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Abstract  

This research aims to produce valid and practical mathematics learning media using the Kvisoft 

flipbook application for linear programming material, and to evaluate its potential effect on student 

learning outcomes. This study employed the ADDIE method (Analysis, Design, Development, 

Implementation, and Evaluation). Data collection techniques included observation, interviews, 

validation sheets, questionnaires, and a test consisting of 5 post-test questions. The validity test was 

conducted by material experts, media experts, language experts, as well as a material expert 

assessment of the post-test questions. The subjects of this study were 24 students from class XI 5 of 

SMA N 5 Jambi City. The small group product trial was conducted at the implementation stage 

with 10 students from class XI 2, while the large group trial was conducted on 24 students from 

class XI 4. The assessment results showed a percentage of 95.3% for material with a "very valid" 

category, 96% for media with a "very valid" category, and 96% for language with a "very valid" 

category. For practicality, the percentage obtained was 97% with a "very practical" category by the 

subject educator. In the small group trial stage, the Kvisoft flipbook learning media for linear 

programming material obtained a percentage of 97.69% with a "very practical" category, and in the 

large group trial stage, the practicality questionnaire percentage was 95.51% with a "very practical" 

category. For effectiveness, the percentage obtained was 87.50% with a "very effective" category. 

Based on the analysis results of the validator questionnaires, student and teacher responses, it can be 

concluded that the Kvisoft flipbook learning media for linear programming material for class XI is 

valid, practical, and has a potential effect on student learning outcomes. 
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Introduction  

At the moment, the development of the 21st century is extremely rapid, and humans 

are required to develop their quality and skills in various fields. Education is a critical 

component that significantly influences human life in the globalization era. Good 

education can mold individuals who possess the quality for their future (Segara et al., 

2023). The Indonesian national education system consists of diverse levels, encompassing 

three main categories: formal, non-formal, and informal education. Formal education, as 

one of its components, is divided into three stages: basic, secondary, and higher education. 

Each stage follows a curriculum specifically designed according to its level (Barlian et al., 

2022). 
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Secondary education is a crucial part of the formal education structure in Indonesia, 

with its primary focus on the development of individual students. The goal of secondary 

education is to enhance students' capacity as members of society. This is achieved by 

encouraging them to apply the knowledge acquired at school within real-life contexts. This 

process involves active interaction with the social, cultural, and natural environment, 

allowing students to integrate theory and practice in their daily lives (Salsabila et al., 2024). 

Mathematics is one of the important subjects in the world of education. Mulyatna et al. 

(2023) state that mathematics is a global branch of science, both in the educational world 

and the real world. Mathematics has been introduced in schools even since children first 

attended kindergarten. 

Mathematics learning is very important because it not only equips students with 

logical and analytical thinking skills but also helps them understand basic concepts 

required in daily life, such as financial management, measurement, and problem-solving. 

Furthermore, mathematics serves as the foundation for various other disciplines, such as 

physics, engineering, and economics, thus a strong understanding of mathematics can open 

wider opportunities in academic and career fields. Therefore, investment in mathematics 

learning will provide long-term benefits for students' cognitive development and problem-

solving abilities (Alhikmah & Roza, 2024). However, despite its importance, students 

often perceive mathematics as a boring and difficult subject, and they tend to be 

uninterested in studying it (Sahira Lestary, 2023). 

Teaching materials are fundamentally important to the educational process; without 

them, instructors face significant challenges in the effective implementation of learning 

(Wijayanti et al., 2025). Linear programming material is a part of mathematics where its 

solutions use linear equations and inequalities, aiming to find maximum or minimum 

optimization problems (Rahmania et al., 2023). The characteristics of linear programming 

material are the ability to overcome problem constraints given in the form of inequalities, 

the ability to overcome more than one constraint present in the given problem, and the 

limits of linear programming material are the objective function and linear constraints 

(Nurajijah et al., 2023). Linear programming material is mathematics material that is often 

related to real-life (Mutmainah et al., 2023). 

Based on the results of observations at SMA N 5 Jambi City, students often find it 

difficult to understand and find solutions to mathematics problems, especially linear 

programming material. Students have never received teaching media in the form of a 
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flipbook that contains material, problems, and detailed solutions all at once. Learning 

media is one of the supporting factors in determining whether the objectives of 

mathematics learning are achieved or not. Learning at SMA N 5 Jambi City is still 

dominated by the teacher, with students only being taught material through books and 

practice questions. Mathematics learning, particularly the linear programming material and 

its sub-material of linear inequalities in two variables, is dominated by formulas and 

calculations, making it difficult for some students to visualize the material. This is 

suspected to be one reason why student interaction and activity are hindered during the 

teaching and learning process. 

In this era of global advancement, various multimedia technologies are available 

that can be utilized as learning aids in educational institutions. Nevertheless, the presence 

of libraries providing a collection of the latest books still plays a vital role as a central 

source of knowledge for the entire school community in the teaching and learning process. 

In line with this development, the use of various types of multimedia as learning media is 

being intensely promoted, given its suitability with the current conditions and demands of 

the time (Muhammad et al., 2023). According to (Baihaqi, 2023), learning media is a tool 

used in the learning process to convey teaching material. 

In designing learning media, it is important to consider the characteristics of 

students (Eviota & Liangco, 2020). Furthermore, learning media also needs to be aligned 

with the latest advancements in science and technology. The utilization of learning media 

that uses the Android platform can be considered an innovative breakthrough to overcome 

various challenges in the world of education (Nurafifah et al., 2024). With the presence of 

Android-based learning media, it is hoped that an effective tool can be created to transform 

lesson material. This is expected to have a positive impact on the teaching and learning 

process, creating a learning atmosphere that is more engaging and encouraging active 

interaction between educators and students. 

The Kvisoft Flipbook Maker application is not limited to text; it also offers the 

capability to embed motion animation, video, and audio, thereby making the learning 

experience more interactive and engaging. With these features, users can create dynamic 

and enjoyable content, which can increase student engagement and help them understand 

the material in a more pleasant way. Additionally, the flexibility of this application allows 

users to customize the flipbook according to the needs and preferences of the audience, so 

that learning no longer feels monotonous, but rather like an inspirational adventure 
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(Hairani & Amini, 2023). The Kvisoft flipbook Android-based media is one of the 

appropriate media to use in mathematics learning because it is practical and flexible to use 

anytime and anywhere. 

One of the benefits of digital media is that students find it easy to understand the 

material, and the presented material becomes more attractive, while students can use it for 

independent learning (Aprima, 2021). With the ability to open each page like a book, 

Kvisoft Flipbook Maker software can create and convert PDF files, photos, or images into 

physical albums or books. The results can be saved in SWF, EXE, or HTML format. Each 

Flipbook page contains a series of different images, has an attractive appearance, and its 

language is easy to understand. Flipbooks can complement electronic books or modules 

with interactive learning activities and have features for editing videos, images, audio, 

hyperlinks, and hotspots (Candra Eka Setiawan et al., 2020).  

According to Utami & Yuwaningsih (2024), Kvisoft Flipbook software allows for a 

rich and engaging display of electronic modules by adding various elements such as 

images, graphics, links, animations, audio, and video, thereby creating interactive and 

engaging learning media. This program also offers a unique reading experience with a 

page-flipping animation, or flipbook, so students can enjoy the electronic module as if they 

were opening a real physical book. Furthermore, Kvisoft Flipbook provides flexibility for 

its users, allowing the created modules to be accessed both online and offline through 

various electronic devices, including computers and smartphones. With these features, 

learning becomes more enjoyable and allows students to interact with the material in a 

more creative and dynamic way (Farida et al., 2024).  

Method  

This research utilized the ADDIE model, an acronym for Analysis, Design, 

Development, Implementation, and Evaluation, which serves as a guide for producing and 

implementing products. This section describes how the research was conducted. The main 

materials described in this section are the research design, the population and sample 

(target of research), data collection techniques and instrument development, and data 

analysis techniques. The research subjects consisted of 24 students from class XI 5 of 

SMA N 5 Jambi City. The small-group trial was conducted on 10 students from class XI 2, 

while the large-group trial was conducted on 24 students from class XI 4. The use of 

research instruments is essential for collecting data effectively. These instruments help 
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researchers gather and measure information about the variables of study. Furthermore, 

instruments serve as tools in the data collection process, and their quality significantly 

influences the quality of the data obtained (Sugiyono, 2019).  

The data collection techniques employed include interviews, questionnaires, and 

test. Interviews were conducted with the eleventh-grade mathematics teacher at SMA N 5 

Jambi City to analyze students, curriculum, and the learning environment, aiming to 

understand the instruction implemented and ensure the media development aligned with 

the needs of teachers and students. Additionally, the researcher interviewed students in 

class XI to gather information regarding the practicality of the developed teaching 

materials. Another instrument used was the questionnaire, administered for expert 

validation and practicality response. Specifically, validation questionnaires were 

administered to material experts, media experts, and language experts.  

Material experts utilized questionnaires (validation sheets) to assess the suitability 

of the linear programming material within the Kvisoft flipbook, covering content 

feasibility, presentation, and language aspects of the developed product. Media experts 

evaluated the product's appearance, focusing on the attractiveness and usability of the 

Kvisoft flipbook media, with scoring indicators including the simplicity, balance, form, 

and color of the media. Validation by language experts was conducted to ensure the 

Kvisoft flipbook utilized appropriate and easy-to-comprehend language, with assessment 

aspects covering linguistic clarity and suitability for the target audience. Furthermore, a 

response questionnaire was distributed to one of the mathematics teachers and students at 

SMA N 5 Jambi City to test the practicality of the Kvisoft flipbook for linear programming 

material and to gauge student interest in the well-developed and validated features. A post-

test consisting of 5 questions was administered by the researcher to observe the potential 

effect of the developed product on student learning outcomes. 

Results and Discussion  

This section discusses the research findings based on the sequential steps of the 

ADDIE development research method, which have been elaborated upon in the preceding 

chapter. The product resulting from this development is the mathematics learning media 

utilizing the Kvisoft Flipbook application for linear programming material. This chapter 

covers the development steps of the media carried out throughout the development process. 

The following is an explanation of the phases of the ADDIE development research, namely 
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the analysis, design, development, implementation, and evaluation stages that have been 

conducted. 

Analysis  

The initial phase, Analysis, involved several key activities: curriculum and material 

analysis, student analysis, and environmental analysis. Based on the interviews conducted, 

the curriculum used at SMA N 5 Jambi City is the Merdeka Curriculum. The material to be 

developed within the Kvisoft flipbook media was tailored to the Merdeka Curriculum, 

specifically aligning with the Core Competencies (SK), Basic Competencies (KD), and the 

intended Achievement Indicators for students on the linear programming material. 

The student analysis was carried out to understand the characteristics of students in 

the mathematics learning process. The researcher first determined SMA N 5 Jambi City as 

the research location, with the research subjects being eleventh-grade students. Discussions 

with the mathematics teacher, Mr. Asmadi, S.Pd., revealed that students still exhibited a 

low interest in mathematics learning. Consequently, students require learning media, such 

as a flipbook, that is expected to increase their interest and motivation in studying 

mathematics. 

Environmental analysis was performed to determine whether the environment at 

SMA N 5 Jambi City was conducive to conducting research using the Kvisoft flipbook 

application-based learning media. The researcher’s observations indicated that SMA N 5 

Jambi City already has an internet network that supports application-based research. 

Furthermore, all students at SMA N 5 Jambi City, especially those in the eleventh grade, 

possess smartphones that can be used as a platform for the learning process utilizing the 

media. 

Design  

Following the results of the analysis stage, the Design phase involved the 

researcher planning the Kvisoft flipbook-based mathematics learning media for linear 

programming material, as well as designing the validation sheets for the developed media. 

The first step was Material Design, where the researcher created the draft of the linear 

programming material by collecting it from several sources and references aligned with the 

Merdeka Curriculum. This material was then loaded and inputted into the layout design of 

the Kvisoft flipbook media. The second step was Layout Design, where the researcher 

designed the layout of the Kvisoft flipbook media in MS Word, which would subsequently 

be converted into a PDF file. The displays included in this learning media are the cover, 
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glossary, table of contents, instructions for using the teaching material, an introduction 

containing basic competencies, indicators, and learning objectives, a concept map, the 

material display, and a practice questions display. This completes the explanation of the 

design for each page of the Kvisoft flipbook application-based mathematics learning media 

for linear programming material. 

Table 1. Design of the Kvisoft Flipbook Learning Media Display. 

No. 
Design of the Kvisoft Flipbook Learning Media 

Display 
Description 

1. 

Cover Design 

 

The cover page is the initial display 

page that appears when the learning 

media is opened and operated. This 

page contains options to open the 

home page, material, or video. 

2. 

Table of Contents Design 

 

This page contains the table of 

contents, providing information on the 

corresponding page for the desired 

information in the learning media. 

3. 

Glossary 

 

 

A list of important words or terms 

used in the Kvisoft Flipbook-based 

mathematics teaching material for 

linear programming. 

4. Concept Map 

This page contains the title of the 

concept map for the linear 

programming material. 
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5. 

Introduction Design 

 

This page contains a description of the 

teaching material, prerequisites, 

instructions for using the teaching 

material, final learning outcome 

objectives, and Important Information 

related to the materials that must be 

mastered first before studying linear 

programming. 

6. 

Care Competencies 

 

Contains the core competencies, basic 

competencies, learning indicators, and 

learning objectives. 

7. 

Video Display Design 

 

Contains learning videos related to 

linear programming material that can 

be accessed and watched by students 

when opening the teaching material. 

8. Closing 
Contains the conclusion and the 

researcher's expectations regarding the 
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developed teaching material 

Development 

  At this stage, the researcher created the Kvisoft flipbook learning media for linear 

programming material by initially drafting the teaching material in Ms. Word, then 

converting the file to PDF, after which complementary materials like internet-sourced 

images were gathered and integrated into the PDF file, followed by inputting the final PDF 

file into the Kvisoft flipbook application, and finally adding YouTube-sourced videos 

within the application, starting with opening the application and clicking New Project. 

  The phase following product creation was the validation stage, carried out by 

validators. In this research, the validation was conducted in August 2024. Validation was 

performed by the media expert validator, Ibu Desy Rahmawarni, M.Pd, a lecturer at UIN 

Sulthan Thaha Saifuddin Jambi, who assessed the aspects of display and programming. 

The material expert validator, Ibu Chintya Putri Pratiwi, M.Pd, also a lecturer at UIN 

Sulthan Thaha Saifuddin Jambi, assessed the aspects of learning, material content, 

language, questions, and usability. The results from the expert validation were used as a 

reference to improve the learning media, ensuring its suitability for use. The results of the 

validation assessment by the validators can be seen in the following table: 

Table 2. Suggestions and Revisions from Validators on the Kvisoft Flipbook Mathematics Learning Media 

for Linear Programming Material 

No. Before Revision After Revision 

1. The color on the media's initial 

display should be made more 

attractive and include class 

information. 

Make the initial display color 

more attractive and provide class 

information. 
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2. Include options for a navigation 

menu on the initial display. 

 

Add navigation menu options on 

the initial display. 

 
3. Provide information regarding the 

source of the video included. 

 

Include the source information 

for the listed videos. 

 

4. Add a video created by the 

researcher themselves. 

Add a video created by the 

researcher. 
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The instructional media link is available here   

https://sites.google.com/view/testingflipbook/home? 

Implementation 

  The subsequent phase, after the product was declared valid based on the validation 

results, involved conducting product trials on eleventh-grade students at SMA N 5 Jambi 

City, encompassing two groups: a small-group trial and a large-group trial. The small-

group trial was executed on Friday, August 30, 2024, involving 10 students from class XI 

(categorized as having high, moderate, and low abilities), who were given a questionnaire 

to assess the practicality of the developed product for the learning process after being 

provided access to the Kvisoft flipbook media via their smartphones and tasked to provide 

feedback, comments, and suggestions regarding the media. The results of the small-group 

trial can be observed in the following table: 

Table 3. Results of the Small-Group Trial Questionnaire. 

No. Respondents Percentage 

1. R3, R9, R10 100% 

2. R1, R2 98,46% 

3. R4, R5, R7, R8 96,92% 

4. R6 95,38% 

 

  Based on Table 3, the average percentage from the small-group trial questionnaire 

assessment on 10 students (with high, moderate, and low abilities) was 97.69%, thus 

indicating that the Kvisoft flipbook learning media for linear programming material is 

highly practical. Furthermore, the students provided comments and suggestions regarding 

the developed product. 

 

https://sites.google.com/view/testingflipbook/home?
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Evaluation 

  The subsequent step involved the large-group trial, which engaged 24 students from 

class XI 5 of SMA N 5 Jambi City. This stage was conducted across three mathematics 

lessons to thoroughly assess the practicality of the Kvisoft flipbook learning media for 

linear programming material. During the third meeting, conducted on September 18, 2024, 

students were administered a post-test (consisting of 5 expert-validated essay questions) 

after utilizing the Kvisoft flipbook. The main purpose of this phase was to evaluate the 

potential effect of the media on student learning outcomes, using a Minimum 

Completeness Criterion (KKM) of 75. The post-test results showed that out of 24 students, 

21 students (87.50%) met the KKM, while 3 students did not, thus demonstrating the 

effectiveness of the e-module based on student completeness. The percentage of e-module 

effectiveness calculated from student learning outcomes, viewed through student 

completeness, is as follows: 

 

 

 

Based on the percentage obtained, it can be concluded that the Kvisoft flipbook 

learning media for linear programming material is highly effective. This potential effect is 

evident from the extent to which the Kvisoft flipbook media fulfilled the validity and 

practicality criteria, as well as the students' learning outcomes. The results indicate that this 

learning media is capable of providing a relevant and applicable learning experience, 

supporting a better understanding of mathematical concepts, and ensuring that student 

learning outcomes meet the comprehensive criteria. This signifies that the Kvisoft flipbook 

learning media for linear programming material has a significant impact on learning 

outcomes. 

Discussion 

The discussion section of the report confirms that this research is a development 

study aimed at producing, developing, and validating the Kvisoft Flipbook media 

specifically for Linear Program material in Mathematics, with the entire development 

process strictly adhering to the ADDIE model, which stands for Analysis, Design, 

Development, Implementation, and Evaluation. The initial analysis stage, which involved 

interviews with the mathematics teacher at SMA N 5 Kota Jambi, successfully identified a 
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key problem: a lack of student interest in mathematics due to the absence of varied 

learning media, despite the availability of technological resources, leading to the decision 

to develop the engaging and practical Kvisoft flipbook. Following development, the media 

underwent rigorous validation by material, media, and language experts, and the results 

consistently placed the media in the "Very Valid" category across all aspects, thereby 

confirming its suitability as a teaching material with only minor revisions needed. 

Furthermore, the practicality of the media was thoroughly assessed through feedback from 

both the teacher and the students during small and large group trials; specifically, the 

subject teacher rated the media's practicality as 97%, or "Very Practical," while student 

responses from the large group trial yielded a similar score of 95.51%, also classified as 

"Very Practical." Qualitative feedback universally praised the Kvisoft flipbook for being 

helpful in understanding the subject matter, motivational, concise, visually attractive, and 

practical for flexible learning.  

Finally, the evaluation stage measured the media's potential effect on student 

learning outcomes using a posttest, which revealed an effectiveness percentage of 87.50%, 

thus categorizing the Kvisoft Flipbook media as "Very Effective." In summary, the 

discussion concludes that the Kvisoft Flipbook media developed for the Linear Program 

material is highly validated, immensely practical for classroom use, and demonstrates a 

significant potential effect on improving student learning outcomes. 

Conclusion and Suggestion  

Based on the results of the research and development conducted, it can be 

concluded that the Kvisoft flipbook mathematics learning media on linear programming 

material is declared very valid according to assessments from the material, media, and 

language experts. The validation covered aspects of content feasibility, presentation, 

language, and graphics, with the material expert percentage at 95.3% ("very valid" 

category), the media expert at 96% ("very valid" category), and the language expert at 96% 

("very valid" category). This shows that the Kvisoft flipbook learning media is very valid 

and suitable for use as teaching material with minor revisions.  

Student responses during the small-group trial stage, indicated by a percentage of 

97.69%, demonstrate that the Kvisoft flipbook learning media is highly practical for use in 

learning. Furthermore, in the large-group trial stage, this learning media obtained a 

percentage of 95.51%, confirming that the Kvisoft flipbook learning media is highly 
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effective when used in teaching and learning activities for linear programming material. 

Moreover, learning using the Kvisoft flipbook media possesses a potential effect on 

learning outcomes, evidenced by the post-test results where 87.50% of students achieved 

mastery criteria (completed) and 12.50% did not. Thus, the percentage of the potential 

effect of the Kvisoft flipbook learning media, viewed from student completeness, is 

87.50%, classifying it as very effective in enhancing student learning outcomes for linear 

programming material. 

Several suggestions can be proposed based on the results of this research and 

development. Firstly, students are recommended to increase their learning intensity 

through various learning media, both digital and conventional, to enhance their skills in 

solving problems. Secondly, for teachers, the Kvisoft flipbook learning media serves as a 

new learning resource, and they are encouraged to utilize various available media to 

develop competence in the learning process. Lastly, for future researchers, it is suggested 

to broaden the scope by adding or exploring new variables. The use of more diverse 

variables will yield more comprehensive conclusions and provide useful references for 

future research. 

References  

Cahyono, A. N., & Sundari, E. (2024). Pengembangan E-Modul Matematika Model 

Flipped Classroom Untuk Meningkatkan Kemampuan Berpikir Kritis Siswa Sekolah 

Dasar. Prisma, 7, 547–553. https://proceeding.unnes.ac.id/prisma 

Alhikmah, R. N., & Roza, Y. (2024). Pengembangan Modul Matematika Konteks 

Makanan Khas Masyarakat Kabupaten Kepulauan Meranti pada Materi Program 

Linear untuk Memfasilitasi Kemampuan Pemecahan Masalah Matematis Peserta 

Didik. 08(June), 1876–1890. 

Amalia, N. (2021). Pengembangan Media Pembelajaran Matematika Menggunakan 

Powerpoint dan Edpuzzle. 08(2022), 1–109. 

Aminah, S., & Yusnaldi, E. (2024). Pengembangan Media Smart box Untuk Meningkatkan 

Hasil Belajar Siswa Pada Mata Pelajaran Matematika di Madrasah Ibtidaiyah. Jurnal 

Kependidikan, 13(3), 3077–3086. 

Antika, W., Selvi, L. (2025). Development of a Contextual Worksheet Based on the 

Characteristics of Systems of Linear Equation in Teo Variables Material at SMP 

Negeri 2 Bumi Nabung, 7(2). Mahema Journal E-ISSN 2686-5823 

https://doi.org/10.33365/jm.v7i2 

Aprima, D. (2021). Pengembangan Media Pembelajaran Matematika Kelas XI Berbasis 

Android. Intech, 2(2), 34–38. https://doi.org/10.54895/intech.v2i2.1169 

Baihaqi, R. B. (2023). Pengembangan Media Pembelajaran Matematika Berbasis Website 

Dengan Pendekatan Kontekstual. Jurnal Derivat: Jurnal Matematika Dan Pendidikan 

Matematika, 10(3), 117–128. https://doi.org/10.31316/jderivat.v10i3.4986 

Barlian, U. C., Zulfikar, R. R. B., & Risyadah, R. (2022). Penggunaan Media Flip Book 

Interaktif Berbasis Kvisoft Flipbook Maker Dalam Meningkatkan Penguasaan 



 MATHEMA JOURNAL E- ISSN 2686-5823  

  Volume 8 (1), 2026 

80 

Konsep Pola Bilangan Pada Pembelajaran Matematika. DWIJA CENDEKIA: Jurnal 

Riset Pedagogik, 6(3), 779. https://doi.org/10.20961/jdc.v6i3.63917 

Candra Eka Setiawan, N., Dasna, I. W., & Muchson, M. (2020). Pengembangan Digital 

Flipbook untuk Menfasilitasi Kebutuhan Belajar Multiple Representation pada 

Materi Sel Volta. Hydrogen: Jurnal Kependidikan Kimia, 8(2), 107. 

https://doi.org/10.33394/hjkk.v8i2.3194 

Dewi, A., Tati, R., Idrus, A., & Fadhilah, A. (2024). Pengaruh Penggunaan 

Flipbookterhadap Motivasi Belajar Siswa di Sekolah Dasar. 4(1), 1–8. 

https://doi.org/10.56393/lucerna.v4i1.2182 

Eviota, J. S., & Liangco, M. M. (2020). Jurnal Pendidikan MIPA. Jurnal Pendidikan, 

14(September), 723–731. 

Farida, F., Anshari, K., Sabatini, F., & Riau, U. M. (2024). Pengembangan E-Modul 

Menggunakan Kvisoft Flipbook Mata Pelajaran Dasar-Dasar Kejuruan Teknik 

Elektronika Di Smk Taruna Pekanbaru. Ijccs, x, No. x(01), 86. 

Faris, A. M., Wisnu Saputro, D., Rubiati, D., Studi Pendidikan Matematika, P., & 

Matematika dan IPA, F. (2024). Pengembangan Media Pembelajaran Math Card 

(Kartu Matematika) Dalam Pembelajaran Matematika Materi Eksponen, SPLDV, 

Aritmatika. 4, 172–189. 

Hairani, S., & Amini, R. (2023). Pengembangan Bahan Ajar Matematika Berbasis Problem 

Based Learning Berbantuan Kvisoft Flipbook Maker Pro Di Sekolah Dasar. JIPM 

(Jurnal Ilmiah Pendidikan Matematika), 11(2), 462. 

https://doi.org/10.25273/jipm.v11i2.15438 

Iksan, M., Farida, N., & Dwi Ferdiani, R. (2023). Pengembangan Media Pembelajaran 

Matematika Berbasis Smartphone. Jurnal Sosial Dan Sains, 3(3), 326–337. 

https://doi.org/10.59188/jurnalsosains.v3i3.716 

Marsela; Derta, Sarwo; Annas, Firdaus; Gusnita, M. I., & Darmawati. (2024). Perancangan 

Media Pembelajaran Matematika Berbasis WEB Menggunakan HTML dan CSS 

Kelas X di MAS M . Nadis bukittinggi. Jurnal Media Infotama, 20(1), 321–328. 

https://jurnal.unived.ac.id/index.php/jmi/article/view/5746 

Mashur, A. (2024). Kemampuan Penalaran Mahasiswa Dalam Menyelesaikan Masalah 

Program Linier Ditinjau Dari Gender. Stkipmodernngawi, 22–25. 

Muhammad, B. A., Rizki, S., & Sudarman, S. W. (2023). Pengembangan Media 

Pembelajaran Matematika Berbantu Android Mengunakan Aplikasi Kvisoft Flipbook 

Pada Materi Trigonometri. EMTEKA: Jurnal Pendidikan Matematika, 4(2), 195–203. 

https://doi.org/10.24127/emteka.v4i2.2643 

Mulyatna, F., Jinan, A. Z., Amalina, C. N., Widyawati, E. P., Aprilita, G. A., & Suhendri, 

H. (2023). Deskripsi Pemahaman Konsep Matematika Pada Materi Bangun Ruang 

Menggunakan Metode Diskusi Kelompok. Transformasi : Jurnal Pendidikan 

Matematika Dan Matematika, 7(1), 107–118. https://doi.org/10.36526/tr.v7i1.2854 

Mulyono, D., & Elly, A. (2023). E-Modul Interaktif Teori Bilangan Menggunakan 

Aplikasi Kvisoft Flipbook Maker. JINoP (Jurnal Inovasi Pembelajaran), 9(1), 70–81. 

https://doi.org/10.22219/jinop.v9i1.20584 

Mutmainah, A. L., Ruswana, A. M., & Solihah, S. (2023). Kemampuan Numerasi 

Matematis Siswa Dalam Menyelesaikan Soal Cerita Dengan Pokok Bahasan 

Program Linear. J-KIP (Jurnal Keguruan Dan Ilmu Pendidikan), 4(1), 191. 

https://doi.org/10.25157/j-kip.v4i1.8892 

Nisa Maghfiroh, A., Muhammad Ferelian El Hilaly Daksana, & Nikhlatus Salma, S. 

(2024). Efektivitas Penggunaan Media Pembelajaran Interaktif dalam Pembelajaran 



 MATHEMA JOURNAL E- ISSN 2686-5823  

  Volume 8 (1), 2026 

81 

Matematika di Sekolah Dasar. Griya Journal of Mathematics Education and 

Application, 4(1), 55–64. https://doi.org/10.29303/griya.v4i1.429 

Nurafifah, R., Rafianti, I., & Anriani, N. (2024). Pengembangan Media Pembelajaran 

Matematika Board Game “Guess the Number” Untuk Meningkatkan Kemampuan 

Berpikir Kritis. Jurnal Lebesgue : Jurnal Ilmiah Pendidikan Matematika, Matematika 

Dan Statistika, 5(1), 410–419. https://doi.org/10.46306/lb.v5i1.569 

Nurajijah, M., Khaerunnisa, E., & Hadi FS, C. A. (2023). Kemampuan Pemahaman 

Konsep Matematis Siswa Berdasarkan Teori Apos Pada Materi Program Linear. 

Jurnal Educatio FKIP UNMA, 9(2), 785–797. 

https://doi.org/10.31949/educatio.v9i2.4800 

Nurhasanah, S., & Ganda, N. (2022). Pengembangan Media Busy Book untuk Kelas II 

Sekolah Dasar. PEDADIDAKTIKA: Jurnal Ilmiah Pendidikan Guru Sekolah Dasar, 

9(3), 417–428. https://doi.org/10.17509/pedadidaktika.v9i3.53447 

Peedro Widyasari, F., Mulyati, M., & Marsita, J. (2024). Pengembangan Media 

Pembelajaran Berbasis Flipbook Digital Pada Mata Pelajaran Laundry Di SMKN 38 

Jakarta Kelas 11 Jurusan Akomodasi Perhotelan. Jurnal Sains Terapan Pariwisata, 

9(2), 73–83. https://doi.org/10.56743/jstp.v9i2.350 

Prasetya, M. D. (2024). Penerapan Media Pembelajaran Interaktif Untuk Meningkatkan 

Hasil Belajar Ppkn Kelas. 3, 311–328. 

Putri Yani, E., & Matondang, K. (2024). Penerapan Media Pembelajaran Matematika Pada 

Siswa SMA. OMEGA: Jurnal Keilmuan Pendidikan Matematika, 3(2), 65–72. 

Rahmania, S., Sulisworo, D., & Rahma. (2023). Pengembangan e-LKPD Bermuatan 

Program Linear dengan Pendekatan Computational Thinking untuk Meningkatkan 

Kemampuan Berpikir Kritis Siswa. Jurnal Edukasi Matematika Dan Sains, 4(1), 45–

54. http://www.journal.umuslim.ac.id/index.php/jemas/article/view/1369 

Rindy Ayu Angelia, Navatika Vivayosa Br Surbakti, Alfredo Batubara, & Syahrial 

Syahrial. (2024). Pengaruh Penggunaan Media Digital Flipbook terhadap Hasil 

Belajar Siswa Kelas V Materi Bilangan Pecahan Matematika Sekolah Dasar. Katalis 

Pendidikan : Jurnal Ilmu Pendidikan Dan Matematika, 1(2), 147–154. 

https://doi.org/10.62383/katalis.v1i2.315 

Roldy, C. F. (2024). Pengembangan Bahan Ajar Menggunakan Kvisoft Flipbook Maker 

dan Geogebra Terintegrasi Pada Materi Program Linear Pengembangan Bahan Ajar 

Menggunakan Kvisoft Flipbook Maker dan Geogebra Terintegrasi Pada Materi 

Program Linear. 4(2), 1546–1561. 

Sahira Lestary, V. (2023). Analisis Bibliometrik: Fokus Penelitian Problem Based Learnig 

Dalam Pembelajaran Matematika. Jurnal Ilmiah Matematika Realistik (JI-MR, 4(1), 

120–125. 

Salsabila, A. N. A., Fauziyah, N., & Huda, S. (2024). Pengembangan Media Pembelajaran 

Matematika Berbasis Android dalam Pembelajaran Berdiferensiasi di SMPN 1 

Mantup. Ideguru: Jurnal Karya Ilmiah Guru, 9(2), 925–931. 

https://doi.org/10.51169/ideguru.v9i2.990 

Segara, B., Choirudin, C., Setiawan, A., Saidun Anwar, M., & Arif, V. R. (2023). Metode 

Inquiry: Meningkatkan Hasil Belajar Matematika Siswa SMP Pada Materi Luas 

Bangun Datar. Jurnal Penelitian Tindakan Kelas, 1(1), 18–22. 

https://doi.org/10.61650/jptk.v1i1.48 

Sugiyono. (2019). Metode Penelitian Kombinasi (Mix Method). Alfabeta. 

Utami, W. T., & Yuwaningsih, D. A. (2024). Pengembangan Modul Elektronik 

Matematika Materi Turunan Menggunakan Kvisoft Flipbook Maker Pro. Hipotenusa 



 MATHEMA JOURNAL E- ISSN 2686-5823  

  Volume 8 (1), 2026 

82 

Journal of Research Mathematics Education (HJRME), 7(1), 16–36. 

https://doi.org/10.36269/hjrme.v7i1.1385 

Yuza, A., Madona, A. S., Azkiya, H., Yulisna, R., & Harun, G. J. (2023). Validasi E-

Modul Berbasis Radec Materi KPK Dan FPB Kelas IV Sekolah Dasar. JIPM (Jurnal 

Ilmiah Pendidikan Matematika), 11(2), 373. 

https://doi.org/10.25273/jipm.v12i1.14375 

Zulkarnain, A., Prakoso, B. A., Dewi, R. K., Rahmawati, R., & Bilatasya, Y. (2024). 

Penerapan Program Linear untuk Mengoptimalkan Jumlah Produksi dalam 

Memperoleh Keuntungan Maksimal pada Rumah UMKM Produk Wedang Sehat. 

Indo-MathEdu Intellectuals Journal, 5(1), 1119–1127. 

https://doi.org/10.54373/imeij.v5i1.834 

 

 


	Introduction
	Results and Discussion

