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Google Sites, This study investigated the impact of Google Sites-based interactive multimedia on enhancing learning
interactive outcomes in social studies among elementary school students. Employing the research and development
multimedia, social (R&D) method, the study followed the ADDIE model (Analysis, Design, Development, Implementation,
studies, learning Evaluation). The research adopted a one-group pretest-posttest design, where a single sample group
outcomes, elementary underwent treatment, with their performance evaluated before and after the intervention. The population was
school elementary school students in the Cakung sub-district, East Jakarta, Indonesia. Using the Slovin formula, a

random sample of 32 fourth-grade students was selected as the practical group. Hypothesis testing was
conducted using a t-test through SPSS 29, which revealed a statistically significant improvement in learning
outcomes, with both one-tailed and two-tailed p-values recorded at less than 0.001. These findings
demonstrate that Google Sites-based interactive multimedia effectively enhances social studies learning
outcomes for fourth-grade students in the Cakung sub-district, East Jakarta, Indonesia.

1. Introduction

Learning is an activity that involves individuals striving to gain knowledge, skills, and positive values
through various resources. Active learning can be promoted by introducing new incentives, such as
innovative learning environments and selecting suitable learning media aligned with the lesson plan.
To achieve this, teachers must understand how to design engaging learning tools. These media are
crucial in facilitating the teaching process and helping educators effectively deliver content toward
specific objectives.

Learning media can spark interest and positively influence students' psychology, making them more
enthusiastic during the learning process [1-7]. This is because learning media offers students fresh and
engaging experiences. By incorporating diverse media, teachers can prevent monotonous lessons.
Gagne (1970) supports this idea, highlighting that media consists of various components within the
learning environment that motivate students to engage actively.

Advancements in technology have introduced a wide range of learning media available for teachers
[8]. One innovative tool in the digital era is interactive multimedia based on Google Sites. Google
Sites, a product of Google, is a user-friendly platform for creating websites. Its accessibility allows
students to explore learning materials independently [9]. The platform is especially suitable for
beginners due to its intuitive menus and features. Teachers can use Google Sites to incorporate
materials, educational videos, evaluations, and quizzes.

Google Sites enables students to access teacher-prepared learning materials anytime and anywhere
[10-13]. These resources are not limited to textbooks but may include content from the Internet or
other references, broadening students' perspectives. For elementary students, parental guidance is
essential to ensure focus and minimize distractions while accessing materials at home. Google Sites
offers an effective solution for students to review content, particularly given the limited instructional
time in school.
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This research stands out from previous studies that lacked interactivity, often resulting in monotonous
learning experiences and decreased student engagement. Student interest plays a critical role in
enhancing learning outcomes. To address this, researchers developed media that utilize multiple
applications, not just one. For instance, this study incorporates the Quizizz application, which includes
gamified quizzes and evaluations to assess students' comprehension of the material. Additionally,
YouTube videos are integrated to present the material visually and engagingly, increasing student
interest and encouraging active class participation. This interactive approach helps improve student
learning outcomes.

The research utilizes interactive multimedia combined with Google Sites to foster active involvement
in the learning process. This approach is particularly relevant given the current emphasis on
technology-based education. By introducing variations in media, the learning process becomes more
dynamic and appealing, motivating students to engage actively and achieve better results.

The study examines using Google Sites-based interactive multimedia to enhance social studies
learning outcomes for grade 4 elementary school students. It seeks to address the following questions:

e How can Google Sites-based interactive multimedia be effectively developed?

e Do students’ social studies learning outcomes improve after using Google Sites-based interactive
multimedia?

The primary objective of this study is to evaluate the effectiveness of integrating interactive
multimedia with Google Sites for teaching social studies to elementary school students. Additionally,
it aims to develop an innovative teaching approach using Google Sites, which inspires students to learn
and fosters motivation. This research aspires to contribute to creating more engaging and innovative
educational practices.

A. Interactive Multimedia

The rapid advancement of science and technology significantly influences the educational process [14-
16]. Education must adapt to foster and enhance students' life skills, especially 21st-century
competencies such as technological proficiency. Consequently, teachers are expected to integrate
technology into their teaching practices. Numerous technology-based learning tools are available, with
interactive multimedia as one notable example.

Multimedia combines at least two input or output media [17-20]. These media can include audio (such
as sound and music), animations, videos, text, graphics, and images. Multimedia enhances the delivery
of educational material, addresses limitations related to space, time, and sensory capabilities, and
encourages more active student participation in the learning process.

In education, "interactive" pertains to two-way communication [21-27]. This involves a reciprocal
relationship or interaction between users and the media or application. Such interactions include
displaying information, feedback on evaluation results, and more.

From the definitions above, interactive multimedia is a blend of various media forms—such as audio,
animation, video, text, graphics, and images—integrated into digital formats. These tools are designed
to convey information to audiences while enabling user interaction.

B. Learning Outcomes

Achievements resulting from the learning process are referred to as learning outcomes [28]. These
outcomes reflect the effectiveness of the learning process and are demonstrated by the test scores
students receive from their teachers.

Student learning outcomes are influenced by both internal and external factors [29-30]. Internal factors
originate within the individual, including innate abilities (talent), personal interests, motivation, and
learning methods. On the other hand, external factors stem from the surrounding environment, such as
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the school, family, and community. A positive environment fosters better learning outcomes, while a
less favourable environment may negatively affect them.

Media use in the learning process can enhance students' interest and motivation [31-35]. Increased
interest and motivation lead to improved learning outcomes. For this reason, teachers should
incorporate engaging media to capture students' attention, encouraging active participation and better
understanding of the material.

2. Method

The development of this research media follows the research and development approach, utilizing the
ADDIE model (Analyze, Design, Develop, Implement, Evaluate). An experimental method was
applied to determine its effectiveness. The study involved 32 fourth-grade students at Ujung Menteng
01 Elementary School in East Jakarta, divided into practical and control groups.

A. Research Design
Table 1. Experimental Design

Group Treatment Posttest
E X 01
C - 02 _

Information:

E = Experimental group

C = Control group

01 = Posttest of the experimental group

O2 = Posttest of control group

X = Google sites based interactive multimedia
B. Population and Sample

This research centred on the vibrant elementary school community of Ujung Menteng 01 Elementary
School, located in East Jakarta. Employing the Slovin formula for random sampling, the study
meticulously selected 32 experimental and control students, ensuring a balanced and statistically sound
representation.

C. Research Instrument

This study employed a posttest instrument to evaluate students' cognitive abilities, focusing on their
comprehension of the material and overall learning outcomes. After the experimental treatment, a
posttest was administered to the experimental and control groups. By juxtaposing the post-test results,
the study aimed to delineate the impact of the treatment, revealing significant differences that highlight
its effectiveness.

D. Data Analysis

Rigid tests were conducted to ensure the validity of the data for the statistical analysis. The
Kolmogorov-Smirnov test was employed to assess the normality of the data distribution, while
Levene's test verified the homogeneity of variance. Inferential statistical methods, particularly the t-
test, were utilized for hypothesis testing. Conclusions were drawn based on a significance threshold
0.05, providing a robust foundation for interpreting the results.
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3. Results and Discussions
A. Google Sites-based interactive multimedia development

The interactive multimedia display, created using Google Sites, seamlessly integrates various elements
such as YouTube videos and Quizizz for evaluation purposes. This innovative platform provides
students with direct access to engaging video content while also including a Quizizz link to enhance
their learning experience. The homepage of this multimedia tool, as shown in Fig. 1., reflects the
researcher’s effort to create an engaging and user-friendly interface for effective learning.
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Fig. 1 Home page

The homepage is divided into three main sections: the material page, the video page, and the quiz page.
Upon accessing the homepage, students are guided to proceed to the next page, where they can choose
their desired section. Whether they explore the materials, watch the videos, or test their knowledge
with the quiz, each path offers a tailored learning experience. For instance, if students select the
material section, they will encounter a page similar to the one illustrated in Fig. 2.
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Fig. 2 Material page

The material page presents students with an additional menu to guide further exploration. This page
provides access to various topics and includes detailed explanations of the selected material when
students choose a specific section. There are four main material options to explore: the definition of
cultural diversity, its causes, the types of cultural diversity, and strategies for preserving cultural
heritage. If students decide to return to the homepage and select the video option instead, they are
redirected to a dedicated page featuring an engaging learning video about cultural diversity, as depicted
in Fig. 3.
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Fig. 3 Material page

If students opt for the Quiz option on the homepage, they will be taken to a page featuring a direct link
to Quizizz, as illustrated in Fig. 3. On this Quizizz page; students have the opportunity to assess their
understanding by answering a series of interactive questions through the Quizizz application, as shown
in Fig. 4. This feature provides an engaging and dynamic way for learners to evaluate their knowledge
in an enjoyable format.
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Quizizz: Practice link
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Fig. 4 Link Quiz page
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B. The effect of Google Sites-based interactive multimedia development on learning outcomes

The Shapiro-Wilk test was conducted to assess the normality of the data distribution. As shown in
Table 2, this analysis was performed using SPSS 29, and the results confirmed that the data follows a
normal distribution. Additionally, the homogeneity of the data was evaluated, with the results
displayed in Table 3. This test was also carried out using SPSS 29, which indicated a significance
value greater than 0.05, leading to the acceptance of HO. Therefore, it can be concluded that the data
is homogeneous.

Table 2. Test of Normality

Shapiro-Wilk

Statistic df Sig.

Pretest .958 32 246

Posttest 913 32 .013

Table 3. Homogeneity test results

Levene Statistic | dfl df2 Sig.
Based on Mean .014 1 62 .908
Based on Median .003 1 62 .956
Based on Median and with adjusted df .003 1 61.709 .956
Based on trimmed mean .006 1 62 938

The researcher further employed a t-test to examine the significance level of the results, with the
analysis conducted using SPSS 29 and summarized in Table 4. The findings revealed a significant
difference in the learning outcomes between the experimental class, which was exposed to Google
Sites-based multimedia, and the control class, which did not receive this treatment. Consequently, the
null hypothesis was rejected, confirming the effectiveness of the multimedia intervention in enhancing
learning outcomes.

Table 4. T-Test results

Paired Differences t df Significance
95% Confidence
Std. Std. Interval of the One- | Two-
Deviation II\EAZZ; Difference Sided p | Sided p
Mean Lower Upper
Based on
Median and | 54, 1 | -18115 |-13.198 | -12.989 | 31 | <001 | <001
with adjusted
df

Table 4 shows that implementing Google Sites-based interactive media can improve social studies
learning outcomes for 4th-grade elementary school students at Ujung Menteng 01 Elementary School,
East Jakarta, Indonesia. With this, the research can be declared successful because Google Sites-based
interactive media can significantly impact student learning outcomes. Thus, using Google Sites-based
interactive media for online learning today is essential, especially in social studies.
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This research can strengthen previous studies and confirm that Google Sites-based interactive media
can improve social studies learning outcomes for 6th-grade elementary school students. This is
consistent with prior research, which found that interactive media can improve student learning
outcomes [36-37]. Using the media can affect good student learning outcomes in the current digital
era. In the digital era, students are likelier to like technology-related things in games and learning.

Furthermore, students' cognitive abilities can also be improved by using interactive learning media
[38-40]. Students who use interactive learning resources can become more engaged and less bored.
Interactive learning resources are necessary to help students comprehend the material, particularly in
social classes with thick subject matter. By utilizing technology as a tool for content delivery, educators
can produce interactive learning materials that facilitate students' comprehension of the topic. Learning
media aims to optimize the achievement of learning objectives while offering students meaningful
learning experiences. In the modern era, these media are often closely tied to technological
advancements and global developments [41-67].

Using Google Sites-based interactive media can produce considerable benefits compared to traditional
learning methods. Interactive media has advantages and is an excellent fit for online learning today.
Interactive media in the classroom can boost students' drive to learn, encourage greater student
participation, and expand their knowledge [68-91]. Classroom learning activities are altered for the
students, particularly when Google Sites-based interactive media is used. The modifications made have
a very favourable impact on learning outcomes and how instruction and learning activities are carried
out in the classroom. Learning and teaching activities online today make it difficult for teachers to
provide suitable learning media to students. However, the solution of giving Google Sites-based
interactive media can be applied to learning, especially in the context of social lessons in elementary
schools.

4. Conclusions

The findings reveal a significant difference in learning outcomes between the experimental class,
which benefited from this innovative approach, and the control class, which followed conventional
methods without specialized treatment. This indicates that Google Sites-based interactive media has a
positive and measurable impact on the social studies learning outcomes of 4th-grade students at Ujung
Menteng 01 Elementary School, East Jakarta. Given these results, it is strongly recommended that
Google Sites-based interactive media be adopted in elementary schools. Its application can effectively
enhance student engagement and improve learning outcomes, making it a valuable tool for modern
education.

Acknowledgement:

We thank the National Research and Innovation Agency of the Republic of Indonesia (BRIN-RI) and
the Indonesia Endowment Fund for Education Agency (LPDP) for providing second-year research
grant funds to conduct this research.

References:

Mulyaningsih, Hendratno, and Subrata, “Literature review: Development of google sites —based multimedia to improve

elementary school students’ reading literacy”, international journal of emerging research and review, vol. 1, no. 4, 1-12,
Dec. 2023.

T., H., S., Dewi, Gunahardi, and Riyadi, “The important of learning media based on illustrated story book for primary
school”, Proceeding of International Conference on Child-Friendly Education, 233-236, April 2018.

Hapsari, Rahajeng, and Ayu, “The Effectiveness of learning video media to increase interest in cognitive learning of
kindergarten children”, Journal of Psychology and Instruction, vol. 6, no. 2, 99-104, July, 2022,

S. H. Arhas, M. Mirdayani, R. Niswaty, and S. Suprianto, “The influence of using learning media on the understanding of
office administration education students at Universitas Negeri Makassar”, Pinisi Journal of Education and Management,
vol. 2, no.3, 287-296, June 2023.

2466 |Page



N Google Sites-Based Interactive Multimedia to Improve Social Studies Learning Outcomes for Fourth-
S,EE] Ni Grade Elementary School Students
SEEJPH Volume XXVI, S1, 2025, ISSN: 2197-5248; Posted:05-01-2025

[5] P.Puhka, B. Annemari, and R. Harry, “Application of learning media and technology in schools to increase student interest
in learning”, World Psychology, vol. 1, no. 2, 229-245, Dec 202.

[6] Y. D. Puspitarini, and M. Hanif, “Using learning media to increase learning motivation in elementary school”, Anatolian
Journal of Education, vol. 4, no. 2, 53-60, Oct 2019.

[7] M. Rizky, A. Thwanah, M. A. P. Pratama, A. Muthmainnah, and M. Mutiah “The influence of learning media using the
assemblr edu application on student learning interest in Class V science subjects at SD Palembang”, vol.3, no. 2, 9552-
9562, June 2023.

[8] A. Wulandari, L. Hakim, R. Sulistyowati, Mian, “Interactive multimedia development using google sites to improve
student learning outcomes and energy”’, Edusains, vol. 14, no. 2, 188-201,2022.

[9] A. Marini, D. Safitri, D. J. Rulya, G. Yarmi, and L. Dewiyani, “Development of web using google sites to increase learning
interest in social science education”, Eurasian Journal of Educational Research, vol. 105, pp. 137-148, Dec 2023.

[10] M. Nafiah, A. Marini, A. Niladini, T. Sekaringtyas, D. Safitri, and S. Nuraini, “Development of website-based learning
video to enhance student mathematics learning motivation”, Eurasian Journal of Educational Research, vol. 97, pp. 288-
300, April 2022.

[11] A. Marini, D. Safitri, I. Lestari, Y. Suntari, S. Nuraini, M. Nafiah, S. Saipiatuddin, W. S. A. Arum, A. Sudrajat, and R.
Iskandar, “Mobile web-based character building for enhancement of student character at elementary schools: An empirical
evidence”, International Journal of Interactive Mobile Technologies, vol. 15, no. 21, pp. 37-51, Nov 2021.

[12] D. Safitri, I. Lestari, A. Maksum, N. Ibrahim, A. Marini, M. Zahari, and R. Iskandar, “Web-based animation video for
student environmental education at elementary schools”, International Journal of Interactive Mobile Technologies, vol. 15,
no. 11, pp. 66-80, June 2021.

[13] C. J. Culajara, “Maximizing the use of google sites in delivering instruction in physical education classes”, Physical
Education and Sport: Studies and Research, vol. 1, no. 2, pp. 63-90, July 2022.

[14] Abdulah, A. Mustadi, and W. Fitriani, “PBL-based interactive multimedia in improving critical thinking skills”, Jurnal
Pendidikan Indonesia (JPI), vol. 10 no. 1, pp. 136-144, March 2021.

[15] S. Timotheou, Stella, O. Milliou, Y. Dimitriadis, S. V. Sobrino, N. Giannoursou, R. Cachia, A. M. Monex, and A. Loannou,
“Impacts of digital technologies on education and factors influencing schools’ digital capacity and transformation:
A literature review”, Education and Information Technologies, vol. 28, pp. 6695-6726, 2023.

[16] I. K. Sudarsana, A. R. Nakayanti, A. Sapta, Haimah, W. Satria, K. Saddhono, GS. A. Daengs, E. Putut, T. Helda, and M.
Mursalin, “Technology application in education and learning process”, Journal of Physics: Conference Series, col. 1363,
pp. 1-6, 2019,

[17] Sujarwo, S. N. Herawati, T. Sekaringtyas, D. Safitri, I. Lestari, Y. Suntari, Umasih, A. Marini, R. Iskandar, and A. Sudrajat,
“Android-based interactive media to raise student learning outcomes in social science”, International Journal of Interactive
Mobile Technologies, vol. 16, no. 07, pp. 4-21,April 2022.

[18] M. D. Abdulrahaman, N. Faruk, A. A. Oloyede, N. T. Surajudeen-Bakinde, L. A. Olawoyin, O. V. Mejabi, Y. O. Imam-
Fulani, A. O. Fahm, and A. L. Azeez, “Multimedia tools in the teaching and learning processes: A systematic review”,
Heliyon, vol. 6, no. 11, pp. 1-14, Nov 2020.

[19] W. Hadi, R. Yuksafa, G. Yarmi, D. Safitri, I. Lestari, Y. Suntari, Umasih, A. Marini, A. Sudrajat, and R. Iskandar,
“Enhancement of students’ learning outcomes through interactive multimedia”, International Journal of Interactive Mobile
Technologies, vol. 16, no. 07, pp. 82-98, April 2022.

[20] Y. Sari, A. Marini, Y. Rahmawati, E. Fitriasari, P. A. Wardhani, D. Safitri, L. Dewiyani, and I. Muda, “Emerging
technologies of interactive learning media with wordwall for students’ interest as an impact of SDGS”, Journal of Lifestyle
& SDG’s Review, vol. 5, no. 2, 2025.

[21] H. Setyawan, S. Sunardi, D. T. Ardianto, “Interactive multimedia innovation on short distance running materials in junior
high school”, Journal of Education Technology, vol. 6, no. 2, pp. 315-325, June 2022.

[22] I. F. Muslim, F. Salsabila, F., Priyono, “The urgence of two-way communication model in the education process”,
Intelektium Education Journal, vol. 3, no. 2, Oct 2022.

[23] M. L. Kent, and A. Lane, “Two-way communication, symmetry, negative spaces, and dialogue”, vol. 47, no. 2, June 2021.

[24] A. H. Pulungan, “The use of interactive learning media for teachers in rural areas”, Budapest International Research and
Critics in Linguistics and Education, vol. 4, no. 1, pp. 524-532, 2021.

2467 |Page



N Google Sites-Based Interactive Multimedia to Improve Social Studies Learning Outcomes for Fourth-
S,EE] Ni Grade Elementary School Students
SEEJPH Volume XXVI, S1, 2025, ISSN: 2197-5248; Posted:05-01-2025

[25] M. K. Afify, “Effect of interactive video length within e-learning environments on cognitive load, cognitive achievement
and retention of learning”, Turkish Online Journal of Distance Education, vol. 21, no. 4, pp. 68-89, Oct 2020.

[26] M. R. Keramati, and R. M. Gillies, “Teaching cooperative learning through cooperative learning environment: A
qualitative follow-up of an experimental study”, Interactive Learning Environments, vol. 32, no.3, pp. 879-891, July 2022.

[27] L. Ugalde, M. S. Garabieta, B. V. Carballido, and L. Puigvert, “Impact of interactive learning environments on learning
and cognitive development of children with special educational needs: A literature review”, Frontiers in Psychology, vol.
12, pp. 1-9, April 2021.

[28] C. Sihotang, A. H. Saragih, and A. H. K, “Improvement of student learning outcomes through use google classroom media
in class VII1-4 Students MTsN 1 Kota Subulussalam”, Budapest International Research and Critics in Linguistics and
Education, vol. 3, no. 2, pp. 1182-1189, 2020.

[29] R. F. Ancheta, and A. C. Bocar. “Factors influencing student learning outcomes: A study on behavioural, cognitive and
experiential challenges”, Cognition, Emotion & Education (CEE), vol. 2, no. 1, pp. 1-15, Feb 2024.

[30] Ch. E. Ekowati, “Factors influencing students’ learning outcomes in statistical methods course”, Academic Journal of
Education Sciences, vol. 3, no. 2, pp. 33-37, Dec 2019.

[31] M. Zahari, A. Marini, D. Safitri, L. Dewiyani, and U. Muawanah, “Optimizing student writing performance in higher
education: A quantitative study of teacher feedback and classroom environment”, Social Science & Humanities Open, vol.
11, Jan 2025.

[32] U. Muawanah, A. Marini, and 1. Sarifah, “The interconnection between digital literacy, artificial intelligence, and the use
of e-learning applications in enhancing the sustainability of regional languages: Evidence from Indonesia”, Social Sciences
& Humanities Open, vol. 10, Oct 2024.

[33] S. Novianti, M. Sofwan, A. D. Widyawati, Z. Jannah, and C. Karina, “The importance of learning media to increase
students' interest in learning in study primary school IPAS learning”, Journal of Scientia, vol. 12, no. 04, pp. 1889-1893,
Nov 2023.

[34] R. Salam, H. Akib, and D. Daraba, “Utilization of learning media in motivating student learning”, vol. 226, pp. 1100-
1103, Oct 2018.

[35] I. Sarifah, A. Rohmaniar, A. Marini, J. Sagita, S. Nuraini, D. Safitri, A. Maksum, Y. Suntari, and A. Sudrajat,
“Development of android based educational games to enhance elementary school student interests in learning
mathematics”, International Journal of Interactive Mobile Technologies, vol. 16, no. 18, pp. 82-98, Oct 2022.

[36] N.J. Nabilah, and Z. Dewina, “The effect of using google sites media on the learning outcomes of science and technology
students in Grade V”, Jurnal Cakrawala Pendas, vol. 9 no. 1, pp. 61-69, Jan 2023.

[37] M. Nurwita, H. Hadiansah, F. E. Zamani, “use of google sites learning media to improve students' cognitive learning
outcomes excretory system material”, International Journal of Learning Media and Natural Science, vol. 1, no.1, pp. 8-13,
Feb 2024.

[38] A. Tiarasari, “The effectiveness of interactive multimedia to improve cognitive skill on elementary school students”,
Indonesian of Educational Journal, vol. 10, no. 2, pp. 387-395, July 2021.

[39] Roemintoyo, A. Efendi, M. K. Budiarto, and H. Wibawanto, “The effect of interactive multimedia to improve the cognitive
learning outcome in senior high school’s student”, International Journal of Education and Knowledge Management
(NEKM), vol. 4, no. 1, pp. 1-9, Jan 2021.

[40] Y. Suchyadi, N. Safitri, and O. Sunardi, “The use of multimedia as an effort to improve elementary teacher comprehension
ability and creative thinking skills in following science study courses”, Journal of Humanities and Studies, vol. 4, no. 2,
pp. 201-205, Sept 2022.

[41]1. Sarifah, A. Muhajir, A. Marini, G. Yarmi, D. Safitri, and L. Dewiyani, "Mobile games and learning interest: For fifth
graders in mathematics”, Journal of Education and Learning, vol. 19, no. 1, pp. 151-157, 2024.

[42]S. Nuraini, F. Inggriyani, J. Albar, F. Y. Muchtar, N. V. Sandi, Rezaki, and A. Marini, "Games-based interactive
multimedia to increase student creativity in physical education course”, Eurasian Journal of Educational Research, vol. 104,
pp. 241-250, 2023.

[42]P. B. Abustang, A. Marini, and F. C. Wibowo, "Creative thinking skill in the elementary education bibliometric study
literature”, AIP Conference Proceedings, vol. 3116, no. 1, 2024.

[43]R. R. Aliyyah, Rasmitadila, S. P. Fauziah, Widyasari, A. Marini, and Ruhimat, "Digital library: Lecturers' perceptions of
facilitating learning resources in the industrial era 4.0", Journal of Education and e-Learning Research, vol. 11, no. 1, pp.
203-210, 2024.

2468 |Page



N Google Sites-Based Interactive Multimedia to Improve Social Studies Learning Outcomes for Fourth-
SEEI Ni Grade Elementary School Students
SEEJPH Volume XXVI, S1, 2025, ISSN: 2197-5248; Posted:05-01-2025

[44] 1. Lestari, D. Merrita, Imaningtyas, A. Marini, and Yurniwati, "Learning loss analysis on science literacy for elementary
school students in the Covid-19 pandemic”, AIP Conference Proceedings, vol. 2982, no. 1, 2024.

[45] M. Sintawati, H. H. Sukma, A. Marini, and D. Safitri, "Number trace book for slow learners"”, AIP Conference Proceedings,
vol. 2733, no. 1, 2023.

[46] D. Safitri, A. Marini, A. F. Auliya, Sujarwo, P. A. Wardhani, “Development of augmented reality-based interactive learning
media to increase interest in environmental education”, Eurasian Journal of Educational Research, vol. 106, pp. 101-117,
2023.

[47] A. Marini, D. Safitri, D. J. Rulya, G. Yarmi, and L. Dewiyani, “Development of web using google sites to increase learning
interest in social science education”, Eurasian Journal of Educational Research, vol. 106, pp. 137-148, 2023.

[48] Sujarwo, M. Japar, M. S. Sumantri, D. Safitri, and A. Marini, “Enhancement of students’ learning outcomes through virtual
reality based on case-based learning in social studies”, Eurasian Journal of Educational Research, vol. 106, pp. 171-191,
2023.

[49]W. S. A. Arum, K. Ramadhina, A. Marini, D. Safitri, and L. Dewiyani, “Managing fourth-grade elementary school
students’ learning motivation through scrapbook media-based QR code in social studies”, Eurasian Journal of Educational
Research, vol. 106, pp. 232-250, 2023.

[50] D. Safitri, Sujarwo, A. Marini, A. Fitrisia, Sudarmiani, S. Widodo, and K. F. Meyers, “Model of virtual reality in social
studies to improve student learning outcomes”, Eurasian Journal of Educational Research, vol. 105, pp. 103-118, 2023.

[51]S. Nuraini, F. Inggriyani, J. Albar, F. Y. Muchtar, N. V. Sandi, Rezaki, and A. Marini, “Games-based interactive
multimedia to increase student creativity in physical education course”, Eurasian Journal of Educational Research, vol.
104, pp. 73-86, 2023.

[52] T. Rihatno, F. N. Putri, A. Marini, J. Sagita, D. Safitri, and L. Dewiyani, “QR code-based interactive e-book in increasing
interest in physical education”, Eurasian Journal of Educational Research, vol. 104, pp. 125-141, 2023.

[53] L. Zakiah, Sarkadi, and A. Marini, “Teachers’ strategies in teaching social tolerance to elementary school students in
Jakarta, Indonesia”, Issues in Educational Research, vol. 33, no. 2, pp. 839-855, 2023.

[54]W. Hadi, Y. Sari, Fahrurrozi, D. Safitri, A. Marini, I. Sarifah and L. Dewiyani, “Development of children’s audio media
as a stimulus for creativity and interpretation ability in learning for elementary school”, Przestrzen Spoleczna 22(1)
(Oxbridge Publishing House, UK, 2022), pp. 251-269, 2022.

[55] A. Marini, D. Safitri, Sujarwo, M. Zahari, 1. Lestari, T. Rihatno, S. Nuraini, R. Iskandar, and N. Ibrahim, “Model of
character building applied in physical education and sport class: Case in Indonesia”, Journal of Physical Education and
Sport, vol. 21, no. Suppl. Issue 4, pp. 2389-2394, 2021.

[56]N. Ibrahim, D. Safitri, Umasih, A. Marini, and Apriwahyudi, “Application of web-based character building model for
improving student character at study program of history education in Universitas Negeri Jakarta”, International Journal of
Advanced Science and Technology, vol. 29, no. 6, pp. 1471-1474, 2020.

[57] T. Rihatno, D. Safitri, S. Nuraini, A. Marini, ZE. F. F. Putra, and Apriwahyudi, “The development of character education
model using stop motion animation for elementary school students in Indonesia”, International Journal of Advanced
Science and Technology, vol. 29, no. 8s, pp. 103-109, 2020.

[58] Edwita, D. Safitri, S. Nuraini, T. Rihatno, A. Sudrajat, A. Marini, and Apriwahyudi, “Six years old elementary school
student character enhancement through implementation of character building based on stop motion animation”,
International Journal of Advanced Science and Technology, vol. 29, no. 6, pp. 1125-1128, 2020.

[59] Umasih, D. Safitri, S. Nuraini, T. Rihatno, A. Maksum, A. Marini, and Apriwahyudi, “Enhancing student behavior through
implementation of web-based character building for students at history education study program in Universitas Negeri
Jakarta”, International Journal of Advanced Science and Technology, vol. 29, no. 6, pp. 1136-1139, 2020.

[60] A. Marini, D. Safitri, S. Nuraini, T. Rihatno, O. Satibi, and Apriwahyudi, “Applying model of mobile web based on
character building in teaching learning process to improve student character”, International Journal of Advanced Science
and Technology, vol. 29, no. 6, pp. 1121-1124, 2020.

[61] S. Nuraini, D. Safitri, T. Rihatno, A. Marini, ZE. F. F. Putra, and Apriwahyudi, “Character building model in extracurricular
activities using simulation games for elementary school students”, International Journal of Advanced Science and
Technology, vol. 29, no. 8s, pp. 97-102, 2020.

[62] H. H. Batubara, M. S. Sumantri, and A. Marini, “Developing an Android-Based E-Textbook to Improve Learning Media
Course Outcomes”, International Journal of Interactive Mobile Technologies, vol. 16, no. 17, pp. 4-19, 2022.

2469 |Page



N Google Sites-Based Interactive Multimedia to Improve Social Studies Learning Outcomes for Fourth-
S,EE] Ni Grade Elementary School Students
SEEJPH Volume XXVI, S1, 2025, ISSN: 2197-5248; Posted:05-01-2025

[63] Sujarwo, S. N. Herawati, T. Sekaringtyas, D. Safitri, I. Lestari, Y. Suntari, Umasih, R. Iskandar, and A. Sudrajat, “Android-
Based Interactive Media to Raise Student Learning Outcomes in Social Science”, International Journal of Interactive
Mobile Technologies, vol. 16, no. 07, pp. 4-21, 2022.

[64] A. Marini, S. Nafisah, T. Sekaringtyas, D. Safitri, I. Lestari, Y. Suntari, Umasih, A. Sudrajat, and R. Iskandar, “Mobile
Augmented Reality Learning Media with Metaverse to Improve Student Learning Outcomes in Science Class”,
International Journal of Interactive Mobile Technologies, vol. 16, no. 07, pp. 99-115, 2022.

[65] D. Safitri, S. Awalia, T. Sekaringtyas, S. Nuraini, I. Lestari, Y. Suntari, A. Marini, R. Iskandar, A. Sudrajat, “Improvement
of student learning motivation through word-wall-based digital game media”, International Journal of Interactive Mobile
Technologies, vol. 16, no. 06, pp. 188-205, 2022.

[66]T. T. D. Susanto, P. B. Dwiyanti, A. Marini, J. Sagita, Safitri, and E. Soraya, E. . (2022). E-Book with Problem Based
Learning to Improve Student Critical Thinking in Science Learning at Elementary School. International Journal of
Interactive Mobile Technologies, vol. 16, no. 20, pp. 4-17, 2022.

[67] Sarifah, A. Rohmaniar, A. Marini, J. Sagita, S. Nuraini, D. Safitri, A. Maksum, Y. Suntari, and A. Sudrajat, “Development
of Android Based Educational Games to Enhance Elementary School Student Interests in Learning Mathematics”,
International Journal of Interactive Mobile Technologies, vol. 16, no. 18, pp. 149-161, 2022.

[68] A. Marini, D. Safitri, and I. Muda,” Managing school based on character building in the context of religious school culture
(Case in Indonesia)”, Journal of Social Studies Education Research, vol. 9, no. 4, pp. 274-294, 2018.

[69] A. Wahyudi, Zulela, A. Marini, I. Marzuki, S. N. Barokah, and Mahmudi, Implementation evaluation of the family hope
program in support of basic education”, Opcion, vol. 35, no. 21, pp. 1028-1043, 2019.

[70] A. Marini, A. Maksum, O. Satibi, Edwita, G. Yarmi, and I. Muda, “Model of student character based on character building
in teaching learning process”, Universal Journal of Educational Research, vol. 7, 1, pp. 2089-2097, 2019.

[71] Edwita, D. Safitri, A. Maksum, H. Yunaz, A. Marini, and I. Muda, “The effect of student cultural enculturation on student
art appreciation”, International Journal of Education and Practice, vol. 7, 4, pp. 469-478.

[72] A. Marini, A. Maksum, E. Edwita, O. Satibi, and S. Kaban, “School management on the basis of character building in
teaching learning process”, Journal of Physics: Conference Series, vol. 1402, no. 2, pp. 1-7, 2019.

[73] A. Marini, Z. M. S., A. Maksum, O. Satibi, G. Yarmi, and A. Wahyudi, “Model of character building for elementary school
students”, International Journal of Control and Automation, vol. 12, no. 4, pp. 01-10, 2019.

[74]S. Kaban, J. Sakmal, Y. Auliaty, A. Marini, and A. Wahyudi, “Model of creative thinking skills for elementary school
students”, International Journal of Control and Automation, vol. 12, 4, pp. 70-76, 2019.

[75] D. Safitri, Umasih, H. Yunaz, A. Marini, and A. Wahyudi, “Model of environmental education”, International Journal of
Control and Automation, vol. 12, no. 4, 49-55, 2019.

[76] D. Safitri, H. Yunaz, Umasih, A. Marini, and A. Wahyudi, “Effect of environmental education on ecotourism: Evidence
from Jakarta”, International Journal of Control and Automation, vol. 12, no. 4, pp. 37-48, 2019.

[77]TN. Ibrahim, D. Safitri, S. Nuraini, T. Rihatno, Edwita, A. Marini, and Apriwahyudi, “Introducing a model of student critical
thinking skills in history education”, International Journal of Advanced Science and Technology, vol. 29, no. 8s, pp. 88-
96, 2020.

[78] Edwita, U. Hasanah, and A. Marini, “Revealing the implementation of the child-friendly healthy school program and its
effectiveness on health literacy and psychological well-being to achieve the SDGs”, Journal of Lifestyle & SDG’s Review,
vol. 5, no. 2, 2025.

[79]W. Hadi, R. Yuksafa, G. Yarmi, D. Safitri, I. Lestari, Y. Suntari, Umasih, A. Marini, A. Sudrajat, and R. Iskandar,
“Enhancement of students’ learning outcomes through interactive multimedia”, International Journal of Interactive Mobile
Technologies, vol. 16, no. 7, pp. 82-98, 2022.

[80] A. Marini, A. Khairunisa, G. Yarmi, D. Safitri, I. Lestari, Y. Suntari, R. Siregar, and S. R. Yuliati, “Animation video based
on PowToon to upgrade student learning achievement", AIP Conference Proceedings, vol. 2727, no. 1, 2024.

[81] A. Marini, Q. N. ‘Aida, T. Sekaringtyas, A. Maksum, D. Safitri, I. Lestari, Y. Suntari, R. Siregar, and S. R. Yuliati,
“Interactive infographic media in civics learning to strengthen attitudes of nationalism", AIP Conference Proceedings, vol.
2727, no. 1, 2024.

[82] A. Marini, A. R. Syafiqah, T. Sekaringtyas, Zulela, D. Safitri, I. Lestari, Y. Suntari, R. Siregar, and S. R. Yuliati, “The
effect of digital comics on improving reading literacy in Indonesian language learning”, AIP Conference Proceedings, vol.

2470|Page



\ Google Sites-Based Interactive Multimedia to Improve Social Studies Learning Outcomes for Fourth-
SEEI Ni Grade Elementary School Students
SEEJPH Volume XXVI, S1, 2025, ISSN: 2197-5248; Posted:05-01-2025

2727, no0 1, 2024.

[83] D. Safitri, U. Umasih, N. Ibrahim, S. Sujarwo, A. Marini, and A. Wahyudi, “Ecotourism model in Jakarta”, Opcion, vol.
35, no. 21, pp. 791-812, 2019.

[84]1U. B. Wibowo, A. Marini, D. Safitri, N. C. M. Utami, and A. Wahyudi, “Managing school to develop students’ creative
thinking skills in the context of their learning styles”, Opcion, vol. 35, no. 21, pp. 1093-1106, 2019.

[85] A. Maksum, D. Safitri, N. IbrahimA. Marini, and A. Wahyudi, “Self-efficacy model for elementary school students: Case
in Indonesia”, Opcion, vol. 35, no. 88, pp. 851-865, 2019.

[86] F. Fahrurrozi, D. Safitri, A. Marini, and A. Wahyudi, “Self-efficacy model for elementary school students: Case in
Indonesia”, Opcion, vol. 35, no. 20, pp. 1402-1417, 2019.

[87]D. Safitri, S. Nuraini, T. Rihatno, S. Kaban, A. Marini, and Apriwahyudi, “Improving student learning outcomes through
reciprocal learning in environmental education course”, International Journal of Advanced Science and Technology, vol.
29, no. 8s, pp. 190-193, 2020.

[88] W. Hadi, Yufiarti, M. S. Sumantri, A. Marini, and Apriwahyudi, “The development of character education model using
stop motion animation for elementary school students in Indonesia”, International Journal of Advanced Science and
Technology, vol. 29, no. 8s, pp. 103-109, 2020.

[89] S. Hartati, D. Safitri, S. Nuraini, T. Rihatno, A. Marini, and Apriwahyudi, “Model of social skills for six years old students
grade one at elementary schools”, International Journal of Advanced Science and Technology, vol. 29, no. 06, pp. 1129-
1135, 2020.

[90] W. Hadi, Yufiarti, M. S. Sumantri, A. Marini, and Apriwahyudi, “Model of musical intelligence for elementary school
students”, International Journal of Advanced Science and Technology, vol. 29, no. 8s, pp. 110-115, 2020.

[91] A. Maksum, D. Safitri, N. Ibrahim, A. Marini, and Apriwahyudi, “Impact of self-leadership on student critical thinking”,
International Journal of Innovation, Creativity and Change, vol. 12, no. 3, pp. 284-304, 2020.

2471 |Page



