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ABSTRACT
Keywords: ' This study aims to develop and evaluate the feasibility of RekonX-AR,
f/}tej;d:s;;i?;g an interactive learning rr.le.dia integrating Smart Apps Creator 3 and
Reality; Smart Apps Assemblr Edu to facilitate students’ understanding of bank
Creator 3; Bank reconciliation. The development was motivated by the limited use of
Reconciliation technology-integrated learning media and the complexity of bank
reconciliation concepts, which require more interactive and contextual

visualization to enhance conceptual understanding. This study

*Corresponding Author

employed a Research and Development (R&D) approach using the
ADDIE model, consisting of Analysis, Design, Development,
Implementation, and Evaluation. The resulting product is an
application-based learning medium integrated with Augmented
Reality (AR), featuring learning materials, instructional videos, AR-
based simulations, case studies, formative quizzes, and reflection
activities. The findings indicate that RekonX-AR achieved a high level
of feasibility, with material expert validation reaching 92% and media
expert validation 98%, both categorized as Very Feasible. A limited trial
involving Grade XI accounting students also demonstrated a positive
response of 91%, classified as Very Good, indicating that the product is
practical and well accepted by users. These findings imply that
RekonX-AR can serve as an innovative technology-enhanced learning
medium to support interactive learning, strengthen conceptual
understanding, and improve students' learning engagement in
accounting education.
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INTRODUCTION

Education plays a strategic role in improving human resources and
strengthening national competitiveness in the global era. Beyond transmitting
knowledge, education develops critical thinking, creativity, collaboration,
communication, and problem-solving skills needed to address increasingly
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complex social and technological challenges (Berkat et al., 2025; Thornhill-Miller
et al., 2023). The emergence of Society 5.0 reinforces this responsibility by
integrating human intelligence with digital technology to improve quality of life
through innovation (Daffa et al., 2023; Lampropoulos, 2025). Consequently,
educational institutions must prepare graduates equipped with digital literacy,
computational thinking, and adaptive competencies to thrive in a technology-
driven society (Zaid et al., 2025; Susanto et al., 2025). Failure to respond to these
demands may widen the gap between educational outcomes and labor market
expectations, limiting graduates' competitiveness and contributions to
sustainable national development. Therefore, educational innovation supported
by digital technology has become an urgent necessity rather than merely an
optional improvement.

The transformation of education requires learning approaches that
integrate technology while promoting meaningful learning through sound
pedagogical foundations. Constructivist learning theory emphasizes that
knowledge is actively constructed through interaction, exploration, and
authentic experiences rather than passively received from teachers (Iswara &
Usman, 2025; Fadillah, 2025). This perspective aligns with the Merdeka
Curriculum, which emphasizes student-centered learning, competency
development, and contextual problem solving supported by technology
integration (Kemendikbudristek, 2022; Paramita et al., 2025). Furthermore, the
implementation of deep learning within the Indonesian curriculum encourages
conceptual understanding, reflection, authentic knowledge application, and
digital competence through coding and Artificial Intelligence education
(Kemendikdasmen, 2025; Permadhani & Rohayati, 2025). Consequently, teachers
are expected to integrate pedagogical, content, and technological knowledge
through the TPACK framework to create interactive learning environments that
enhance student participation and conceptual understanding (Oktaviana &
Yudha, 2022; Silvester et al., 2024). Therefore, technology-supported interactive
learning media are essential for achieving curriculum objectives and meaningful
learning experiences.

Despite these educational expectations, classroom practices in vocational
high schools remain inconsistent with current curriculum demands. Preliminary
observations and interviews with accounting teachers from several vocational
high schools in Surabaya revealed that classroom instruction still relies primarily
on textbooks, PowerPoint presentations, and instructional videos, indicating that
digital technology has not been optimally utilized. These conventional
approaches create difficulties in teaching bank reconciliation, particularly when
students analyze differences between company records and bank statements.
Supporting these findings, preliminary data from 66 Grade XI Accounting
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students showed that 67.71% experienced difficulties understanding bank
reconciliation, while 80.26% preferred interactive visual media and 73.59%
reported greater motivation when learning used innovative instructional media.
These findings demonstrate a considerable gap between technology-integrated
learning promoted by educational policy and classroom realities. Consequently,
students remain passive recipients of information, and opportunities to
strengthen conceptual understanding through interactive digital learning
experiences remain limited.

The challenges identified in vocational accounting education indicate the
need to develop learning media that bridge conceptual understanding with
meaningful learning experiences. Although various digital learning media have
been introduced, many remain limited to presenting text, videos, and two-
dimensional illustrations without enabling active exploration or visualization of
abstract accounting concepts (Ali et al., 2025; Ryanto et al.,, 2025). In bank
reconciliation learning, students must compare financial records, identify
transaction discrepancies, and apply analytical reasoning, requiring conceptual
understanding rather than memorization. Interactive multimedia integrated with
visualization technologies can simplify these complex processes by combining
text, graphics, animation, audio, simulations, and immediate feedback within
one learning environment (Siregar et al., 2022; Fatimah, 2025). Moreover, Smart
Apps Creator enables teachers to develop cross-platform interactive applications
without programming expertise, while Assemblr Edu integrates Augmented
Reality to visualize learning objects in three-dimensional environments (Abi &
Sujatmiko, 2022; Nugrohadi & Anwar, 2022). Therefore, integrating these
technologies can provide more engaging, contextual, and student-centered
learning experiences aligned with the objectives of the Merdeka Curriculum.

Previous studies have consistently demonstrated that technology-based
learning media improve students' motivation, conceptual understanding, and
learning outcomes across various educational contexts. Studies utilizing Smart
Apps Creator have reported high product validity and positive student responses
because the platform provides interactive multimedia features that enhance
learner engagement (Haliza & Pratiwi, 2024, Ramadhoni & Muchtar, 2024).
Likewise, research on Augmented Reality has shown that three-dimensional
visualization facilitates comprehension of abstract concepts while creating
immersive learning experiences that strengthen motivation and conceptual
retention (Joseph et al, 2024; Nengsih et al, 2023). Other investigations
integrating Augmented Reality into educational media have also confirmed
excellent feasibility and effectiveness in improving learning performance
(Febriansyah et al., 2025; Diharjo et al., 2025). Nevertheless, previous studies have
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mainly focused on science subjects or general educational contexts, whereas
research integrating Smart Apps Creator 3, Assemblr Edu, and Augmented
Reality into vocational accounting, particularly bank reconciliation learning,
remains limited. Existing studies also evaluate media feasibility or learning
outcomes separately, indicating a research gap requiring further investigation.

Unlike previous studies, this research introduces RekonX-AR, an
integrated interactive learning medium specifically designed for bank
reconciliation learning in vocational accounting education. The product
combines application-based interactive learning, multimedia content, formative
assessments, and Augmented Reality visualization within a single platform
accessible through smartphones and computers. RekonX-AR presents
accounting concepts through text, graphics, videos, quizzes, and three-
dimensional AR objects representing accounting documents and reconciliation
processes, creating a contextual, immersive, and meaningful learning experience.
This integration enables students to actively construct conceptual understanding
while increasing learning engagement through direct interaction with digital
learning objects. Accordingly, this study addresses how to develop an interactive
learning medium that effectively supports students' understanding of bank
reconciliation while meeting current demands for technology-enhanced learning.
Itis hypothesized that integrating Smart Apps Creator 3 with Augmented Reality
will produce a valid and practical instructional medium. Therefore, this study
aims to develop RekonX-AR, validate its content and media quality, and evaluate
its practicality through limited implementation involving Grade XI Accounting
students in vocational high schools.

RESEARCH METHODS

This study employed a Research and Development (R&D) approach to
develop and evaluate an interactive learning media called RekonX-AR, which
integrates accounting learning with Augmented Reality (AR) technology. R&D
was selected because it is specifically designed to produce educational products
while systematically evaluating their feasibility before implementation (Slamet,
2022). The development process adopted the ADDIE model, consisting of
Analysis, Design, Development, Implementation, and Evaluation, because the
model provides a structured, systematic, and iterative framework that enables
continuous revision throughout the product development process (Safitri & Aziz,
2022; Rusmayana, 2021). As illustrated in Figure 1, the ADDIE model guided
every stage of the research, while the detailed development procedure of the
RekonX-AR media is presented in Figure 2. During the analysis stage, learning

Journal of Educational Management Research Vol. 05 No. 04 (2026) : 4230-4245 4233
Available online at https://serambi.org/index.php/jemr



problems, curriculum requirements, and students' difficulties in understanding
bank reconciliation were identified through classroom observations and
interviews. The design stage focused on preparing learning objectives,
instructional content, storyboards, user interfaces, and Augmented Reality
learning scenarios. Subsequently, the product was developed using digital media
integrated with AR technology, validated by experts, implemented through
limited classroom trials, and continuously refined based on evaluation results to
ensure that the final product met pedagogical, technological, and learner needs.
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Figure 1. The ADDIE Model Framework
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Figure 2. Procedure for Developing RekonX-AR Interactive Learning Media

The study was conducted in several vocational high schools in Surabaya,
Indonesia, involving accounting lecturers, vocational accounting teachers, and
Grade XI Accounting students. Subject matter experts evaluated the relevance,
accuracy, completeness, and presentation of the instructional content, whereas
media experts assessed interface design, navigation, visual appearance,
multimedia integration, and system functionality. The product was then
implemented through a limited trial involving 20 Grade XI Accounting students
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selected using purposive sampling, considering that participants had previously
studied bank reconciliation material and possessed sufficient digital literacy
skills to operate the developed application. The sample size followed
recommendations for small-group evaluation in educational product
development, which suggest involving approximately 10-20 participants to
obtain representative feedback while maintaining manageable evaluation
procedures (Rochmah & Susanti, 2024; Cahyani & Susanti, 2025). Data were
collected through observations, interviews, and questionnaires. Observation and
interviews were conducted during the needs analysis stage, whereas
questionnaires were administered during expert validation and student trials.
Expert validation instruments measured both content and media quality, while
student response questionnaires assessed the practicality and usability of
RekonX-AR following product implementation.

Table 1. Likert Scale for Expert Validation

Criteria Score
Strongly Agree 5
Agree 4
Neutral 3
Disagree 2
Strongly Disagree 1

The collected data were analyzed using both qualitative and quantitative
approaches to determine the validity, practicality, and feasibility of the
developed product. Qualitative data obtained from observations and interviews
were analyzed using the interactive model of data reduction, data display, and
conclusion drawing (Qomaruddin & Sa'diyah, 2024). Quantitative data from
expert validation were analyzed descriptively using a five-point Likert scale, as
presented in Table 1, whereas student response data were analyzed using the
Guttman scale (Yes = 1; No = 0) and converted into percentages to determine
product practicality (Cahyani & Susanti, 2025). Product validity was determined
from expert judgments regarding instructional content and media quality, while
product practicality was measured based on students' responses after using
RekonX-AR during the limited trial. The feasibility of the developed media was
interpreted using percentage criteria, where a minimum score of 61% indicated
that the product was feasible for classroom implementation. The interpretation
of feasibility categories used in this study is presented in Table 2, which served
as the basis for determining whether further revision or implementation of the
product was required (Ali et al., 2025; Ryanto et al., 2025).
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Table 2. Product Feasibility Criteria

Percentage Interpretation
81-100% Very Feasible
61-80% Feasible
41-60% Fairly Feasible
21-40% Less Feasible
0-20% Not Feasible
RESULTS AND DISCUSSION

Results
Development Process of RekonX-AR Interactive Learning Media

The development of the RekonX-AR interactive learning media based on
Smart Apps Creator 3 and Assemblr Edu was conducted using the ADDIE model,
which consists of five stages: analysis, design, development, implementation,
and evaluation:

Analysis Stage

The analysis stage aimed to identify learning problems and user needs.
Data were collected through observation, interviews, and questionnaires
involving teachers and students from four vocational schools. Findings indicated
that bank reconciliation is a difficult topic for students, particularly in transaction
analysis and identifying differences between company and bank records.
Teachers reported limited learning media, predominantly consisting of
textbooks, worksheets, PowerPoint, whiteboards, and videos. A preliminary
survey involving 65 students showed that 67.71% experienced difficulties in
understanding bank reconciliation concepts, while 80.26% preferred interactive
visual media and 73.59% were more motivated by innovative learning
approaches. These findings indicate the need for interactive digital learning
media to improve conceptual understanding and engagement.

Design Stage

The design stage involved preparing the system architecture, learning
flow, and content structure of the media through pre-production planning,
storyboard development, and interface design. Pre-production included
determining learning content, preparing supporting devices (laptop and
smartphone), and utilizing software such as Smart Apps Creator 3, Assemblr
Edu, Canva, and CapCut. A storyboard was developed to define the navigation
flow and interface structure. Content preparation involved collecting and
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organizing learning materials aligned with curriculum objectives, including
instructional modules for Phase F financial accounting, self-developed learning
videos, and contextual case studies based on real-world accounting practices.

Development Stage

The development stage focused on producing the RekonX-AR learning
media based on the design specifications. This process included production,
expert validation, and revision based on feedback from subject matter and media
experts to ensure product feasibility. The validated media was then tested in a
limited trial to obtain student responses for further improvement. The following
presents the product and feasibility results from the expert validation.

= — -
o)
APA SIH ITU
REKONSILIASI

-

ASSEMBLR

=

3INOZ NVOS HV

Figure 1. The product "RekonX-AR"
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Implementation Stage

The implementation stage involved product testing of the RekonX-AR
learning media. The validated media was implemented in a limited trial to obtain
student responses. The trial involved 20 Grade XI Accounting students from SMK
Negeri 1, SMK Negeri 4, SMK Negeri 6, and SMK Negeri 10 Surabaya. The
selection of these schools was based on their strong accounting learning
environment, allowing for diverse and representative student responses toward
the use of the media.

Evaluation Stage

The evaluation stage was conducted to assess the development process
based on the ADDIE model. This stage focused on determining the feasibility of
the developed media through expert validation results and limited trial feedback.
The final output of this process is the RekonX-AR interactive learning media for
bank reconciliation material.

Feasibility of the RekonX-AR Interactive Learning Media

The feasibility of the RekonX-AR interactive learning media was evaluated
through validation by subject matter and media experts using a Likert-scale
instrument, and the data were analyzed using percentage descriptive analysis.
The following are the results of expert validation:

Table 1. The Results of Expert Validation:

Validator Persentage Qualification
Subject Matter Expert 92% Very Feasible
Media Expert 98% Very Feasible

Student Responses to the RekonX-AR Interactive Learning Media

Following expert validation, the RekonX-AR interactive learning media
was tested through a limited trial involving 20 Grade XI Accounting students
from SMKN 1, SMKN 4, SMKN 6, and SMKN 10 Surabaya. This stage aimed to
evaluate students’ responses to the media as a learning support tool. The
following presents the results of student responses:
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Table 2. The Results of Student Responses

Assessed Aspect Percentage Category
Content 93% Very Good
Presentation 88% Very Good
Language 93% Very Good
Total 91% Very Good

Discussion

The development of the RekonX-AR interactive learning media was
conducted using the ADDIE model, which is widely applicable for developing
instructional products, including learning media and teaching materials
(Rusmayana, 2021). The preliminary findings revealed a strong need for
technology-based learning media that are more interactive, visual, and
contextual. This need aligns with student-centered learning approaches, where
teachers act as facilitators and learning emphasizes active engagement and
learner autonomy. Furthermore, 21st-century learning requires the integration of
technology, pedagogy, and content (Mulyana et al., 2023).

These findings are consistent with the Cognitive Theory of Multimedia
Learning (CTML), which explains that learning becomes more effective when
information is delivered through a combination of verbal and visual elements
(Siregar et al., 2022). The integration of text, images, video, and Augmented
Reality (AR) in RekonX-AR supports students in understanding complex
accounting concepts more effectively. In addition, this development aligns with
constructivist theory, which emphasizes that knowledge is actively constructed
through experience and interaction (Iswara & Usman 2025), reflecting a shift
from teacher-centered to student-centered learning) (Fadillah, 2025). The
development process resulted in a comprehensive learning media integrating
features such as AR visualization, instructional videos, and case-based exercises.
The use of Smart Apps Creator 3 and Assemblr Edu was based on their usability
and ability to enhance interactivity and engagement (Harahap et al.,, 2024;
Nugrohadi & Anwar, 2022), supporting previous findings that interactive digital
media can improve student motivation and participation (Diharjo et al., 2025).

The validation results indicate that the media achieved a “very feasible”
category, with 92% from subject matter experts and 98% from media experts.
These results confirm that the media meets the criteria of content quality,
presentation, and technical aspects (Ramadhoni & Muchtar, 2024). From a
theoretical perspective, this finding is consistent with BSNP (2014) in Haliza
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(2024), which emphasizes that effective learning media must ensure content
accuracy, relevance, and systematic presentation. Additionally, the findings align
with Haryono (2015) in Haliza (2024), highlighting the importance of integrating
visual design, interactivity, and technical quality. Similar findings were reported
by Haliza & Pratiwi (2024), who found that Smart Apps Creator 3-based media
achieved validation scores of 91.8% (material) and 94% (media). Likewise,
Ramadhoni & Muchtar (2024) reported a feasibility level of 89.6%, while Abi &
Sujatmiko (2022) found media feasibility at 85.33% and material feasibility at
91.11%. In terms of AR integration, Nengsih et al. (2023) reported high validity
(85.18% material; 90% media), and Febriansyah et al. (2025) reported 86% and
89% for material and media validation, respectively. These findings collectively
strengthen the evidence that interactive and technology based learning media are
very feasible and beneficial in educational settings.

Furthermore, the implementation results show that students responded
positively, with a response rate of 91% (very good), indicating improved
engagement, motivation, and understanding. This finding supports the
effectiveness of interactive and technology-based learning environments in
facilitating meaningful learning experiences. It also reinforces BSNP (2014) in
Haliza (2024), which states that effective media should be communicative,
engaging, and relevant to learner characteristics. This finding is consistent with
Diharjo et al. (2025), who reported an 89% positive response, as well as Dewi et
al. (2024) with 87.2%, and Ramadhoni & Muchtar (2024) with 82.2%. Similarly,
Syafitra et al. (2025) reported a response rate of 84.95%, highlighting that AR-
based media enhances understanding, visualization, and active participation.
Joseph et al. (2024) also emphasized that Augmented Reality can significantly
increase students’” interest and engagement in learning. The use of AR features in
RekonX-AR enables concrete visualization of abstract accounting concepts,
thereby facilitating deeper conceptual understanding.

Compared to conventional learning media, such as textbooks and
PowerPoint, RekonX-AR provides a more interactive and student-centered
learning environment. This aligns with the current curriculum orientation that
emphasizes active learning and the integration of digital technology. The
combination of AR visualization, multimedia content, and case-based learning
also supports the development of higher-order thinking skills and practical
competencies. However, several limitations were identified based on student
feedback, including the need for improved system performance and additional
interactive features. These findings indicate that continuous development and
refinement are necessary to optimize the effectiveness and scalability of the
media. Overall, the results confirm that RekonX-AR not only addresses the
learning problems identified in the preliminary study but also aligns with
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contemporary learning theories and technological demands. Therefore, the
developed media can be considered both feasible and effective as an innovative
learning tool in vocational accounting education, particularly for complex topics
such as bank reconciliation.

CONCLUSION

This study demonstrates that the development of RekonX-AR, an
interactive learning media integrating Smart Apps Creator 3 and Assemblr Edu,
successfully produced a valid and practical learning medium that supports
students' understanding of bank reconciliation through interactive multimedia
and Augmented Reality (AR). The findings highlight that combining digital
applications with AR visualization can create more meaningful, engaging, and
student-centered learning experiences, suggesting that technology integration
should emphasize not only digitalization but also conceptual understanding and
active learning. From an academic perspective, this study contributes to the
growing body of knowledge on technology-enhanced learning by presenting an
integrated learning media that combines interactive multimedia and AR within
vocational accounting education, thereby extending the application of these
technologies beyond science-related disciplines. Nevertheless, this study was
limited to product development and small-group implementation without
examining learning effectiveness through experimental comparison. Therefore,
future research should investigate the effectiveness of RekonX-AR using larger
samples and experimental designs, expand its implementation to other
accounting topics or educational contexts, and further enhance its interactive
features to support more adaptive and personalized learning experiences.

REFERENCES

Abi, M. I, & Sujatmiko, B. (2022). Pengembangan Media Pembelajaran Interaktif
Menggunakan Smart App Creator dalam Meningkatkan Hasil Belajar
Siswa pada Mata Pelajaran Multimedia di SMK N 1 Jabon. IT-Edu: Jurnal
Information Technology and Education, 7(3), 84-91.
https://doi.org/10.26740/it-edu.v7i3.50070

Ali, A., Dea Venica, S., Aini, W., & Faisal Hidayat, A. (2025). Efektivitas Media
Pembelajaran Interaktif dalam Meningkatkan Minat dan Motivasi Belajar
Siswa Sekolah Dasar. Journal of Information System and Education
Development, 3(1), 1-6. https://doi.org/10.62386/jised.v3il1.115

Berkat, Setinawati, & Basrowi. (2025). The Role of Educational Management in
Enhancing Innovation and Problem-Solving Competencies for Students
Towards Global Competitiveness: A Literature Review. Social Sciences &
Humanities Open, 11, 101280. https://doi.org/10.1016/j.ssah0.2025.101280

Journal of Educational Management Research Vol. 05 No. 04 (2026) : 4230-4245 4241
Available online at https://serambi.org/index.php/jemr



Cahyani, A. D., & Susanti. (2025). Pengembangan Media Pembelajaran Berbasis
Kontekstual pada Materi Jurnal Penyesuaian untuk Meningkatkan Hasil
Belajar Siswa Jurusan Akuntansi SMK Negeri di Surabaya
[Undergraduate thesis]. Universitas Negeri Surabaya.
https://doi.org/10.30605/jsgp.8.3.2025.7393

Hanjowo, M. D. F. F., Athahirah, N., Saputra, R. F., Al-Farisi, S., Rozaq, R. W. A,,
& Artikel, H. (2023). Peran Pendidikan Indonesia di Era Society 5.0.
ETNIK:  Jurnal = Ekonomi-Teknik  Informasi, 2(5), 423-428.
https://doi.org/10.54543/etnik.v2i5.190

Diharjo, D., Fatmawati, U., & Adi, B. (2025). Development of Interactive Learning
Media Based on Socio-Scientific Issues Using Smart Apps Creator in the
Role of Viruses for Tenth Graders. JPBI (Jurnal Pendidikan Biologi
Indonesia), 11(2), 600-610. https://doi.org/10.22219/jpbi.v11i2.40565

Fadillah, Z. 1. (2025). Konstruktivisme Sebagai Paradigma Baru dalam
Manajemen Pembelajaran di FEra Transformasi Pendidikan. Jurnal
Manajemen Pendidikan, 1(1), 1-14.

Fatimah, Y. I. S. (2025). Merekonstruksi Pembelajaran IPS: Media Interaktif, Gaya
Belajar Siswa, dan Kreativitas Guru dalam Menumbuhkan Pemahaman
Kontekstual. Dinamika Sosial: Jurnal Pendidikan Ilmu Pengetahuan
Sosial, 4(2), 150-162. https://doi.org/10.18860/dsjpips.v4i2.17921

Febriansyah, A., Eryanto, H., & Adha, M. A. (2025). Pengembangan Media
Pembelajaran Berbasis Augmented Reality Menggunakan Assemblr Edu
pada Elemen Pengelolaan Sarana dan Prasarana. Jejak Digital: Jurnal
IImiah Multidisiplin, 1(5), 2821-2845. https://doi.org/10.63822/8edsz845

Habe, H., & Ahiruddin, A. (2017). Sistem Pendidikan Nasional. Ekombis Sains:
Jurnal Ekonomi, Keuangan dan Bisnis, 2(1), 39-45.
https://doi.org/10.24967/ekombis.v2i1.48

Haliza, N., & Pratiwi, V. (2024). Pengembangan Media Pembelajaran Interaktif
Pilar Tax Berbasis Website Menggunakan Smart Apps Creator pada
Elemen Perpajakan. Jurnal Pendidikan Ekonomi (JURKAMI), 9(2), 496—
508. https://doi.org/10.31932/jpe.v9i2.3650

Iswara, D., & Usman. (2025). Teori Konstruktivisme dan Implikasinya dalam
Pembelajaran. Formatif: Jurnal Pendidikan Sosial dan Humaniora, 1(2), 1-
9. https://glonus.org/index.php/kognisi

Joseph, K., Wisnuwardana, C. J., Austen, A., Jodi, C., & Permana, F. (2024).
Molecule World: Enhancing Chemistry Education Through Web-Based
Augmented Reality Using Assemblr. Procedia Computer Science, 245,
1249-1258. https://doi.org/10.1016/j.procs.2024.10.354

4242 Journal of Educational Management Research Vol. 05 No. 04 (20206) : 4230-4245
Available online at https://serambi.org/index.php/jemr



Kemendikbudristek. (2022). Keputusan Menteri Pendidikan, Kebudayaan, Riset,
dan Teknologi Republik Indonesia Nomor 56/M/2022 tentang Pedoman
Penerapan Kurikulum dalam Rangka Pemulihan Pembelajaran.
Kementerian Pendidikan, Kebudayaan, Riset, dan Teknologi.

Kemendikdasmen. (2025). Peraturan Menteri Pendidikan Dasar dan Menengah
Republik Indonesia Nomor 13 Tahun 2025 tentang Perubahan atas
Peraturan Menteri Pendidikan, Kebudayaan, Riset, dan Teknologi Nomor
12 Tahun 2024 tentang Kurikulum pada Pendidikan Anak Usia Dini,
Jenjang Pendidikan Dasar, dan Jenjang Pendidikan Menengah.
Kementerian Pendidikan Dasar dan Menengah.

Lampropoulos, G. (2025). Combining Artificial Intelligence With Augmented
Reality and Virtual Reality in Education: Current Trends and Future
Perspectives. Multimodal Technologies and Interaction, 9(2), Article 11.
https://doi.org/10.3390/mti9020011

Mulyana, C., Ramdani, A. F. Z., & Nur'ainiyah. (2023). Analysis of the Problems
of Implementing the Independent Curriculum in Islamic Religious
Education Subjects at SMAN 12 Bandung. Al-Hasanah: Jurnal Pendidikan
Agama Islam, 8(1), 1-14. https://doi.org/10.51729/81108

Nengsih, N., Setiadi, A. E., & Sunandar, A. (2023). Development of Augmented
Reality Learning Media Based on Assemblr Studio Web in Ecosystem
Material. Jurnal Inovasi Pembelajaran, 9(2), 277-291.
https://doi.org/10.22219/jinop.v9i2.25251

Nugrohadi, S., & Anwar, M. T. (2022). Pelatihan Assemblr Edu untuk
Meningkatkan Keterampilan Guru Merancang Project-Based Learning
Sesuai Kurikulum Merdeka Belajar. Media Penelitian Pendidikan: Jurnal
Penelitian dalam Bidang Pendidikan dan Pengajaran, 16(1), 77-80.
https://doi.org/10.26877/mpp.v16i1.11953

Oktaviana, E., & Yudha, C. B. (2022). Technological Pedagogical Content
Knowledge (TPACK) dalam Pembelajaran Abad ke-21. Social,
Humanities, and Educational Studies (SHEs): Conference Series, 5(2), 57—
64. https://doi.org/10.20961/shes.v5i2.58305

Paramita, A. A. ], Ariani, K. B, & Mahadewi, N. P. (2025). Tantangan
Implementasi Pembelajaran Mendalam sebagai Pendekatan dalam
Kurikulum Merdeka. DIKSI: Jurnal Kajian Pendidikan dan Sosial, 6(4),
757-769. https://doi.org/10.53299/diksi.v6i4.3030

Permadhani, R. M., & Rohayati, S. (2025). Pengembangan E-LKPD Berbasis
Google Sites Terintegrasi Artificial Intelligence pada Elemen Perpajakan
Siswa Kelas XII AKL. Jurnal Pendidikan Akuntansi (JPAK), 13(2), 61-69.
https://ejournal.unesa.ac.id/index.php/jpak/article/view/72265

Journal of Educational Management Research Vol. 05 No. 04 (2026) : 4230-4245 4243
Available online at https://serambi.org/index.php/jemr



Qomaruddin, & Sa'diyah, H. (2024). Kajian Teoritis tentang Teknik Analisis Data
dalam Penelitian Kualitatif: Perspektif Spradley, Miles, dan Huberman.
Journal of Management, Accounting and Administration, 1(2), 77-84.
https://doi.org/10.52620/jomaa.v1i2.93

Ramadhoni, Y., & Muchtar, Z. (2024). Development of Integrated Smart Apps
Creator Media With Guided Inquiry Learning Model on Reaction Rate
Material. Jurnal Teknologi Pendidikan: Jurnal Penelitian dan
Pengembangan Pembelajaran, 9(3), 516-525.
https://doi.org/10.33394/jtp.v9i3.11998

Susanto, R., Efendi, R., Tantri, P. A., Pamungkas, A., Pattipeilohy, P., Rahim, I,
Hudha, C., Rahaor, F. M. B,, & R. (2025). Bunga Rampai Pendidikan
Pembangunan dan Teknologi. In M. P. Dr. (Cand.) Riyanto Efendi (Ed.).
PT Penerbit Riset Sadewa.

Rochmah, R. N., & Susanti. (2024). Pengembangan Media Pembelajaran Interaktif
Berbantuan iSpring Suite 11 pada Mata Pelajaran Dasar Akuntansi Kelas
X SMK. PROMOSI: Jurnal Program Studi Pendidikan Ekonomi, 12(2), 23—
36. https://doi.org/10.24127/ajpm

Rusmayana, T. (2021). Model Pembelajaran ADDIE Integrasi PEDATI di SMK
PGRI Karisma Bangsa sebagai Pengganti Praktek Kerja Lapangan di Masa
Pandemi COVID-19 (1st ed.). Widina Bhakti Persada.

Ryanto, R., Wijayanti, A. T., Widiastuti, A., & Riadi, A. (2025). The Effectiveness
of Learning Media in Overcoming Learning Difficulties: Student
Perceptions. Jurnal Pemberdayaan Masyarakat, 4(1), 169-182.
https://doi.org/10.46843/jpm.v4il.413

Safitri, M., & Aziz, M. R. (2022). ADDIE: Sebuah Model untuk Pengembangan
Multimedia Learning. Jurnal Pendidikan Dasar, 3(2), 50-58.

Silvester, S., Sumarni, M. L., & Saputro, T. V. D. (2024). Pengaruh Kompetensi
Technological Pedagogical Content Knowledge (TPACK) terhadap
Keterampilan Guru dalam Mengimplementasikan Pembelajaran Berbasis
Digital.  Journal of Education Research, 5(4), 4958-4965.
https://doi.org/10.37985/jer.v5i4.1697

Siregar, B. H., Mansyur, A., Lumongga, S., & Rahmadani, F. (2022). Teori dan
Praktis Multimedia Pembelajaran Interaktif (1st ed.). UMSU Press.

Slamet, F. A. (2022). Model Penelitian Pengembangan (R&D). Institut Agama
Islam Sunan Kalijogo Malang.

Syafitra, K., Dewi, I. P., Marta, R., & Asmara, D. (2025). Rancang Bangun Media
Pembelajaran Augmented Reality Konsentrasi Keahlian Teknik Jaringan
Komputer dan Telekomunikasi di SMKN 8 Padang. RIGGS: Department
of Digital Business Journal of Artificial Intelligence and Digital Business,
4(3), 8430-8437. https://doi.org/10.31004/riggs.v4i3.3268

4244 Journal of Educational Management Research Vol. 05 No. 04 (20206) : 4230-4245
Available online at https://serambi.org/index.php/jemr



Thornhill-Miller, B., Camarda, A., Mercier, M., Burkhardt, J. M., Morisseau, T.,
Bourgeois-Bougrine, S., Vinchon, F., El Hayek, S., Augereau-Landais, M.,
Mourey, F., Feybesse, C., Sundquist, D., & Lubart, T. (2023). Creativity,
Critical Thinking, Communication, and Collaboration: Assessment,
Certification, and Promotion of 21st Century Skills for the Future of Work
and Education. Journal of Intelligence, 11(3), Article 54.
https://doi.org/10.3390/jintelligence11030054

Zaid Budi Arifin, F., Farkhan, M. N., Tasjuddin, M. R., Rahmadhani, S. A., &
Salsabila, U. H. (2025). Digital Literacy as a Fundamental Competency in
21st-Century Education. Linguanusa: Social Humanities, Education and
Linguistic, 2(3), 18-32. https://doi.org/10.63605/In.v2i3.68

Journal of Educational Management Research Vol. 05 No. 04 (2026) : 4230-4245 4245
Available online at https://serambi.org/index.php/jemr



