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Abstract: Multimedia is a combination of various media elements, such as text, images, audio, video, and 

animation used by teachers to deliver teaching materials effectively and innovatively. There are various types 

of interactive multimedia that can be used, one of which is that teachers often involve videos and GeoGebra 

to help students learn mathematics. In practice, this assistance often makes students take a longer path to 

achieve learning goals. This study provides another perspective to determine the implications of learning 

videos and GeoGebra in completing answers that help students. With a descriptive method, this study took 

students as its subjects whose results were analyzed qualitatively using data descriptions, data reduction and 

presentation of conclusions. It turns out that videos are less able to help students complete their answers and 

GeoGebra can make students less than optimal in improving their thinking skills. However, the use of 

learning videos can be used by students to remember continuously to be used as independent learning 

materials and the use of GeoGebra can be used to correct answers that have been obtained using manual 

methods. 
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INTRODUCTION 

The rapid development of technology has a direct and indirect impact on most aspects 

of human life, including in the field of education (G. F. Khairunnisa & Ilmi, 2020). One of the 

most obvious impacts is the change in the role of teachers. Today's teachers not only need to 

master the subject matter, but teachers must also be able to package learning as innovative 

and interesting learning in accordance with the times (Hasan & Wijayanti, 2018). In line with 

this, innovative learning needs to be applied in mathematics learning (Saadah & Budiman, 

2022). Innovations that can be used by teachers to overcome these problems and to respond to 

the industrial revolution 4.0 are by using technology-based learning such as learning with 

interactive multimedia (Mimbadri et al., 2019). Interactive multimedia is an innovation in the 

development of learning media (Sakiah & Effendi, 2021). According to Mureiningsih, 

interactive multimedia is a media that combines text, sound, animated images, and videos to 

convey messages through electronic media (Astri et al., 2022; Layyin & Haqiqi, 2022). 

Interactive multimedia can make learning effective so that it can generate positive reactions in 

students, provide information that satisfies students' needs, and have a positive impact on 

students (Gufron et al., 2018; Handayani & Rahayu, 2020; Manoi & Soesanto, 2022). 

Macaulay's research shows that the use of multimedia can help the mathematics learning 

process to achieve learning objectives as shown by the results of students' mathematics scores 

who use multimedia being higher than those who do not use multimedia (Artikel, 2016). 

Through this, the use of interactive multimedia can dispel the paradigm of some people's 

assumptions about mathematics which state that mathematics is difficult and confusing 

material (Batubara, 2015). According to (Ngazizah, 2016), there are some teachers who have 

not been able to utilize interactive multimedia optimally. As a result, learning is carried out in 

a conventional way even though multimedia devices are fully available in the classroom 

(Anwar & Anis, 2020). Although there are some teachers who have not been able to utilize 

interactive multimedia, many young teachers have been able to use it optimally. The examples 

of multimedia that can be used in learning is learning videos and Geogebra. 
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With the help of learning videos, especially with the addition of animations in them, it 

can attract students' attention because without innovation, students will feel bored and tired 

because students only see mathematical formulas (Suci Tama & Sumargiyani, 2022). In 

addition to having an impact on students, teachers also become more creative and innovative 

in delivering material (Dayutiani & Fitrianna, 2021; Maryani, 2014). Learning videos can be 

an alternative path for students in online mathematics learning (Munadhiroh & Mawarsari, 

2020). At SMP Swata Pemda, class VII C students gave a positive response to the use of 

animated videos in learning integer operations. Based on the results of the questionnaire and 

interviews, it showed that the average result was 67.58 with a high category. The minimum 

score obtained by students was 61 and the maximum score was 88 out of 31 students (Hariati 

et al., 2020). In line with this, at SMP N 2 Sawan, class VIII D has achieved the established 

success indicators after using interactive multimedia, where each meeting experienced an 

increase in student interest and learning achievement (I. P. Agus et al., 2018). The increase in 

mathematics learning outcomes was also felt at MTs Ma'arif 2 Nurul Huda East Lampung 

with posttest results higher than pretest results and reinforced by the warm response results of 

students reaching a percentage of 82.8% to the use of interactive multimedia based on video 

(Marjuki et al., 2021). The collaboration between the open-ended learning model with the 

help of videos at SMP Ma'arif Batu can also improve students' mathematical thinking 

compared to conventional learning (Bastylova, 2019). Not only in junior high schools, but 

also in vocational schools, it has a positive impact on the use of interactive multimedia, 

namely at one of the vocational schools in Trenggalek. The use of learning videos with LKPD 

in the material of sine and cosine rules with the area of triangles in trigonometry material 

provides students with enthusiasm for learning because the video can be played by students 

repeatedly and wherever they are (Yulianto et al., 2022). Unlike others, the use of learning 

videos of zilat board teaching aids is effectively used in one of the private junior high schools 

in Malang City, class VII in learning the material on addition and subtraction of integers, but 

there is no influence on students in understanding the concept of multiplication and division 

operations (Susanto & Yudanti, 2020). 

In learning related to geometry material, teachers can use interactive multimedia in the 

form of geogebra which can optimize students' mathematical representation abilities 

(Nugraha, 2022; Supriadi, 2015). Geogebra is a dynamic software that combines geometry, 

algebra, and calculus which is used as a tool in learning mathematics (Bernard & Sunaryo, 

2020; Pianda, Didi, 2020). Through the visual and geometric display of mathematical 

concepts in geogebra, it can encourage students to think actively in making connections and 

conclusions about mathematical concepts (Rahmadi et al., 2015). In addition, students also 

feel motivated by the use of the geogebra application, as shown by the level of student interest 

of 75% in the indicator of interesting activities in learning (Dewi et al., 2020). This was 

proven in SMP Negeri 3 Metro class IX through the discovery learning model with the help of 

geogebra, there was an increase in student learning motivation, so that learning activities also 

increased with an average of 60.83% in cycle I to 89.38% in cycle III (Firdayati, 2020). A 

similar thing also happened at SMP Negeri 6 Buton Tengah in the learning process using 

interactive multimedia based on geogebra can support understanding of spatial concepts. The 

results of the analysis showed that the average score of students' conceptual understanding in 

the experimental class was 84.72%, while the average score of students in the control class 

was 78.84% (Arbain et al., 2024). At MT Al-Barry, class VIII A students also showed a 

positive response to the use of the geogebra application in mathematics learning. On average, 

students showed strong indicators of learning interest and obtained a percentage of 69.46% 

(Hanipa, 2019). The use of geogebra-based interactive multimedia at SMA Negeri 1 Buru in 

mathematics learning is very different from learning that does not use the geogebra 

application. It can be seen from the mathematical abilities applied through the geogebra 
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application that it is better and more effective compared to those who do not use the 

application, this is supported by an average result of 76.74%. In the learning process, it has an 

influence of 31.6% on the post-test score. While the increase in mathematical communication 

skills between the pretest and posttest scores is 11.6%. Therefore, it can be concluded that the 

use of interactive multimedia based on geogebra is very effective in mathematics lessons 

(Magfirah et al., 2021). 

As the 21st century progresses, teachers can use geometry-related software as a tool to 

solve mathematics learning problems related to visual skills. One such software is Geogebra 

3D. Geogebra 3D itself is software that can display 3D images from 2D images. This software 

has an augmented reality (AR) feature that makes 2D images look like 3D images (Aditya et 

al., 2022). In other words, augmented reality (AR) is a technology that combines real and 

virtual objects in the same space and as if the virtual objects really exist. The application of 

augmented reality (AR) in mathematics education has the potential to increase mathematical 

activities conceptually and technically and make students more motivated (S. Khairunnisa & 

Aziz, 2021; Meilindawati et al., 2023). So the use of augmented reality can improve learning 

outcomes and can improve many students' mathematical abilities (Ridlwaniyyah, 2024). 

Because by using the augmented reality (AR) feature, students can see in real time and 

directly imagine the results of their learning process (Herman et al., 2023). The use of 

augmented reality (AR) features in mathematics learning is often used in geometry material, 

because this material requires students to visualize an object (Haryani et al., 2024; Nurfaidah 

et al., 2023). In junior high schools in Bogor Regency, grade VIII students proved that in 

learning flat-sided spatial geometry material, there was an increase in student learning 

outcomes in the cognitive domain using interactive multimedia in the form of augmented 

reality (AR)-based geomegebra better than learning using spatial geometry teaching aids 

(Nurhaliza et al., 2022). In addition, ethnomathematics learning about the concept of spatial 

geometry with the help of augmented reality (AR) has also been shown to increase student 

motivation and improve students' mathematical understanding. Because through real 

visualization, students can understand the shape of space and traditional musical instruments 

in Indonesia (Nasichah et al., 2023). Thus, the application of augmented reality in 

mathematics learning can improve students' understanding of mathematical materials. By 

increasing students' understanding, students can solve various problems given (Albar et al., 

2022). 

The explanations above show an increase in students' mathematical understanding 

abilities using interactive multimedia in learning. The abilities of students who use interactive 

multimedia are better than those using conventional learning. In addition, there is also an 

increase in students' mathematical communication skills (Fajriati & Murtiyasa, 2023; 

Purnamasari & Herman, 2017). Because there is an increase in students' mathematical 

understanding and mathematical abilities, their mathematical problem-solving abilities also 

increase (Asmara, 2016). The increase in mathematical abilities is influenced by the aspect of 

learning interest. When learning is carried out conventionally, students' interest in learning is 

very low because it is boring and difficult to understand. So that the presence of interactive 

multimedia can increase students' interest in learning which has an impact on student learning 

outcomes (Wulandari, 2020). Students' representation abilities can be shown by how well a 

student understands concepts and can solve mathematical problems correctly (Puspita, 2023). 

The use of technology in learning such as interactive multimedia can provide stimulation to 

all senses, so that it can maximize the capture of learning messages or materials in the 

learning process (Dian Nur Septiyawati Putri, Fitriah Islamiah, Tyara Andini, 2022). For 

example, interactive multimedia can present rare objects and abstract concepts that are 

converted into real concepts (Sarah, 2016). Interactive multimedia can present various 

interesting display concepts due to the combination of images, animations, and sounds. From 
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this collaboration, it can help students overcome boredom with monotonous learning 

(Ardiansyah, 2021; Novitasari, 2016). Examples of interactive multimedia are learning 

videos, Adobe Flash, Geogebra, and Augmented Reality (AR) which have been proven to 

receive positive responses from students which can be seen from the increasing achievement 

of student learning outcomes. The selection of learning models is also important to achieve 

the desired results (Majalengka & Vii, 2023). The selection of interactive multimedia-based 

learning models has also been shown to improve student learning outcomes. To provide 

confidence that interactive multimedia can improve students' mathematical understanding, 

this study aims to analyze the role of interactive multimedia in improving students' 

mathematical understanding. 

 

METHODS  

This study uses a descriptive method with a qualitative approach to obtain an overview 

of the implications of the use of interactive multimedia on students' test results. The subjects 

of this study were students of class VIII of SMP N 3 Sokaraja consisting of 5 students. The 

research instruments used were tests and interviews. The test technique in the form of a 

written test was used to obtain data related to the implications of the use of interactive 

multimedia on students' mathematical understanding test results. The interview used in this 

study was a semi-structured interview with the aim of determining the extent to which the use 

of interactive multimedia can help students in completing students' mathematical 

understanding test answers. The interactive multimedia used in this study were learning 

videos and geogebra applications. 

This research is divided into three stages, namely planning, implementation, and 

reporting. The first stage is planning, the researcher prepares the test instruments that will be 

tested on students including test grids and test assessment rubrics. The next stage is the 

implementation stage. Before students answer the test, students first watch a learning video 

related to the material on the system of linear equations of two variables. After students watch 

the video, students answer questions consisting of 2 non-contextual questions and 2 

contextual questions in two ways, namely manually as in the learning video and using the 

geogebra application. Furthermore, students are interviewed to strengthen and deepen the 

information on the test answer results written by students. The last stage is reporting, 

researchers process and analyze data obtained during the research and compile a report. 

This study uses source triangulation, method triangulation, and theory triangulation to 

validate the results. These methods aim to reduce bias and increase the reliability of research 

findings. Source triangulation used in this study involves collecting data from various sources 

such as test results and literature records. In addition, this study involves method 

triangulation, namely observation and documentation, and theory triangulation, namely 

comparing new findings with findings from various previous studies. 

The data analysis techniques used consist of data reduction, data presentation, and 

drawing conclusions. Reducing data means summarizing, choosing important things, focusing 

on important things, looking for themes and patterns, and removing unnecessary things. In 

this way, data reduction provides a clearer picture and makes it easier for researchers to 

collect and search for data if needed. Then, presenting or displaying data makes it easier to 

understand what is happening. The data presented can be reduced to test results and interview 

results and presented in written format. The final stage of drawing conclusions is carried out 

by collecting the data presented and adjusting it to the problem formulation. At this stage, 

conclusions are drawn based on data presentation, with the aim of drawing conclusions about 

the influence of interactive multimedia on students' understanding of mathematics. 
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RESULTS AND DISCUSSION 

Based on the research results, the test results were obtained to measure the effectiveness 

of interactive multimedia in improving students' mathematical understanding. The questions 

created in this study have their respective objectives such as: question number one is used to 

determine the implications of using learning videos in improving mathematical understanding 

skills, question number two is used to determine the implications of using the geogebra 

application in improving mathematical understanding skills, and questions number three and 

four are used to measure the effectiveness of using learning videos and geogebra applications 

in improving mathematical understanding skills on HOTS questions. The following are the 

test results that have been carried out by students. 

Question number one is used to measure the effectiveness of using learning videos in 

improving mathematical understanding skills. Before working on the questions, respondents 

were asked to watch a learning video that explains how to solve problems with a system of 

linear equations in two variables using the graphical method. Here is the link to the learning 

video: https://youtu.be/sqjgu8laIpk?si=yA_Y5eAjBP0dNIl7. Based on the results of 

observations and interviews with respondents, the use of learning videos cannot improve 

respondents' mathematical understanding, especially in the material on systems of linear 

equations in two variables. Respondents have received SPLDV material at school but they 

forget the steps to solve SPLDV problems using the graphical method. Although respondents 

have seen the learning video, they still cannot remember and find it difficult to understand the 

steps used to solve SPLDV problems, so the researcher explained the contents of the video 

directly. After the researcher explained it again, respondents were able to accept the material 

well and were able to solve the problems that had been given, this is evidenced in table 1. 

Research conducted by Marjuki et al., 2021 has different results from this study. In a study 

conducted by Marjuki et al., 2021, at MTs Ma'arif 2 Nurul Huda East Lampung, learning 

videos can improve students' mathematical understanding abilities as indicated by an increase 

in mathematics learning outcomes with posttest results higher than pretest results and 

reinforced by the warm response results of students reaching a percentage of 82.8% for the 

use of interactive multimedia based on videos. 

 
 

Figure 1. Results of Answer to Question Number 1 
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All respondents can solve question number 1 correctly but the speed in solving the 

problem varies. Respondent 1 can solve it in 5 minutes 41 seconds which is the fastest 

respondent in solving question number 1 while the respondent who takes the longest time is 

respondent 2 with a time of 15 minutes. The length of time respondents work on the questions 

can indicate the respondent's ability to understand mathematical problems and numerical 

abilities. So it can be said that respondent 1 has the best ability to understand mathematical 

problems and numerical abilities compared to other respondents. 

Table 1. Duration of Time to Complete Students' Answers 

 Question Number 

 1 2 3 4 

Respondent 1 05 41 01 35 14 20 06 59 

Respondent 2 15 00 03 46 20 09 24 14 

Respondent 3 12 06 02 40 20 00 22 8 

Respondent 4 05 56 03 29 22 54 16 34 

Respondent 5 09 33 05 10 20 18 22 19 

Question number two is used to measure the effectiveness of using the Geogebra 

application in improving mathematical understanding skills. Based on the results of 

observations and interviews with respondents, the use of the Geogebra application can help 

respondents in working on SPLDV problems because they do not need to calculate the length 

to get results and do not take a long time. This can be proven in table 2, all respondents can 

answer the questions correctly in a short time. Respondent 1 can answer question number 2 in 

1 minute 35 seconds which is the fastest respondent in answering question number 2 and the 

respondent who took the longest time was respondent 5 with a time of 5 minutes 10 seconds. 

This is in line with research conducted by Magfirah et al., 2021, the use of the Geogebra 

application at SMA Negeri 1 Buru is better and more effective in the mathematics learning 

process which has an influence of 31.6% on the posttest score and there is an increase in 

mathematical communication skills between the pretest and posttest scores by 11.6%. 

 

Figure 2. Results of Answer to Question Number 2 



Jurnal Pendidikan Matematika, 16 (1) (2025): 22-34 

Learning Videos and Geogebra: Do They Really Help Students Solve Their Answers? 

28 

 

Geogebra application can help students in working on SPLDV problems, but on the 

other hand, the geogebra application has a disadvantage, namely that it can make students feel 

lazy to calculate manually so that they will rely on the application to answer questions. If this 

is done continuously, students can forget the steps in solving SPLDV problems manually. The 

geogebra application can be used by students to check the answers when students have tried to 

solve the problems manually so that this can avoid the negative impacts that arise. 

Question number three is used to measure the effectiveness of using learning videos and 

geogebra applications in improving mathematical understanding skills in HOTS questions. 

Based on the results of observations and interviews with respondents, the use of learning 

videos cannot improve respondents' mathematical understanding skills because they need a 

re-explanation from the researcher regarding the contents of the video, this is like the case in 

number 1. The difficulty experienced by respondents in completing question number 3 is that 

respondents have difficulty understanding the question and find it difficult to change it into 

mathematical language so that respondents need quite a long time to complete the question. 

The fastest time to complete question number 3 is 14 minutes 20 seconds by respondent 1 and 

the longest time is 22 minutes 54 seconds by respondent 4. Although all respondents' answers 

are correct, they have different completion times. The collaboration between the manual 

method in solving SPLDV questions with the graphic method and the use of the geogebra 

application is a good combination because with the manual method respondents can 

understand the steps in working on it and do not eliminate the ability to count, while the use 

of the geogebra application is used to confirm answers that have been completed manually. 

 

Figure 3. Results of Answer to Question Number 3 

Question number four has the same function as question number three, which is used to 

measure the effectiveness of using learning videos and geogebra applications in improving 

mathematical understanding skills in HOTS questions, but in question number four the 

numbers used in the question are larger. Based on the results of observations and interviews 

with respondents, the use of learning videos cannot improve respondents' mathematical 

understanding skills as in the previous question. In question number four, there are several 
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errors that appear, such as those made by respondent 4, namely in the last step the y value has 

not been divided by 4 so that the graph does not find the intersection point. Although wrong 

in manual calculations, the answer using the geogebra application is correct. This should have 

been followed up by respondent 4 because the answers manually and with the application are 

different, but respondent 4 did not follow up to confirm the answer. 

 
Figure 4. Results of Answer to Question Number 4 

In addition, errors also occurred in respondent 2 who was less careful in understanding 

the questions. Respondent 2's manual calculation used units in the form of thousands but 

when entering the graph, respondent 2 used units in the form of tens and this also happened 

when entering numbers into geogebra. Often the geogebra application also simplifies the 

equation automatically so that the units used can change by themselves. This is one of the 

weaknesses of the geogebra application. The respondent who can answer question number 4 

quickly is respondent 1 in 6 minutes 59 seconds and the respondent who answered the 

question the longest is respondent 2 with a time of 24 minutes 14 seconds. 

CONCLUSION  

Based on the results of the study above, it can be concluded that not all interactive 

multimedia can improve students' mathematical abilities. One of them is that learning videos 

cannot improve the mathematical abilities of class VIII students of SMP N 3 Sokaraja on the 

material of two-variable linear equation systems with graphical methods. Unlike learning 

videos, the geogebra application can improve mathematical abilities when students use it for 

the right purpose. The geogebra application can be used to compare the results of manual 

work with those using the application. So, if there is a difference in the results of the solution, 

students can re-analyze where the error is. The geogebra application can produce answers 

quickly, but this application also has shortcomings, namely when entering large numbers, it 

cannot display graphs with specific numbers and sometimes the application immediately 

simplifies automatically. The shortcomings of the application do not mean that the geogebra 

application is a less good interactive multimedia because all interactive multimedia have their 

own advantages and disadvantages. Interactive multimedia has many types that can be used in 

learning, but in selecting multimedia, it must be chosen according to the needs of learning, 

must understand the advantages and disadvantages of the interactive multimedia that will be 

error in 
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intersection 
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numbers that 
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which led to 

wrong 

conclusions. 
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used, and must pay attention to the abilities possessed by students, so that the use of 

interactive multimedia can improve students' mathematical understanding. 

ACKNOWLEDGEMENTS  

We would like to thank the Mathematics Education Study Program, Faculty of Teacher 

Training and Education, Muhammadiyah University of Purwokerto for funding the 

publication of this article. 

REFERENCES 

Aditya, P., Ilma, R., Putri, I., Susanti, E., & Aisyah, N. (2022). Augmented Reality ( AR ) 

pada Geogebra 3D untuk menghasilkan Hypothetical Learning Trajectory dalam 

pembelajaran STEM materi jarak dimensi tiga kelas XII SMA. Jurnal Pendidikan 

Matematika RAFA, 8(1), 40–58. 

Agus, I. P., Prayatna, D., Sudiarta, I. G. P., & Gita, I. N. (2018). Penerapan Pembelajaran 

Matematika Berbantuan Video Tutorial untuk Meningkatkan Minat dan Prestasi 

Belajar Matematika Siswa Kelas VIIID SMP Negeri 2 Sawan. Jurnal Pendidikan 

Matematika Undiksha, 9(2), 2599–2600. 

Albar, R., Susilawati, S., & Fatmawati, D. P. (2022). Penerapan Media Pembelajaran Berbasis 

Augmanted Reality pada Materi Phytagoras untuk Meningkatkan Literasi Matematika 

Siswa. Seminar Nasional Pendidikan Matematika Tahun 2022, 3(1), 371–380.  

Anwar, S., & Anis, M. B. (2020). Pengembangan Media Pembelajaran Matematika Berbasis 

Adobe Flash Profesional pada Materi Sifat-Sifat Bangun Ruang. Jurnal Pendidikan 

Matematika (Kudus), 3(1), 99. https://doi.org/10.21043/jpm.v3i1.6940 

Arbain, Ode Sirad, L., & Halidin. (2024). Efektivitas Video Pembelajaran Berbasis GeoGebra 

dalam Kelas Virtual terhadap Pemahaman Konsep Bangun Ruang. Mathema Journal, 

6(1), 11–21. 

Ardiansyah, M. (2021). Pengaruh Multimedia Interaktif, Gaya Belajar dan Konsep Diri 

terhadap Prestasi Belajar Matematika. SAP (Susunan Artikel Pendidikan), 5(3), 277–

284. https://doi.org/10.30998/sap.v5i3.7624 

Asmara, A. S. (2016). Peningkatan Kemampuan Pemecahan Masalah Dan Disposisi 

Matematis Siswa Smk Dengan Pembelajaran Berbasis Masalah Berbantuan 

Multimedia Interactive. Jurnal Sekolah Dasar, 1(1). 

https://doi.org/10.36805/jurnalsekolahdasar.v1i1.59 

Astri, N., Wiarta, I., & Wulandari, I. (2022). Pengembangan Multimedia Interaktif Berbasis 

Pendekatan Kontekstual Pada Mata Pelajaran Matematika Pokok Bahasan Bangun 

Datar Universitas Pahlawan Tuanku Tambusai. Jurnal Pendidikan Dan Konseling, 

4(3), 575–585. 

Bastylova, D. R. (2019). Kemampuan Berpikir Kreatif Matematis Siswa Melalui Model 

Pembelajaran Open-Ended Dengan Bantuan Video Pembelajaran Materi Balok dan 

Kubus Kelas VIII. Jurnal Penelitian, Pendidikan, Dan Pembelajaran, 14(9), 66–75. 

http://riset.unisma.ac.id/index.php/jp3/article/view/4923 

Batubara, H. H. (2015). Penelitian Penelitian Pengembangan Media PembelajaranInteraktif 

pada Materi Operasi Bilangan Bulat. INFORMASI. Jurnal Madrasah Ibtidaiyah, 1(1), 

1–12. 

Bernard, M., & Sunaryo, A. (2020). Analisis Motivasi Belajar Siswa MTs dalam 



Jurnal Pendidikan Matematika, 16 (1) (2025): 22-34 

Agustina Setyaningrum, Anton Jaelani 

31 

 

Pembelajaran Matematika Materi Segitiga dengan Berbantuan Media Javascript 

Geogebra. Jurnal Cendekia: Jurnal Pendidikan Matematika, 04(01), 134–143. 

Dayutiani, G. S., & Fitrianna, A. Y. (2021). Analisis Kefektifan Video Pembelajaran Sebagai 

Media Pembelajaran Matematika Pada Siswa SMP dI Masa Pandemi. Jurnal 

Pembelajaran Matematika Inovatif, 4(6), 1723–1730. 

https://doi.org/10.22460/jpmi.v4i6.1723-1730 

Dewi, D. K., Khodijah, S. S., & Setiawan, W. (2020). Analisis Motivasi Belajar Matematika 

Siswa SMA Bingkai Cendekia Cicilan Berbantuan Aplikasi GeoGebra pada Materi 

Transformasi Geometri. Jurnal Pembelajaran Matematika Inovatif, 3(1), 49–58. 

https://doi.org/10.22460/jpmi.v3i1.p49-58 

Dian Nur Septiyawati Putri, Fitriah Islamiah, Tyara Andini, A. M. (2022). Analisis Pengaruh 

Pembelajaran Menggunakan Media Interaktif Terhadap Hasil Pembelajaran Siswa 

Sekolah Dasar. Pendidikan Dasar Dan Sosial Humaniora, 2(2), 367. 

Eriska, D., Aprianti, F., Nurkholis, & Rahayu, S. (2023). Penerapan Model Project Based 

Learning Berbantuan Education Games Digital untuk Meningkatkan Hasil Belajar 

Siswa pada Mata Pelajaran Matematika di Kelas IV SDN Majalengka Wetan VII. 

Didaktik: Jurnal Ilmiah PGSD FKIP Universitas Mandiri, 09(02), 1876–1891. 

Fajriati, N., & Murtiyasa, B. (2023). Kemampuan Literasi Matematika Siswa Menggunakan 

Multimedia Interaktif. Jurnal Cendekia: Jurnal Pendidikan Matematika, 07(1), 945–

957. 

Firdayati, L. (2020). Peningkatan Motivasi Belajar Siswa Melalui Discovery Learning 

Dengan Geogebra Pada Materi Transformasi. AKSIOMA: Jurnal Program Studi 

Pendidikan Matematika, 9(3), 833. https://doi.org/10.24127/ajpm.v9i3.2899 

Gufron, A., Darwan, D., & Winarso, W. (2018). Penggunaan Bahan Ajar Berbasis 

Multimedia Interaktif Terhadap Hasil Belajar Matematika Siswa. Inspiramatika, 4(2), 

77–88. 

Handayani, D., & Rahayu, D. V. (2020). Pengembangan Media Pembelajaran Interaktif 

Berbasis Android Menggunakan Ispring Dan Apk Builder Untuk Pembelajaran 

Matematika Kelas X Materi Proyeksi Vektor. M A T H L I N E Jurnal Matematika 

Dan Pendidikan Matematika, 5(1), 12–25. https://doi.org/10.31943/mathline.v5i1.126 

Hanipa, A. (2019). Analisis Minat Belajar Siswa MTs Kelas VIII dalam Pembelajaran 

Matematika Melalui Aplikasi Geogebra. JPMI (Jurnal Pembelajaran Matematika 

Inovatif), 2(5), 315. https://doi.org/10.22460/jpmi.v2i5.p315-322 

Hariati, P. N. S., Lily, R., & Islamiani, S. (2020). Pengaruh Penggunaan Media Video 

Animasi Terhadap Respon Siswa the Effect of Using Animation Video Media on 

Student Responses in Mathematics Learning on Operating Number of Round 

Numbers. Jurnal Pembelajaran Dan Matematika Sigma (JPMS), 6(1), 18–22. 

Haryani, M., Wahyuningtyas, R., Sakinah, Z. N., & Susilo, B. E. (2024). Studi Literatur: 

Penerapan Media Pembelajaran Augmented Reality dalam Pembelajaran Matematika 

Guna Meningkatkan Kemampuan Pemecahan Masalah Siswa. PRISMA, Prosiding 

Seminar Nasional Matematika, 7, 359–367. https://proceeding.unnes.ac.id/prisma 

Hasan, B., & Wijayanti, R. (2018). Efektifitas Penggunaan Media Pembelajaran Matematika 

Berbasis Whitevoard Animation. Apotema, 4(2), 2407–8840. 

Herman, H., Zalukhu, A., Hulu, D. B. T., Zebua, N. S. A., Manik, E., & Situmorang, A. S. 



Jurnal Pendidikan Matematika, 16 (1) (2025): 22-34 

Learning Videos and Geogebra: Do They Really Help Students Solve Their Answers? 

32 

 

(2023). Augmented Reality (AR) pada Geogebra Meningkatkan Kemampuan Spasial 

dan Pemecahan Masalah Matematis pada Materi Dimensi Tiga. Journal on Education, 

5(3), 6032–6039. https://doi.org/10.31004/joe.v5i3.1368 

Khairunnisa, G. F., & Ilmi, Y. I. N. (2020). Media Pembelajaran Matematika Konkret Versus 

Digital: Systematic Literature Review di Era Revolusi Industri 4.0. Jurnal Tadris 

Matematika, 3(2), 131–140. https://doi.org/10.21274/jtm.2020.3.2.131-140 

Khairunnisa, S., & Aziz, T. A. (2021). Studi Literatur: Digitalisasi Dunia Pendidikan dengan 

Menggunakan Teknologi Augmented Reality pada Pembelajaran Matematika. Jurnal 

Riset Pendidikan Matematika Jakarta, 3(2), 53–62. 

https://doi.org/10.21009/jrpmj.v3i2.22267 

Layyin, S. N. M., & Haqiqi, A. K. (2022). Pengembangan Media Pembelajaran Multimedia 

Interaktif Berbasis Adobe Flash Pada Materi Sudut Terintegrasi Nilai Keislaman. 

NCOINS : National Conference Of Islamic Natural Science, 2, 95–109. 

Magfirah, I., Zakaria, Y., Iye, R., Bugis, R., & Azwan, A. (2021). Pemanafaatan aplikasi 

Geogebra sebagai pembelajaran Matematika di SMA kabupaten Buru. Sang Pencerah: 

Jurnal Ilmiah Universitas Muhammadiyah Buton, 7(1), 148–158. 

https://doi.org/10.35326/pencerah.v7i1.914 

Maharani, H. R., & Basir, M. A. (2016). Pengembangan Media CD Interaktif Matematika 

untuk Meningkatkan Kemampuan Pemecahan Masalah Siswa SMP. Jurnal Refleksi 

Edukatika, 7(1). 

Manoi, G., & Soesanto, R. H. (2022). Stimulus Keaktifan Siswa Melalui Penerapan Media 

Interaktif Pada Pembelajaran Matematika Secara Daring [Stimulating the Activeness 

of Students Through the Implementation of Interactive Media in Online Mathematics 

Learning]. JOHME: Journal of Holistic Mathematics Education, 6(1), 43. 

https://doi.org/10.19166/johme.v6i1.4602 

Marjuki, B. A., Zuhairi, Z., & Wildaniati, Y. (2021). Pengaruh Penggunaan Media Video 

Interaktif Terhadap Hasil Belajar Matematika Siswa Mts Ma’Arif 2 Nurul Huda 

Lampung Timur. LINEAR: Journal of Mathematics Education, 2, 71. 

https://doi.org/10.32332/linear.v2i2.3819 

Maryani, D. (2014). Pembuatan Media Pembelajaran Interaktif Bangun Ruang Matematika. 

Journal Speed, 6(2), 18–24. 

Meilindawati, R., Zainuri, Z., & Hidayah, I. (2023). Penerapan Media Pembelajaran 

Augmented Reality (Ar) Dalam Pembelajaran Matematika. JURNAL E-DuMath, 9(1), 

55–62. https://doi.org/10.52657/je.v9i1.1941 

Mimbadri, Y., Suharto, S., & Oktavianingtyas, E. (2019). Pengembangan Media 

Pembelajaran Matematika Interaktif Online Classflow Berbantuan Software Geogebra 

pada Materi Integral Luas Daerah. MAJAMATH: Jurnal Matematika Dan Pendidikan 

Matematika, 2(2), 121. https://doi.org/10.36815/majamath.v2i2.410 

Munadhiroh, N., & Mawarsari, V. D. (2020). Penerapan Lesson Study Pembelajaran 

Matematika Menggunakan Video Pendekatan Student Center Learning Terhadap 

Motivasi Dan Hasil Belajar. Edusaintek, 108–118. 

https://prosiding.unimus.ac.id/index.php/edusaintek/article/view/550 

Nasichah, D., Afif Al - fadli, M., WAhyuni, S., & Chahyani Rhizqi, R. (2023). Pembelajaran 

Etnomatematika pada Bangun Ruang Berbasis Augmented Reality. Seminar Nasional 

FPMIPA, 46, 399–403. 



Jurnal Pendidikan Matematika, 16 (1) (2025): 22-34 

Agustina Setyaningrum, Anton Jaelani 

33 

 

Novitasari, D. (2016). Pengaruh Penggunaan Multimedia Interaktif Terhadap Kemampuan 

Pemahaman Konsep Matematis Siswa. FIBONACCI: Jurnal Pendidikan Matematika 

Dan Matematika, 2(2), 8. https://doi.org/10.24853/fbc.2.2.8-18 

Nugraha, A. A. (2022). Media Pembelajaran Interaktif Menggunakan GeoGebra Bernuansa 

Etnomatematika Untuk Meningkatkan Kemampuan Representasi Matematis Peserta 

Didik. Prosiding Seminar Pendidikan Matematika Dan Matematika, 5(2721). 

https://doi.org/10.21831/pspmm.v5i1.221 

Nurfaidah, N., Pujiastuti, E., Cahyono, A. N., & Sugiman, S. (2023). Systematic Literature 

Review: Penggunaan Augmented Reality (AR) pada Pembelajaran Matematika. 

Prisma, 12(2), 380. https://doi.org/10.35194/jp.v12i2.3291 

Nurhaliza, S. M., Mudrikah, A., & Hakim, L. L. (2022). Peningkatan Hasil Belajar Peserta 

Didik melalui Penerapan Media Pembelajaran Geometry with Augmented Reality 

(GO-AR). Prisma, 11(2), 467. https://doi.org/10.35194/jp.v11i2.2452 

Pianda, Didi, R. (2020). Peningkatan Kreativitas Siswa Dalam Pembelajaran Matematika 

Dengan Google Classroom Sebagai Kelas Digital Berbantuan Aplikasi Geogebra. Al 

Khawarizmi: Jurnal Pendidikan Dan Pembelajaran Matematika, 4(2), 93–111. 

Purnamasari, S., & Herman, T. (2017). Penggunaan Multimedia Interaktif Terhadap 

Peningkatan Kemampuan Pemahaman Dan Komunikasi Matematis, Serta 

Kemandirian Belajar Siswa Sekolah Dasar. EduHumaniora | Jurnal Pendidikan Dasar 

Kampus Cibiru, 8(2), 178. https://doi.org/10.17509/eh.v8i2.5140 

Puspita, W. (2023). Analisis Penggunaan Software Pada Pembelajaran Matematika Berbasis 

Multimedia Interaktif (Studi Kasus : Smp It Jabal Noor Medan). Jurnal Informatika 

Dan Rekayasa Perangkat Lunak, 3(4), 415–421. 

https://doi.org/10.33365/jatika.v3i4.2262 

Rahmadi, A. Z., Sari, N. P., Juliana, S., & Rahman, B. (2015). Studi Literatur : Pembelajaran 

Matematika Menggunakan GeoGebra dalam Meningkatkan Kemampuan Penalaran 

Matematis Siswa. Seminar Nasional Matematika Dan Pendidikan Matematika UNY, 

49–56. 

Ridlwaniyyah, N. (2024). Pemanfaatan Augmented Reality dalam Pembelajaran Matematika. 

PRISMA, Prosiding Seminar Nasional Matematika, 7, 354–358. 

https://proceeding.unnes.ac.id/prisma 

Saadah, N., & Budiman, I. (2022). Meta Analisis: Pengembangan Media Pembelajaran 

Matematika Interaktif Berbasis Adobe Flash Pada Jenjang SMP. JPMI: Jurnal 

Pembelajaran Matematika Inovatif, 5(1), 221–236. 

https://doi.org/10.22460/jpmi.v5i1.221-236 

Sakiah, N. A., & Effendi, K. N. S. (2021). Analisis Kebutuhan Multimedia Interaktif Berbasis 

PowerPoint Materi Aljabar Pada Pembelajaran Matematika SMP. JP3M (Jurnal 

Penelitian Pendidikan Dan Pengajaran Matematika), 7(1), 39–48. 

https://doi.org/10.37058/jp3m.v7i1.2623 

Sarah. (2016). Melalui Media Interaktif Mischief dan Konvensional. Jurnal Teknodik, 665, 

144–154. 

Suci Tama, N., & Sumargiyani. (2022). Analisis kebutuhan siswa terhadap media video 

animasi dalam pembelajaran matematika. AKSIOMA: Jurnal Matematika Dan 

Pendidikan Matematika, 13(2), 315–324. 



Jurnal Pendidikan Matematika, 16 (1) (2025): 22-34 

Learning Videos and Geogebra: Do They Really Help Students Solve Their Answers? 

34 

 

Supriadi, N. (2015). Pembelajaran Geogebra Berbasis Geogebra Sebagai Upaya 

Meningkatkan Kemampuan Komunikasi Matematis. Al-Jabar : Jurnal Pendidikan 

Matematika, 6(2), 99–110. https://doi.org/10.24042/ajpm.v6i2.20 

Susanto, L. A. W., & Yudanti, E. (2020). Efektivitas Video Pembelajaran Matematika Kelas 

VII SMP Pada Konsep Operasi Bilangan Bulat. Primatika : Jurnal Pendidikan 

Matematika, 9(2), 101–110. https://doi.org/10.30872/primatika.v9i2.371 

Wulandari, S. (2020). Media Pembelajaran Interaktif Untuk Meningkatkan Minat Siswa 

Belajar Matematika Di SMP 1 Bukit Sundi. Indonesian Journal of Technology, 

Informatics and Science (IJTIS), 1(2), 43–48. https://doi.org/10.24176/ijtis.v1i2.4891 

Yulianto, A., Sisworo, S., & Hidayanto, E. (2022). Pembelajaran Matematika Berbantuan 

Video Pembelajaran untuk Meningkatkan Motivasi dan Hasil Belajar Peserta Didik. 

Mosharafa: Jurnal Pendidikan Matematika, 11(3), 403–414. 

https://doi.org/10.31980/mosharafa.v11i3.1396 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 


