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Abstract

The development of digital technology has encouraged the use
of interactive learning media such as Wordwall and Crossword
Labs in the teaching and learning process. This study aims to
evaluate the level of usability of the two applications using the
System Usability Scale (SUS) method. The SUS method was
chosen because of its ease and effectiveness in measuring user
satisfaction with the system. Data were collected through the
SUS questionnaire from respondents who had used both
applications in the learning context. The instrument used was
the SUS questionnaire consisting of 10 statement items. The
study was conducted with a descriptive quantitative approach
to 85 teacher respondents. The results showed that the average
SUS score for Wordwall and Crossword Labs was 86, which was
in the "Excellent" category. This shows that the Wordwall and
Crossword Labs applications have a satisfactory level of
usability in the very good category. These findings provide an
overview that both applications are worthy of being used as
interactive learning media that can increase student motivation
and engagement.

1. INTRODUCTION

The rapid development of
information and communication technology
has brought significant changes to various
aspects of life, including the field of
education. In today’s digital era, the use of
technology has become an urgent necessity
for all educational stakeholders in order to
adapt to the fast-paced and dynamic
demands of the times. Technology no longer
functions merely as a supporting tool, but
also as a bridge that expands access,
increases efficiency, and enriches teaching
and learning experiences (Lifia Yola
Febrianti, 2022).

The integration of technology in
education enables learning processes to be
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more flexible, interactive, and engaging.
Through the internet and digital devices,
students and educators can access
information and learning resources anytime
and anywhere, without being constrained by
space and time. Furthermore, technology
creates opportunities for distance learning
(e-learning), online collaboration, and more
varied content delivery through Vvisual,
audio, and interactive media (Iskandar et al.,
2023). Amid the challenges of globalization
and the Industrial Revolution 4.0, the
importance of technology utilization in
education has become increasingly
evident—not only to improve learning
quality, but also to create inclusive and
relevant education that prepares future
generations to face forthcoming challenges.
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Therefore, the integration of technology into
the education system is a strategic step that
must continue to be promoted to achieve
high-quality and competitive education (Idris
HM Noor, 2011).

The shift in learning paradigms
refers to a fundamental change in how
education is implemented, particularly as a
result of advances in digital technology.
Education can no longer rely solely on
traditional methods, but must adapt to rapid
technological developments in order to
maintain  optimal educational quality
(Sucipto, 2020). Digital technology has now
become an integral part of the teaching and
learning process, influencing how students
and teachers interact, access, and process
information (Yunansah et.al., 2022; Wahid
et.al., 2023; Wahid & Asrina, 2024).

The learning paradigm has shifted
from a teacher-centered model to a student-
centered approach. In traditional systems,
students tend to be passive recipients of
information from teachers or textbooks.
Contemporary learning, however, requires
students to be more active through methods
such as project-based learning, group
discussions, simulations, and the use of
interactive media. Technology enables
students to learn anytime and anywhere
while providing unlimited access to learning
resources (Sinaga & Firmansyah, 2024).

Consequently, the role of teachers
has evolved from being mere transmitters of
information to facilitators and guides of the
learning process. Students are expected to
be independent, creative, collaborative, and
equipped with 21st-century skills such as
critical thinking, communication, and digital
literacy. This paradigm shift brings positive
impacts in the form of more personalized,
adaptive, and future-oriented learning
(Sriyanta, 2023). Nevertheless, challenges
also arise, including infrastructure readiness,
the enhancement of teachers’ digital
competencies, and equitable access to
technology for all learners. Learning
paradigms in the digital era demand
education that is more flexible, interactive,
and oriented toward the development of
21st-century skills. This transformation is not
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merely an option, but a necessity to ensure
that younger generations are prepared to
face the challenges of the modern digital
world (Herlambang, 2021; Herlambang &
Abidin, 2022; Permana et.al., 2024).

The advancement of digital
technology has significantly influenced
education, particularly in the methods and
media used in classroom learning. One
innovation that is increasingly utilized is
interactive learning media, such as Wordwall
and Crossword Labs. These media offer
more engaging and enjoyable learning
experiences, and are able to enhance
student involvement and motivation in the
learning process. Interactive learning media
not only facilitate teachers in delivering
instructional materials, but also increase
student participation, motivation, and
comprehension.

Wordwall, as a web-based platform,
allows teachers to design a variety of
interactive educational activities such as
quizzes, games, and puzzles through a user-
friendly interface. The main advantage of
Wordwall lies in its ability to present learning
materials in a visual, interactive, and
customizable manner, thereby improving
students’ understanding and learning
outcomes (Sari et al, 2020). Similarly,
Crossword Labs provides features for
creating customized crossword puzzles
aligned with lesson topics, encouraging
critical thinking, vocabulary expansion, and
deeper conceptual understanding in an
enjoyable way (Malinah & Jamaludin, 2023).
Both applications offer attractive learning
alternatives, particularly in online and hybrid
learning environments.

Research findings indicate that the
use of interactive media such as Wordwall
and Crossword Labs has proven effective in
increasing students’ learning interest,
engagement, and learning outcomes across
various educational levels (Nataliya, 2019;
Yusri, 2020). Thus, the utilization of
interactive learning media not only supports
the creation of an active and collaborative
learning environment, but also serves as an
innovative  solution to address the
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challenges of learning in the current digital
era.

Despite their advantages, the
effectiveness of these learning media largely
depends on their usability. The concept of
usability in the context of interactive learning
media is crucial, as it determines how
effectively, efficiently, and satisfactorily the
media can be used by teachers and students
during the learning process (Indartiwi et al.,
2020). Applications with complex, confusing,
or non-user-friendly interfaces may instead
hinder teaching and learning activities.
Therefore, it is essential to evaluate the
usability level of learning media to ensure
that they optimally support educational
processes.

Ease of use is a key factor that allows
students and teachers to operate media
such as Wordwall, Crossword Labs, or other
digital learning platforms without difficulty.
Effective media should also enhance student
engagement and learning motivation by
providing interactive and appealing content.

2. METHOD

This study employed a quantitative
approach aimed at determining the usability
level of two interactive learning media
applications—Wordwall and  Crossword
Labs—using the System Usability Scale (SUS)
method. The respondents were teachers as
users of interactive learning media, totaling
114 participants to obtain representative and
valid data. Data were collected through a
questionnaire.

The primary instrument used was
the SUS questionnaire, consisting of 10
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User satisfaction is another important
usability indicator, as enjoyable and easily
accessible interactive learning media can
increase students’ interest in learning and
encourage independent study. Media that
can be accessed through various devices and
support diverse learning styles further
strengthen accessibility, making education
more inclusive and relevant to the needs of
today’s digital generation (Sawitri et al.,
2024).

In this context, the System Usability
Scale (SUS) serves as a simple yet effective
measurement tool for evaluating the
usability of a system or application. Through
SUS, users can provide quantitative
assessments of ease of use, efficiency, and
satisfaction in using an application.
Therefore, this study analyzes the extent to
which Wordwall and Crossword Labs meet
usability standards as interactive learning
media, based on the perceptions of actual
users within an educational context

standard statements measured using a 5-
point Likert scale (1 = strongly disagree to 5
= strongly agree). This questionnaire was
designed to assess aspects of user
satisfaction, ease of use, system complexity,
and efficiency (Alam & Puji Rahayu Kurniasih,
2024).

The research was conducted through
a series of procedures illustrated in the
research stages, as shown in Figure 1.
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Figure 1.Research Steps

In the initial stage, problem
identification was carried out through
interviews  with  classroom  teachers,
observations, and direct monitoring of the
learning process of IPAS (Science and Social
Studies) in Grade V at SDN Karapiak 01.
These observations aimed to gather
information regarding IPAS learning
practices in the classroom, as well as to
identify common issues or obstacles
encountered during the learning process.
Subsequently, the research scope was
3. RESULT AND DISCUSSION

Result

The analysis of indicator
measurement (outer model) was conducted
to ensure that the measurement model is
appropriate and valid in explaining the

Tabel 1. SUS Questionnaire List

formulated in accordance with the research
objectives, so that the findings could provide

effective solutions for improving IPAS
learning.

The next stage involved designing an
instrument in the form of a questionnaire to
evaluate the wusability of Wordwall and
Crossword Labs using SUS. Table 1 presents
the list of questionnaire statements related
to user experience satisfaction based on
usability dimensions.

relationships between latent variables and
their respective indicators. The following
figure presents the outer model resulting
from the analysis of the relationships
between latent variables and their
indicators.

No

Questionnaire Items:

I think that I would like to use Wordwall and Crossword Labs as learning media.

I find Wordwall and Crossword Labs unnecessarily complex to use.

I find Wordwall and Crossword Labs easy to use.

I think that I would need the support of a technical person to use Wordwall and Crossword Labs.

I find that the various functions in Wordwall and Crossword Labs are well integrated.

I think that there is too much inconsistency in Wordwall and Crossword Labs.

I would imagine that most people would learn to use Wordwall and Crossword Labs very quickly.

I find Wordwall and Crossword Labs very confusing.

Ol (N[O |WIN|[=

I feel confident using Wordwall and Crossword Labs.

—_
o

I need to learn a lot of things before I could get going with Wordwall and Crossword Labs.

EduFuture: Journal of Future Education
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Table 1 presents the Sus
qguestionnaire items adapted from John
Brooke's reference. Each item uses a 5-point
Likert scale, and respondents are required to
complete all ten items to provide subjective
assessments from the available options
(Nugroho et al., 2022). Data were then
collected through an online questionnaire
distributed via Google Forms. The number of
respondents involved in the analysis was 85,
which is considered sufficient to produce
results approximating a normal distribution.

ten

Tabel 2. Score Percentile Rank and Letter Grades

Data analysis conducted by
compiling the questionnaire responses and
calculating SUS scores based on the Likert
scale (1-5). SUS scores were calculated using
the following rules: for odd-numbered items,
the score equals (respondent’s score - 1),
while for even-numbered items, the score
equals (5 - respondent’s score). The total
score from all items was then multiplied by
2.5toyield a SUS score ranging from 0 to 100.
Finally, the SUS scores were categorized
according to the classification shown in Table
2 (Zainuddin et al., 2025).

was

Grade Keterangan
A Skor >=80,3
B Skor >=74 dan <80,3
C Skor >=68 dan 74
D Skor >=51 dan <68
F Skor <51
Measurement can also be illustrated acceptability ranges are presented in Figure

through adjective ratings and acceptability
ranges in order to clarify the level of
usability. The adjective ratings and

2.

NPS:
Acceptable:

Worst Imaginable
Adjective: et

sus score: 0 10 20

Grade: F

Detractor

Not Acceptable

Poor

30 40

Passive Promoter

Marginal Acceptable

oK Good Excellent Best Imaginable

D c B A

L
50 60 70 80 9 100

Picture 2. Adjective Rating and Acceptability Range (Bangor et al., 2009)
Finally, conclusions are drawn from the results of the analysis by relating them to previous

studies. These conclusions are formulated to address the objectives of the research.

In accordance with the results obtained, the questionnaire used in this study was found
to be valid and reliable. Therefore, it can be concluded that the questionnaire used for data
collection and hypothesis testing is appropriate and suitable for use (Bashir, 2020).

The strength of the relationships within the UTAUT 2 model was examined by analyzing
the R-square values of the constructs. R-square values range between 0 and 1. The obtained R-

square values are presented in the following table.

Discussion

The results of this study discuss
guestionnaires that were distributed online
and subsequently returned. The next step

EduFuture: Journal of Future Education
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involved calculating and processing the data
from each questionnaire completed by the
respondents
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The data collection yielded a total of 85
respondents. Figure 3 presents a sample of
the questionnaire data obtained from the
respondents.

MIT Al Mufasir
Ikip Siliwangi
5d Istigamah

5/17/2025 16.37.46
5/17/2025 17 .27 46
5/17/2025 17 .49 45

Picture 3. Adjective Rating and Acceptability Range (Bangor et al., 2009)

5 4 5 1 5 1 5 1 5 1
5 15 1 5 1 51 5 1°
4 14 2 4 2 4 2 4 21
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4 4 4 4 4 4 4 4 3 4t
5 105 3 5 1 5 1 5 3
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4 2 4 2 4 2 4 2 4 41
5 2 4 3 4 4 4 2 4 4
a 2 4 3 4 2 3003 3 41
5 2 4 2 4 2 3 2 3 ]
4 2 4 2 4 3 3 3 3 21
4 2 4 2 4 2 4 2 3 21
4 45 4 4 5 505 5 51
4 2 4 2 5 2 52 4 5!
4 2 4 2 4 2 3 2 3 41
5 2 4 2 5 1 51 4 4
4 2 4 2 4 2 3 2 4 21
5 2 4 2 4 2 4 2 4 2
4 4 4 4 4 4 4 4 4 41
4 3 4 2 4 2 4 2 4 41
4 33 4 4 3 2 2 4 49
4 2 5 1 5 1 41 5 21
4 2 4 3 4 2 4 2 4 31
4 3 4 5 4 2 4 2 3 5
5 2 4 2 4 2 42 4 41
4 2 4 2 4 3 42 4 41

Picture 4. Respondent Characteristics Based on Age
Responden Berdasarkan Usia

The respondents were
predominantly young adults aged 24 years,
accounting for 36% (31 individuals), followed
by those aged 23 vyears at 15% (13
individuals), those aged 31 years and above
at 13% (11 individuals), those aged 22 years
and below at 12% (10 individuals), those
aged 25 years at 9% (8 individuals), those
aged 29 years at 6% (5 individuals), those
aged 27 years at 5% (4 individuals), and those
aged 26 years at 4% (3 individuals).

Picture 5 SUS Score Calculation Results
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I7 m3 Ex3l

To measure the level of suitability of
the learning media with user needs, a
usability test was conducted using the
System Usability Scale (SUS) method. With
data collected from 85 respondents,
calculations were then performed for each
questionnaire completed by the
respondents. The results of the recapitulated
calculations are presented in Table 3.
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Based on the SUS calculation results,
an average score of 86 was obtained. This
score was then converted into percentile
ranks. Percentile ranks indicate the level of
usability in percentage terms (%), while letter
grades classify usability levels from A to F,
where grade A represents the best level and
grade F the worst. With this score, the
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usability level of the Wordwall and
Crossword Labs applications as learning
media reached a percentile rank of 93% and
fell into grade A on the letter grade scale.
The next assessment involved
converting the SUS score into adjective
ratings and acceptability ranges. Adjective
ratings describe usability levels in the form
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of  descriptive terms to facilitate
interpretation of SUS scores, while
acceptability ranges indicate the level of
acceptance of the Wordwall and Crossword
Labs applications (Bangor et al., 2009). With
a score of 86, the adjective rating for the
Wordwall and Crossword Labs applications

falls into the Excellent category.
Furthermore, in terms of acceptance
interpretation, both applications are
classified as Acceptable. Finally, the

Picture 6 SUS Score Interpretation Results

interpretation of the Net Promoter Score
(NPS) indicates that users of the Wordwall
and Crossword Labs applications are
promoters. This means that users or
respondents are highly satisfied with the use
of Wordwall and Crossword Labs as learning
media and are very likely to recommend
them to others. The positions of the scores
for each form of interpretation are illustrated
in Figure 4 below.

NPS:

Acceptable: Not Acceptable

Worst Imaginable
Adjective: g

Grade: F

sus score: 0 10 20 30

Detractor

Poor

40

Passive Promoter

Margina Acceptable

OK Good Excellent Best Imaginable
I

D cC B A

50 60 70 80 90 100

Overall, the results of the usability testing of
the Wordwall and Crossword Labs
applications as learning media using the
Table 4 Result Score

Description

Score SUS

Percentile Ranks

Grade Letter

Acceptability Range

Net Promote Score (NPS)

4. CONCLUSION

The Wordwall application offers
convenience for both teachers and students
in the learning process. As a web-based
platform, Wordwall does not require
application installation and can be accessed
simply through a browser on computers or
mobile devices. The assignment mode
feature enables students to independently
access learning materials via their
smartphones anytime and anywhere,
thereby supporting flexible learning and
21st-century learning practices (Julen et al.,
2025). Its intuitive interface and the wide
range of available templates make it easier
for teachers to design interactive learning

EduFuture: Journal of Future Education
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System Usability Scale (SUS) are
summarized in Table 4 below.

Result

86

93%

A

Acceptable

Promoter
activities without requiring specialized
technical  skills. However, developing

learning media using Wordwall can be
relatively time-consuming, particularly for
new users who are still familiarizing
themselves with its features (Nafian et al.,
2024). Overall, Wordwall is an effective

interactive  learning  application  for
enhancing students’ motivation,
engagement, and learning outcomes

through a variety of attractive and easily
accessible activities. Its flexible accessibility
and ease of use are key advantages,
especially in the context of distance learning
and blended learning. Nevertheless, certain
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limitations—such as dependence on internet
connectivity, relatively long development
time, and features that are restricted to the
free version—should be taken into
consideration by teachers and educational
institutions. Optimal use of Wordwall
requires appropriate teacher guidance to
minimize the potential for academic
dishonesty and to ensure that the media is
utilized effectively in line with learning
objectives (Maryanti et al., 2022; Mujahidin et
al., 2012).

The Crossword Labs application
provides ease in the creation and use of
crossword puzzle-based learning media.
Teachers can quickly develop interactive
crossword puzzles without requiring specific
technical expertise, simply by entering the
words and corresponding clues into the
application. This media can be accessed
online by students through various devices,
thereby supporting flexible and independent
learning. However, some teachers and
students may initially require an adaptation
period to understand how the application
works and to follow the learning steps,
particularly if they are not accustomed to
digital learning technologies. The use of
Crossword Labs as an interactive learning
medium has demonstrated  positive
outcomes in increasing students’ interest
and learning activities. This media is effective
in reducing boredom and enhancing student
engagement through educational games
that challenge accuracy and concentration.
Nevertheless, the application has certain
limitations, including interdependent
answers that may confuse students and
limited media variation that could reduce its
appeal for some learners. Initial adaptation
challenges and the need for more detailed
teacher guidance are also important factors
to ensure optimal implementation. With
appropriate guidance, Crossword Labs can
serve as an effective tool for strengthening
conceptual understanding and improving
learning outcomes, particularly in distance
learning or blended learning environments
(Nataliya, 2019; Rosita Putri Rahmi Haerani
et al., 2023).

EduFuture: Journal of Future Education
Vol. 3 No. 2, 2025

5. ACKNOWLEDGE
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concluded that the use of Wordwall and
Crossword Labs as learning media is feasible
and appropriate for implementation in
educational settings.

6. REFERENCES

Alam, R. G., & Puji Rahayu Kurniasih. (2024).
Penggunaan Metode System
Usability Scale (Sus) Pada Aplikasi
Simamurat. JSAI (Journal Scientific
and Applied Informatics), 7(2), 189-
197.
https://doi.org/10.36085/jsai.v7i2.62
09

Bangor, A., Kortum, P., & Miller, J. (2009).
Gambar WhatsApp. Journal of
Usability Studies, 4(3), 114-123.

Herlambang, Y. T. (2021). Pedagogik: Telaah
kritis  ilmu  pendidikan  dalam
multiperspektif. Bumi Aksara.

Herlambang, Y. T. & Abidin, Y. (2023).
Pendidikan Indonesia dalam
menyongsong dunia Metaverse:
Telaah filosofis semesta digital
dalam perspektif pedagogik
futuristik. Naturalistic: Jurnal Kajian
dan Penelitian Pendidikan dan
Pembelajaran, 7(2), 1630-1640.

Idris HM Noor. (2011). Pemanfaatan IImu
Pengetahuan dan Teknologi Dalam
Kegiatan Masyarakat. Jurnal
Pendidikan Dan Kebudayaan, 17.

Indartiwi, A., Wulandari, J., & Novela, T.
(2020). Peran Media Interaktif Dalam
Pembelajaran Di Era Revolusi
Industri  4.0. KoPEN: Konfrensi
Pendidikan Nasional , 2(1), 28-31.

| 40



EduFuture: Journal of Future Education

Iskandar, A., Winata, W., Haluti, F., Kurdi, M.
S., Sitompul, P. H. S., Kurdi, M. S.,

Conference, 19(1), 216-222.
Mujahidin, A. A., Salsabila, U. H., Hasanah, A.

Nurhayati, S., Hasanah, M., & Arisa,
M. F. (2023). PERAN TEKNOLOGI
DALAM DUNIA PENDIDIKAN. In A.
Iskandar (Ed.), Cendekiawan Inovasi
Digital Indonesia (1st ed., Vol. 11,
Issue 1). Cendekiawan Inovasi Digital
Indonesia.
http://scioteca.caf.com/bitstream/h
andle/123456789/1091/RED2017-
Eng-
8ene.pdf?sequence=12&isAllowed=y
%0Ahttp://dx.doi.org/10.1016/j.regs
ciurbeco.2008.06.005%0Ahttps://ww
w.researchgate.net/publication/305
320484 _SISTEM_PEMBETUNGAN_TER
PUSAT_STRATEGI_MELESTARI

Julen, E. F. D., Wijoyo, S. H., & Rahman, K.

(2025). PENGARUH PENGGUNAAN
WORDWALL DALAM
MENINGKATKAN  HASIL BELAJAR
SISWA SMK NEGERI 12 MALANG
PADA MATA PELAJARAN
INFORMATIKA. Jurnal
Pengembangan Teknologi Informasi
Dan Ilmu Komputer, 9(2).

Lifia Yola Febrianti. (2022). Pemanfaatan

Teknologi dalam  Pembelajaran
Berbasis Digital. Binus University.
https://lc.binus.ac.id/2022/12/17/pe
manfaatan-teknologi-dalam-
pembelajaran-berbasis-digital/

Malinah, S., & Jamaludin, U. (2023). Analisis

Media Pembelajaran  Crossword
Puzzle Pada Materi Rantai Makanan
Bagi Siswa Sekolah Dasar. Jurnal
Ilmiah Pendidikan Citra Bakti, 10(2),
316-328.
https://doi.org/10.38048/jipcb.v10i2.
1258

Maryanti, S., Hartati, S., & Kurniawan, D. T.

(2022). Assessment For Learning (
AFL ) Melalui Aplikasi Wordwall
Untuk Pembelajaran Biologi Sekolah
Menengah oleh Mahasiswa Calon
Guru Biologi Assessment For
Learning Through The Wordwall
Application For High Schools Biology
Learning of prospective biology
teach. Proceeding Biology Education

EduFuture: Journal of Future Education
Vol. 3 No. 2, 2025

L., Andani, M., & Aprillia, W. (2012).
Pemanfaatan Media Pembelajaran
Daring (Quizizz, Sway, dan Wordwall)
Kelas 5 di SD Muhammadiyah 2
Wonopeti. Innovative: Journal Of
Social Science Research, 1(2), 552-
560.
https://doi.org/10.31004/innovative.
v1i2.3109

Nafian, R. K., Widayanti, U. A., & Rahmawati,

I.  (2024). Penggunaan Media
Wordwall Sebagai Evaluasi
Pembelajaran IPAS Kelas IV SD
Negeri 1 Gumul Jurnal Teknologi
Pendidikan Dan Pembelajaran ( JTPP
). Jurnal Teknologi Pendidikan Dan
Pembelajaran (JTPP), 01(04), 747-
750.

Nataliya, P. (2019). Efektivitas Penggunaan

Media Pembelajaran. Jurnal IImiah
Pendidikan Fisika-COMTON, 03(02),
343-358.
http://ejournal.umm.ac.id/index.ph
p/jipt/article/view/3536/4069

Nugroho, K. T., Julianto, B., & Nur MS, D. F.

(2022). Usability Testing pada Sistem
Informasi Manajemen AKN Pacitan
Menggunakan  Metode  System
Usability Scale. Jurnal Nasional
Pendidikan  Teknik  Informatika
(JANAPATI), 11(1), 74.
https://doi.org/10.23887/janapati.v1
1i1.43209

Permana, B. S., Hazizah, L. A., & Herlambang,

Y. T. (2024). Teknologi pendidikan:
efektivitas  penggunaan  media
pembelajaran berbasis teknologi di
era digitalisasi. Khatulistiwa: Jurnal
Pendidikan Dan Sosial Humaniora,
4(1), 19-28.

Rosita Putri Rahmi Haerani, Vina Aulia Putri,

Muhlis, M., Muh. Ramli Buhari, & Andi
Asrafiani Arafah. (2023). Peningkatan
Hasil Belajar IPA melalui Strategi
Pembelajaran Crossword Puzzle
Berbasis Aplikasi Crossword Labs di
SD Kelas V. Jurnal Pendidikan Mipa,
13(4), 952-962.
https://doi.org/10.37630/jpm.v13i4.1

| 41



EduFuture: Journal of Future Education

236

Sari, W. F., Sari, Y. P., Hazari, S. A., Keguruan,
F., & Palembang, U. S. (2020).
Pemanfaatan Wordwall sebagai
Media Pembelajaran Interaktif di SD
Negeri 27 Palembang.

Sawitri, J. I., Novita, T., Karo, B., Mutiara, C., &
Barus, B. (2024). Meningkatkan
Kualitas  Pembelajaran  dengan
Menggunakan Media Pembelajaran
Interaktif Improving the Quality of
Learning by Using Interactive
Learning Media. 1, 96-102.

Sinaga, W. M. B. B., & Firmansyah, A. (2024).
Perubahan Paradigma Pendidikan di
Era  Digital. Jurnal  Teknologi
Pendidikan, 1(4), 10.
https://doi.org/10.47134/jtp.v1i4.492

Sriyanta, A. (2023). Kemajuan Digital Dalam
Pembelajaran Mengubah Paradigma
Pendidikan. Jurnal Tahsinia, 4(2),
312-325.
http://jurnal.rakeyansantang.ac.id/i
ndex.php/ths/article/view/205

Sucipto. (2020). Pergeseran Paradigma
Pembelajaran.
Https://Www.Gurusiana.ld/.

Wabhid, R., & Asrina, N. J. (2024). Workshop
Revitalisasi Peran Orang Tua dalam
Mendidik Generasi Alpha. Jurnal
Pengabdian Kepada Masyarakat
Abdi Putra, 4(3), 198-203.

EduFuture: Journal of Future Education
Vol. 3 No. 2, 2025

Wahid, R., Nurihsan, J., & Nuryani, P. (2023).
Kajian Pedagogik Tentang
Pendidikan Multikultural Pada Materi
PPKn Untuk Meningkatkan
Nasionalisme Siswa. Naturalistic:
Jurnal  Kajian dan  Penelitian
Pendidikan dan Pembelajaran, 7(2),
1519-1525.

Yunansah, H., Yuniarti, Y., Herlambang, Y. T.,
Wahid, R., & Hendriyani, A. (2022).
Rancang bangun media bahan ajar
digital berbasis multimodalality
dalam  pendekatan  pedagogik
futuristik. Naturalistic: Jurnal Kajian
dan Penelitian Pendidikan dan
Pembelajaran, 6(2), 1136-1149.

Yusri, A. Z. dan D. (2020). Penggunaan Media
Pembelajaran. Jurnal IImu
Pendidikan, 7(2), 809-820.

Zainuddin, F. F., Dhyaksa, P. S., Brillian, M.,
Buana, P. A., Studi, P., Informasi, S.,
Semarang, U., & Korespondensi, P.
(2025). SYSTEM USABILITY SCALE (
SUS ): ANALISIS PENGALAMAN
PENGGUNA PADA PORTAL
PENERIMAAN MAHASISWA BARU
UNIVERSITAS SEMARANG SYSTEM
USABILITY SCALE ( SUS ): USER
EXPERIENCE ANALYSIS ON THE

ADMISSIONS PORTAL OF
UNIVERSITAS SEMARANG. 4(1), 23-
28.

| 42



