i3 81608.

Sumargiyani, S. Maitsa, and A. Tsani, “Validitas dan Praktikalitas Lembar Kerja Elektronik Mater1
Bentuk Aljabar kelas VII SMP,” LINEAR J. Marth. Educ., vol. 5, pp. 70-81, 2024, doi:
10.32332/linear.v5i1.9298.

D. A. Pratidina and N. Novaliyosi, “Penggunaan Bahan Ajar atau Media terhadap Kemampuan
Literasi Numerasi Siswa : Systematic Literature Review,” J. Cendekia J. Pendidik. Mar., vol. 8, no.
1, pp. 879-889, 2024, doi: 10.31004/cendekia.v8il.2502.

M. Pakaya, F. M. Yusuf, Z. Zakaria, J. Ahmad, N. Y. Kandowangko, and N. Mustagimah, “Validitas
Lembar Kerja Peserta Didik (LKPD) Berbasis Inquiry Pada Materi Fotosintesis Untuk Mengukur
Kemampuan Berpikir Kritis di MAN 1 Pohuwato,” J. Rev. Pendidik. dan Pengajaran, vol. 8, no. 1,
pp. 159-165, 2025, doi: 10.31004/jrpp.v8il.41101.




1061_Similarity

ORIGINALITY REPORT

19, 14, 144 4

SIMILARITY INDEX INTERNET SOURCES PUBLICATIONS STUDENT PAPERS

PRIMARY SOURCES

Coffie, Isaac Sonful. "Transforming Science
Teaching and Learning in Ghana Through
Teacher Professional Learning: A Change
Laboratory Study", University of Technology
Sydney (Australia), 2025

Publication

1o

journal-gehu.com 1
Internet Source %
journal.unnes.ac.id /
Internet Source %
files.eric.ed.gov 1
Internet Source %
eprints.binadarma.ac.id /
Internet Source %
E Monry Fng Ratumbuysang, Sulistyo Rini, Agus /1 o
0

Hadi Utama, Irsyad Baihagi. "Dynamic
Electrical Material Animation Video
Development for 10th Grade Distance
Learning", 2021 Universitas Riau International
Conference on Education Technology
(URICET), 2021

Publication

2]

ojspanel.undikma.ac.id

Internet Source

1o

procceding.unram.ac.id

Internet Source

T




Ayu Pitaloka Saragi, Rusi Ulfa Hasanah.
"Development of Ethnomathematics-Based
Student Worksheets to Improve the
Understanding of Concepts for Junior High
School Grade IX Students”, Journal of
Mathematics Education and Science, 2025

Publication

1o

journal.uin-alauddin.ac.id /1
Internet Source %
ejournal.undiksha.ac.id 1
Internet Source %
Ade Gafar Abdullah, Vina Adriany, Cep Ubad /1 o
Abdullah. "Borderless Education as a °
Challenge in the 5.0 Society", CRC Press, 2020
Publication
journal.unpas.ac.id '
J|r1ternet Source p %
ijpsat.or 1
IertFe)rnet Sourc% < %
www.atlantis-press.com 1
Internet Source p < %
jurnal.stkippersada.ac.id ’
JInternet Source pp < %
jicte.umsida.ac.id '
JInternet Source < %
Submitted to Universitas Negeri Surabaya The < o
State University of Surabaya °
Student Paper
journal.uinsgd.ac.id
J|r1ternet Source g <1 %
D Susanti, V Fitriani, LY Sari. "Validity of
y <1 %

module based on project based learning in



media biology subject", Journal of Physics:

Conference Series, 2020

Publication

Submitted to Universitas Mahasaraswati <1 %

Denpasar

Student Paper
L ampr.acd <Tw
iﬂgﬂmﬁsd to Sriwijaya University < %
JouTna ripunipa.org <Tw
gearppIshers.com <Tu«
e <Tw
journaliruncjoyoac.d <T«
JDacre <79
I\:1\2/:{1\;\5:Szﬁzjeearchgate.net < %
oraloumalore <Tw
Jl'rgelrjnz?sil}icrewstitutpendidikan.ac.id < %
Pk b untla-acic <o
Jumalsiacd <Tw

w
H

jurnal.univpgri-palembang.ac.id



Internet Source /
<l%
Mccsis.or 1
Internet Sourceg < %
repo.iainbatusangkar.ac.id /
Inteﬁet Source g < %
Dindin Abdul Muiz Lidinillah, Muhammad Rijal < o
Wahid Muharram, Sania Nurronnavisa. 0
"DEVELOPMENT OF ETHNOMATHEMATICS-
FILLED PICTURE STORYBOOKS AS A MEDIUM
FOR LEARNING MATHEMATICS IN
ELEMENTARY SCHOOLS", EMTEKA: Jurnal
Pendidikan Matematika, 2025
Publication
core.ac.uk 1
Internet Source < %
Sfﬂ;c;l:riliahkomputer.com < %
dergipark.org.tr ’
Intern§t Spource g < %
www.ijiet.or 1
Internet S(.)lurce g < %
Aymen Hawani, Anis ben Chikha, Wael 1
. o <l%
Zoghlami, Santo Marsigliante, Antonella
Muscella. "Exchequer motor game enhances
geometric thinking and mood in first grade
children", Discover Education, 2025
Publication
In In Supianti, Poppy Yaniawati, Ebenezer <1 %

Bonyah, Astri Widiastuti Hasbiah, Nisrina
Rozalini. "STEAM approach in project-based
learning to develop mathematical literacy and
students' character”, Infinity Journal, 2025

Publication



Jonni Syah R. Purba, Nopriantini Nopriantini, <1 %
Ayu Rafiony, Yanuarti Petrika. "PENGARUH
PENYULUHAN GIZI DENGAN MEDIA GAME
EDUKASI BERBASIS ANDROID TERHADAP
KONSUMSI BUAH DAN SAYUR", Media

Penelitian dan Pengembangan Kesehatan,
2024

Publication

Exclude quotes Off Exclude matches Off
Exclude bibliography  On



