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ABSTRAK 

 

Kemampuan berpikir logis sangat penting dalam pembelajaran di sekolah, 

khususnya dalam memahami konsep Pemrograman Berorientasi Objek pada 

elemen Pemrograman Berbasis Teks, Grafis, dan Multimedia. Berdasarkan temuan 

awal, banyak siswa mengalami kesulitan dalam memahami materi yang bersifat 

konseptual akibat metode pembelajaran konvensional yang kurang mendukung 

pengembangan kemampuan berpikir logis. Oleh karena itu, pembelajaran 

berbantuan multimedia interaktif dengan model Scaffolding dianggap dapat 

meningkatkan motivasi, pemahaman, dan logical thinking siswa. Penelitian ini 

menggunakan pendekatan R&D dengan model ADDIE (Analyze, Design, 

Development, Implement, Evaluate) untuk merancang dan mengimplementasikan 

multimedia Logophile. Hasil penelitian menunjukkan bahwa multimedia Logophile 

berbasis Scaffolding efektif dalam meningkatkan kemampuan berpikir logis siswa, 

dengan rata-rata nilai pretest sebesar 62,61 meningkat menjadi 79,13 pada posttest 

dan nilai gain sebesar 0,45 yang berada dalam kategori "Sedang." Selain itu, 

tanggapan siswa terhadap multimedia ini yang positif, dengan skor rata-rata 

tanggapan sebesar 74,93% yang termasuk kategori "Baik." Hal ini menunjukkan 

bahwa model Scaffolding berbantuan multimedia Logophile efektif, mudah 

digunakan dalam mendukung aktivitas pembelajaran siswa. 

 

Kata kunci: Berpikir Logis, Multimedia Interaktif, Pemrograman Berbasis Objek, 

Scaffolding, Web Edukasi.  
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ABSTRACT 

 

The ability to think logically is crucial in school learning, particularly in 

understanding Object-Oriented Programming concepts within the elements of Text-

Based, Graphics, and Multimedia Programming. Initial findings indicate that many 

students struggle to grasp conceptual material due to conventional teaching 

methods that inadequately support the development of logical thinking skills. 

Therefore, interactive multimedia-assisted learning using the Scaffolding model is 

considered capable of enhancing students' motivation, understanding, and logical 

thinking. This study employs an Research and Development approach with the 

ADDIE model (Analyze, Design, Development, Implement, Evaluate) to design and 

implement the Logophile multimedia. The research results show that the 

Scaffolding-based Logophile multimedia is effective in improving students' logical 

thinking skills, with the average pretest score of 62.61 increasing to 79.13 in the 

posttest, yielding a gain score of 0.45, which falls into the "Moderate" category. 

Additionally, students' responses to this multimedia were positive, with an average 

response score of 74.93%, categorized as "Good." These findings indicate that the 

Scaffolding model assisted by Logophile multimedia is effective and easy to use in 

supporting students' learning activities. 

 

Keywords:  Educational Web, Logical Thinking, Interactive Multimedia, Object-

Oriented Programming, Scaffolding.

mailto:muhammdtino@upi.edu


 
 

vii 
 

DAFTAR ISI 

 

LEMBAR PERNYATAAN ................................................................................... iii 

KATA PENGANTAR ........................................................................................... iv 

ABSTRAK .............................................................................................................. v 

ABSTRACT ............................................................................................................. vi 

DAFTAR ISI ......................................................................................................... vii 

DAFTAR GAMBAR .............................................................................................. x 

DAFTAR TABEL ................................................................................................. xii 

DAFTAR RUMUS .............................................................................................. xiv 

DAFTAR LAMPIRAN ......................................................................................... xv 

BAB I PENDAHULUAN ....................................................................................... 1 

1.1 Latar Belakang Penelitian ........................................................................ 1 

1.2 Rumusan Masalah Penelitian ................................................................... 5 

1.3 Tujuan Penelitian ...................................................................................... 5 

1.4 Batasan Masalah ....................................................................................... 6 

1.5 Manfaat Penelitian .................................................................................... 6 

1.6 Sistematika Pelaporan Skripsi .................................................................. 7 

BAB II KAJIAN PUSTAKA .................................................................................. 8 

2.1 Peta Literatur ............................................................................................ 9 

2.2 Multimedia Pembelajaran ....................................................................... 11 

2.2.1 Multimedia Interaktif ...................................................................... 11 

2.2.2 Komponen-Komponen Multimedia Pembelajaran ......................... 13 

2.2.3 Jenis-Jenis Multimedia Pembelajaran ............................................. 14 

2.2.4 Website sebagai Media Pembelajaran ............................................. 15 

2.3 Model Pembelajaran Scaffolding ............................................................ 16 

2.3.1 Kelebihan Pembelajaran Scaffolding .............................................. 16 

2.3.2 Kelemahan Pembelajaran Scaffolding ............................................ 17 

2.3.3 Langkah-langkah Pembelajaran Scaffolding ................................... 18 

2.4 Thinking .................................................................................................. 21 

2.4.1 Logical Thinking ............................................................................. 21 

2.4.2 Indikator Logical Thinking .............................................................. 23 



 
 

viii 
 

2.5 Pemrograman Berorientasi Objek .......................................................... 23 

2.5.1 Konsep Pemrograman Berorientasi Objek ...................................... 24 

BAB III METODOLOGI PENELITIAN.............................................................. 27 

3.1 Metode Penelitian ................................................................................... 27 

3.2 Desain Penelitian .................................................................................... 28 

3.3 Prosedur Pengembangan Multimedia Pembelajaran .............................. 28 

3.3.1 Tahap Analyze ................................................................................. 29 

3.3.2 Tahap Design .................................................................................. 30 

3.3.3 Tahap Development ......................................................................... 31 

3.3.4 Tahap Implementation ..................................................................... 32 

3.3.5 Tahap Evaluate................................................................................ 33 

3.4 Populasi dan Sampel Penelitian ............................................................. 33 

3.4.1 Populasi ........................................................................................... 33 

3.4.2 Sampel ............................................................................................. 33 

3.5 Instrumen Penelitian ............................................................................... 34 

3.5.1 Instrumen Studi Lapangan .............................................................. 34 

3.5.2 Instrumen Validasi Ahli Media dan Materi .................................... 35 

3.5.3 Instrumen Soal ................................................................................ 36 

3.5.4 Instrumen Tanggapan Responden ................................................... 37 

3.6 Teknis Analisis Data .............................................................................. 39 

3.6.1 Analisis Validasi Soal ..................................................................... 40 

3.6.2 Analisis Hasil Soal Pretest dan Posttest ......................................... 43 

3.6.3 Analisis Data Instrumen Validasi Ahli ........................................... 45 

3.6.4 Analisis Data Penilaian Tanggapan Siswa ...................................... 46 

BAB IV HASIL DAN PEMBAHASAN .............................................................. 50 

4.1 Hasil Penelitian .......................................................................................... 50 

4.1.1 Tahap Analyze ..................................................................................... 50 

4.1.1.1 Identifikasi Permasalahan ............................................................... 50 

4.1.2 Tahap Design ...................................................................................... 54 

4.1.2.1 Penyusunan Materi Ajar .................................................................. 54 

4.1.2.2 Penyusunan Instrument Soal Materi Konsep Pemrograman 

Berorientasi Objek ......................................................................................... 56 



 
 

ix 
 

4.1.2.3 Perancangan Desain Multimedia Interaktif ..................................... 64 

4.1.2.4 Perancangan Zona Pengembangan Proksimal (ZPD) ..................... 70 

4.1.3 Tahap Development ............................................................................ 75 

4.1.3.1 Pembuatan Multimedia Logophile .................................................. 75 

4.1.3.2 Validasi Ahli Media ........................................................................ 87 

4.1.4 Tahap Implementation ........................................................................ 89 

4.1.4.1 Pemberian Soal Pretest ................................................................... 89 

4.1.4.2 Tahap Perlakuan .............................................................................. 90 

4.1.4.3 Pemberian Soal Posttest .................................................................. 93 

4.1.4.4 Form Tanggapan Siswa ................................................................... 93 

4.1.5 Tahap Evaluasi .................................................................................... 93 

4.1.5.1 Penilaian Multimedia ...................................................................... 94 

4.1.5.2 Penilaian Terhadap Kemampuan Berpikir Logis ............................ 94 

4.2 Pembahasan .............................................................................................. 107 

4.2.1 Perancangan Multimedia Interaktif .................................................. 107 

4.2.2 Peningkatan Kemampuan Berpikir Logis Siswa SMK Setelah 

Implementasi Model Scaffolding Berbantuan Multimedia Interaktif .............. 109 

4.2.3 Tanggapan Peserta Didik Terkait Multimedia Interaktif dengan 

Menerapkan Model Scaffolding ...................................................................... 110 

4.2.4 Kelebihan, Kekurangan, dan Kendala .............................................. 111 

4.2.4.1 Kelebihan Multimedia ................................................................... 111 

4.2.4.2 Kekurangan Multimedia................................................................ 111 

4.2.4.3 Kendala Penelitian ........................................................................ 112 

BAB V KESIMPULAN DAN SARAN .............................................................. 113 

DAFTAR PUSTAKA ......................................................................................... 114 

LAMPIRAN ........................................................................................................ 119 

 

  



 
 

x 
 

DAFTAR GAMBAR 

 

Gambar 2.1 Peta Literatur ....................................................................................... 9 

Gambar 3.1 Konsep ADDIE (Branch, 2009) ……………………………………28 

Gambar 3.2 Prosedur Penelitian R&D dengan model ADDIE ............................. 29 

Gambar 3.3 Technology Acceptance Model 1 (TAM) ......................................... 38 

Gambar 3.4 Technology Acceptance Model 1 (TAM) ......................................... 48 

Gambar 4.1 Tampilan Web Logophile dan Materi Teks …………………………55 

Gambar 4.2 Halaman Akses LKPD ...................................................................... 56 

Gambar 4.3 Tampilan LKPD ................................................................................ 56 

Gambar 4.4 Flowchart Multimedia ....................................................................... 65 

Gambar 4.5 Konsep Zona Perkembangan Proksimal (Lisa, 2004) ....................... 71 

Gambar 4.6 Tampilan Navigasi Video.................................................................. 76 

Gambar 4.7 Tampilan Navigasi Halaman ............................................................. 76 

Gambar 4.8 Tampilan Menu Sidebar .................................................................... 76 

Gambar 4.9 Tampilan Halaman Feedback ............................................................ 77 

Gambar 4.10 Halaman Login ................................................................................ 77 

Gambar 4.11 Halaman Register ............................................................................ 78 

Gambar 4.12 Halaman Dashboard Siswa.............................................................. 79 

Gambar 4.13 Halaman Pretest............................................................................... 79 

Gambar 4.14 Halaman Kelas ................................................................................ 80 

Gambar 4.15 Halaman Sesi Materi ....................................................................... 80 

Gambar 4.16 Halaman Materi Teks ...................................................................... 81 

Gambar 4.17 Halaman Contoh Implementasi Kode ............................................. 81 

Gambar 4.18 Halaman Sesi Kuis .......................................................................... 81 

Gambar 4.19 Halaman Sesi LKPD ....................................................................... 82 

Gambar 4.20 Halaman Posttest ............................................................................. 82 

Gambar 4.21 Halaman Forum Kolaboratif ........................................................... 83 

Gambar 4.22 Halaman Tentang WEB .................................................................. 83 

Gambar 4.23 Halaman Dashboard Guru ............................................................... 84 

Gambar 4.24 Halaman Materi ............................................................................... 84 

Gambar 4.25 Halaman Kuis .................................................................................. 85 



 
 

xi 
 

Gambar 4.26 Halaman Data Siswa ....................................................................... 85 

Gambar 4.27 Halaman Data Laporan.................................................................... 86 

Gambar 4.28 Halaman Rekap Nilai ...................................................................... 86 

Gambar 4.29 Halaman Forum Kolaboratif ........................................................... 87 

Gambar 4.30 Hasil Kategori Validasi Ahli Media ................................................ 89 

Gambar 4.31 Hasil Pretest dan Posttest Siswa ...................................................... 94 

Gambar 4.32 Hasil Analisis Indikator Berpikir Logis Siswa ................................ 99 

Gambar 4.33 Hasil Uji Gain Indikator Kemampuan Berpikir Logis .................. 100 

Gambar 4.34 Hasil Representasi Skala Interval Tanggapan Siswa .................... 102 

Gambar 4.35 Hasil Perhitungan PLS-SEM ......................................................... 102 

Gambar 4.36 Hasil Perhitungan PLS-SEM Modifikasi ...................................... 105 

 

 

  



 
 

xii 
 

DAFTAR TABEL 

 

Tabel 2.1 Langkah-langkah Pembelajaran Scaffolding ........................................ 20 

Tabel 3.1 One Group Pretest-Posttest ……………………………………………28 

Tabel 3.2 Aspek Penilaian Media (LORI) ............................................................ 35 

Tabel 3.3 Aspek Penilaian Tanggapan Responden ............................................... 38 

Tabel 3.4 Interpretasi Validitas Instrumen Soal .................................................... 40 

Tabel 3.5 Kriteria Realibilitas Soal ....................................................................... 41 

Tabel 3.6 Interpretasi Tingkat Kesukaran Soal ..................................................... 42 

Tabel 3.7 Interpretasi Daya Pembeda Soal ........................................................... 43 

Tabel 3.8 Kategori Gain ........................................................................................ 45 

Tabel 3.9 Kategori Tingkat Validitas .................................................................... 46 

Tabel 3.10 Skor Konversi Penilaian Siswa ........................................................... 47 

Tabel 3.11 Kategori dari Skor ............................................................................... 47 

Tabel 4.1 Hasil Uji Validitas Soal Pretest………………………………………...57 

Tabel 4.2 Hasil Uji Validitas Soal Posttest ........................................................... 58 

Tabel 4.3 Klasifikasi Realibilitas Butir Soal Pretest ............................................. 59 

Tabel 4.4 Klasifikasi Realibilitas Butir Soal Posttest ........................................... 59 

Tabel 4.5 Hasil Uji Kesukaran Soal Pretest .......................................................... 59 

Tabel 4.6 Hasil Uji Kesukaran Soal Posttest ........................................................ 60 

Tabel 4.7 Hasil Uji Daya Pembeda Soal Pretest ................................................... 60 

Tabel 4.8 Hasil Uji Daya Pembeda Soal Posttest ................................................. 61 

Tabel 4.9 Penentuan Jumlah Butir Soal Pretest .................................................... 61 

Tabel 4.10 Penentuan Jumlah Butir Soal Posttest ................................................. 62 

Tabel 4.11 Storyboard Multimedia ....................................................................... 66 

Tabel 4.12 Hasil Validasi Oleh Ahli Media .......................................................... 87 

Tabel 4.13 Penerapan Model Pembelajaran Scaffolding pada Multimedia 

Logophile .............................................................................................................. 90 

Tabel 4.14 Rata-rata Nilai Pretest dan Posttest Siswa .......................................... 95 

Tabel 4.15 Hasil Uji Normalitas ........................................................................... 95 

Tabel 4.16 Hasil Uji Paired T-Test ....................................................................... 96 

Tabel 4.17 N Gain Siswa ...................................................................................... 96 



 
 

xiii 
 

Tabel 4.18 Hasil Uji N-gain Berdasarkan Kelompok Atas-Tengah-Bawah ......... 97 

Tabel 4.19  Nilai Gain Pada Setiap Indikator Kemampuan Berpikir Logis.......... 99 

Tabel 4.20  Hasil Angket Tanggapan Siswa Terhadap Media ............................ 101 

Tabel 4.21 Uji Validitas TAM ............................................................................ 102 

Tabel 4.22 Uji Realibilitas TAM ........................................................................ 103 

Tabel 4.23 Hasil Uji Realibilitas ......................................................................... 104 

Tabel 4.24 Tabel Uji Signifikansi ....................................................................... 104 

Tabel 4.25 Hasil Uji Validitas ............................................................................. 105 

Tabel 4.26 Uji Realibilitas .................................................................................. 106 

Tabel 4.27 Hasil Uji Realibilitas ......................................................................... 106 

Tabel 4.28 Uji Signifikansi ................................................................................. 107 

 

  



 
 

xiv 
 

DAFTAR RUMUS 

 

Rumus 3.1 Uji Validitas Soal ................................................................................ 40 

Rumus 3.2 Kuder-Richardson 20 .......................................................................... 41 

Rumus 3.3 Tingkat Kesukaran Soal ...................................................................... 42 

Rumus 3.4 Uji Daya Pembeda Soal ...................................................................... 43 

Rumus 3.5 Uji N-Gain .......................................................................................... 45 

Rumus 3.6 Analisis Data Hasil Penelitian ............................................................ 46 

Rumus 3.7 Analisis Data Hasil Penelitian ............................................................ 47 

 

  



 
 

xv 
 

DAFTAR LAMPIRAN 

 

Lampiran 1. Angket Kuesioner Siswa ................................................................ 119 

Lampiran 2. Angket Wawancara Guru ............................................................... 121 

Lampiran 3. Modul Ajar ..................................................................................... 123 

Lampiran 4. Hasil Validasi Soal oleh Ahli ......................................................... 154 

Lampiran 5. Lembar Validasi Ahli Media .......................................................... 264 

Lampiran 6. Hasil Analisa Uji Coba Soal Pretest ............................................... 267 

Lampiran 7. Hasil Analisa Uji Coba Soal Posttest ............................................. 269 

Lampiran 8. Hasil Analisa Soal Pretest pada Penelitian ..................................... 271 

Lampiran 9. Hasil Analisa Soal Posttest pada Penelitian ................................... 272 

Lampiran 10. Hasil Perhitungan N-Gain pada Penelitian berdasarkan Indikator 

Logical Thinking ................................................................................................. 273 

Lampiran 11. Hasil Perhitungan N-Gain pada Penelitian berdasarkan Pembagian 

Kelas .................................................................................................................... 274 

Lampiran 12. Entity Relationship Diagram ........................................................ 275 

Lampiran 13. Hasil Perhitungan N-Gain pada Penelitian berdasarkan Pembagian 

Kelas .................................................................................................................... 276 

 

  



 
 

 

115 

 

DAFTAR PUSTAKA 

 

Andriawan, B. (2014). Identifikasi kemampuan berpikir logis dalam pemecahan 

masalah matematika pada siswa kelas VIII-1 SMP Negeri 2 Sidoarjo. 

MATHEdunesa, 3(2). 

Apriyanti, R. (2011). Pengaruh metode penemuan dengan menggunakan teknik 

Scaffolding terhadap hasil belajar Matematika siswa. 

Armansyah, F., Sulton, S., & Sulthoni, S. (2019). Multimedia interaktif sebagai 

media visualisasi dasar-dasar animasi. Jurnal Kajian Teknologi Pendidikan, 

2(3), 224-229. 

Asyhar, R. (2012). Kreatif Mengembangkan Media Pembelajaran. Jakarta: 

Referensi (GP Press Group). 

Auniyah, F., Herlambang, A. D., & Wijoyo, S. H. (2020). Pengaruh kemampuan 

berpikir kritis dan berpikir logis siswa terhadap kemampuan belajar secara 

kolaboratif pada jurusan Teknik Komputer dan Jaringan di SMK Negeri 2 

Malang. Jurnal Pengembangan Teknologi Informasi dan Ilmu Komputer, 

4(7), 2178-2185. 

Branch, R. M. (2009). Instructional Design: The ADDIE Approach. New York: 

Springer. 

Booch, G., Maksimchuk, R. A., Engle, M. W., Young, B. J., Connallen, J., & 

Houston, K. A. (2008). Object-oriented analysis and design with 

applications. ACM SIGSOFT Software Engineering Notes, 33(5), 29-29. 

Cahyono, A. N. (2010). Vygotskian Perspective: Proses Scaffolding untuk 

mencapai Zone of Proximal Development (ZPD). 

Endarwati, E. D., & Widjajanti, D. B. (2016). Peningkatan motivasi dan prestasi 

belajar operasi hitung bilangan bulat siswa kelas 4 melalui media visual 

interaktif. Jurnal Penelitian Ilmu Pendidikan, 9(1), 53-69. 

Fathoni, T. (2008). Jenis dan karakteristik media pembelajaran. Diambil kembali 

dari httpsfile.upi.edu. 

Fikri, H., & Madona, A. S. (2018). Pengembangan media pembelajaran berbasis 

multimedia interaktif. Yogyakarta: Samudra Biru. 

file:///C:/Users/L%20E%20N%20O%20V%20O/AppData/Local/Microsoft/Windows/INetCache/IE/P25WZH3T/httpsfile.upi.edu


116 
 

 

Gamma, E., Helm, R., Johnson, R., Vlissides, J., & Patterns, D. (1995). Design 

Patterns: Elements of reusable object-oriented software. 

Hair, J. F., Risher, J. J., Sarstedt, M., & Ringle, C. M. (2019). When to use and how 

to report the results of PLS-SEM. European Business Review, 31(1), 2-24. 

Haryono, S. (2016). Metode SEM Untuk Penelitian Manajemen dengan AMOS 

22.00, LISREL 8.80 dan Smart PLS 3.0. Jakarta: Badan Penerbit PT. 

Intermedia Personalia Utama. 

Hidayat, S. T., Istyowati, A., & Pratiwi, H. Y. (2023). Penerapan Inkuiri 

Terbimbing dan Pembelajaran Berdiferensiasi dalam Mengembangkan 

Kemampuan Berpikir Kritis. Jurnal Pembelajaran, Bimbingan, dan 

Pengelolaan Pendidikan, 3(9), 787-802. 

Hishamudin, F. (2016). Model ADDIE. Universiti Teknologi Malaysia 1997. 

Indriana, Y. (2011). Pembelajaran Induktif dan Deduktif dalam Pendidikan. 

Penerbit XYZ. 

Islanda, E., & Darmawan, D. (2023). Pengembangan Google Sites sebagai media 

pembelajaran untuk meningkatkan prestasi belajar siswa. Jurnal Teknodik, 

27(1), 51-62. 

Istiqomah, A. (2022). CP & ATP Rekayasa Perangkat Lunak. Diambil kembali dari 

Platform Merdeka Mengajar: https://guru.kemdikbud.go.id. 

Jihad, A., & Haris, A. (2009). Evaluasi Pembelajaran. Yogyakarta: Multi 

Pressindo. 

Kamilah, S. F., Wahyuni, I., & Ratnasari, D. (2023). Pengembangan media 

pembelajaran interaktif berbasis website menggunakan Google Sites pada 

materi ekosistem kelas X SMA. BIODIK, 9(3), 176-181. 

Kurniasari, M. (2017). Efektivitas Penerapan Model Pembelajaran Scaffolding 

untuk Meningkatkan Keterampilan Menulis Kalimat Sederhana. 

Universitas Pendidikan Indonesia. 

Kuswana, W. S. (2011). Taksonomi Berpikir. Bandung: PT. Remaja Rosdakarya. 

Limbong, T., & Simarmata, J. (2020). Media dan Multimedia Pembelajaran: Teori 

& Praktik. Yayasan Kita Menulis. 

Munir. (2012). Konsep & Aplikasi dalam Pendidikan. Bandung: Alfabeta. 

https://guru.kemdikbud.go.id/


117 
 

 

Mustofa, H. (2021). Strategi pembelajaran scaffolding dalam membentuk 

kemandirian belajar siswa. Al Fatih. 

Nesbit, J. C., & Leacock, T. L. (2009). Collaborative argumentation in learning 

resource evaluation. In Handbook of Research on Learning Design and 

Learning Objects: Issues, Applications, and Technologies (pp. 574-588). 

IGI Global. 

Oakley, L. 2004. Cognitive Development. London: Routledge-Taylor & Francis 

Group 

Pratama, A., Wulandari, S. Z., & Indyastuti, D. L. (2022). Analisis Technology 

Acceptance Model (TAM) Pada Penggunaan Aplikasi PLN Daily (Studi 

Empiris Pada Pegawai PLN UP3 Tegal). INOBIS: Jurnal Inovasi Bisnis dan 

Manajemen Indonesia, 5(3), 355-368. 

Pratiwi, S., Efkar, T., & Sunyono, S. (2017). Pengaruh Strategi Scaffolding dalam 

Pembelajaran SiMaYang untuk Meningkatkan Motivasi Belajar. Jurnal 

Pendidikan dan Pembelajaran Kimia, 6(1), 140794. 

Rahayu, L. S., & Suhartini, R. (2024). Pendidikan kejuruan di era revolusi industri 

4.0: Perspektif teori. Edukatif: Jurnal Ilmu Pendidikan, 6(3), 2484–2489. 

Ramadhani, C. (2015). Dasar Algoritma & Struktur Data dengan Bahasa JAVA. 

Yogyakarta: Andi Offset. 

Ridwan, M. (2021). Pembangunan sumber daya manusia pada sekolah kejuruan di 

Indonesia: Tantangan dan peluang di era revolusi industri 4.0. Moderasi: 

Jurnal Studi Ilmu Pengetahuan Sosial, 2(1), 1-10. 

Rondan-Cataluña, F. J., Arenas-Gaitán, J., & Ramírez-Correa, P. E. (2015). A 

comparison of the different versions of popular technology acceptance 

models: A non-linear perspective. Kybernetes, 44(5), 788-805. 

Rosmaini. (2015). Model-Model Pembelajaran Inovatif. Neliti. 

Sebesta, R. W. (2016). Concepts of programming languages. Pearson Education 

India. 

Saefuddin, A. M., & Berdiati, W. (2014). Pengantar model pembelajaran. 

Yogyakarta: Fakultas Ilmu Tarbiyah dan Keguruan, Universitas Islam 

Negeri Raden Intan Lampung. 

Santrock, J. W. (2002). Life-span development. 



118 
 

 

Sugiyono, 2015. Metode Penelitian Kuantitatif, Kualitatif, dan R&D. Bandung: 

Alfabeta. 

Suhendri, H. (2012). Pengaruh kecerdasan matematis-logis, rasa percaya diri, dan 

kemandirian belajar terhadap hasil belajar matematika. Prosiding Seminar 

Nasional Matematika dan Pendidikan Matematika 2012. 

Surjono, H. D. (2017). Multimedia Pembelajaran Interaktif: Konsep dan 

Pengembangan. Yogyakarta: UNY Press. 

Syafmen, W., & Marbun, R. H. (2014). Analisis kemampuan berpikir logis siswa 

gaya belajar tipe thinking dalam memecahkan masalah matematika. Jurnal 

EduSains. Universitas Jambi. 

Trianto. (2007). Model-model Pembelajaran Inovatif Berorientasi Konstruktivistik. 

Prestasi Pustaka. 

Widodo, A. P., Agushyabana, F., & Jati, S. P. (2018). Pengukuran penerimaan 

sistem informasi EWSKIA berdasarkan persepsi pengguna dengan 

menggunakan Technology Acceptance Model. Jurnal Sistem Informasi 

Bisnis, 02, 166-173. 

Yasin, M. (2021). Penerapan metode scaffolding untuk meningkatkan hasil belajar 

siswa X pada mata pelajaran fisika di SMAN 1 Pining Kabupaten Gayo 

Lues. Skripsi. 

Ze-Nian, L., & Drew, M. S. (2004). Fundamentals of Multimedia. Prentice Hall. 

Zulfickar, R., & Oktariani, M. (2020). Analisis Faktor-Faktor Yang Mempengaruhi 

Kemampuan Logical Thinking Peserta Didik Pada SMAN 1 Riau Silip 

Kabupaten Bangka. Biormatika: Jurnal ilmiah fakultas keguruan dan ilmu 

pendidikan, 6(1), 139-144.


