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Abstract— The incorporation of STEAM (Science, Technology, Engineering, Arts, and Math) into primary school education has
given rise to the integration of the mBlock app in robotics learning. The mBlock app serves as a platform to teach basic robotics
concepts and skills to students,()urelging intellectual development and problem-solving abilities. In particular, the design of
the mBlock user interface plays a crucial role in the effectiveness of robotics education at the primary school level. A well-crafted
user interface ﬂ)uld have an intuitive and easy-to-understand layout, facilitating students' understanding of the software and
allowing them to learn programming their robots. This study aims to examine the impact of user interface design on students'
interest and motivation in primary school robotics education. The findings showed a positive correlation between user interface
quality and students' interest and motivation to learn robotics, the coefficient Interest value is 1.23 and intercept -3.93 while the
Coefficient Motivation value is 1.03 and intercept -0.82. Meanwhile, the T-Test showed a P-score 1s 0.67 indicating no significant
difference in the average level of interest and motivation. Ul design impacts student interest and motivation by using a Correlation
Matrix, the correlation coefficient value of enjoyable Ul on Interest is 0.83 and on Motivation is 0.71. Visual appeal and clear

instructions are most important.
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1. Introduction

The integration of STEAM (Science, Technology,
Engineering, Arts, and Math) in the mBlock application has
become an important part of the primary school curriculum in
Indonesia. The mBlock app teaches students about robotic
concepts and skills, providing technical knowledge and
developing intellectual and problem-solving skills. Schools in
Indonesia are collaborating with foreign educational
mstitutions to implement the mBlock app in their robotics
learning [1], [2]. mBlock is a software application used for
programming and controlling hardware, especially in STEAM
learning, This application was developed by Makeblock, a
private technology company headquartered in Shenzhen,
China, The company developed Scratch-based software with
the aim of providing educational tools for learning robotics [3].

The design of the mBlock user interface has a
significant impact on robotics learning in primary schools. The
user interface is the first thing that students see when they open
the software, and it can make a big difference in how easy or
difficult they find it to use. A well-designed user interface will
be intuitive and easy to understand, making it more likely that
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students will be able to learn how to use the software and start
programming their robots [4]. Human-Computer Interaction
(HCI) includes design elements such as layout, navigation,
colour, and interaction that influence how students interact and
respond to robotic learning materials. Therefore, it is important
to understand the influence of user interface design on students'
interest and motivation to learn in the context of robotics
education in primary schools [5].

In some International schools with SPK (Satuan
Pendidikan Kerjasama) status, which is a category of school
introduced by the Indonesian government to organized on the
basis of cooperation between foreign education institutions [6],
although robotics education in primary schools has received
more attention, there is still a lack of understanding of how user
interface design can affect students' interest and motivation to
learn. Some of the issues that need to be researched are whether
an attractive and interactive user interface design can increase
students' interest in learning r()b()t and how it affects
students' motivation in undergoing the learning process. In
addition, it is also important to see if there are differences in
interest and motivation to learn between male and female
students related to user interface design.
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This research will use a quantitative research approach.
The research sample will involve primary school students
implementing robotics learning. Data will be collected through
questionnaires specifically designed to measure students'
mterest and motivation to learn, and llﬁ]ﬂucnce of user
both variables,
understanding of the influence of user interface in robotics

mterface design on to gain a deeper
learning. The collected data will be analysed using Linear
Regression and Correlation Matrix methods to identify the
relationship between user interface design and students’
imeresu] learning motivation [7], [8].

The purpose of this study is to explore the influence of
user interface design on students' interest and motivation to
learn in robotics learning in primary schools. This research will
analyze various user interface design elements that may affect
students' interest, includila layout, colour, animation, and
mteraction. In addition, the purpose of this study is to
understand whether there are differences between interest and
learning motivation among students related to user interface
design [9].

This research is expected to provide essential benefits
in the development of robotic learning applications in primary
schools. By understanding the influence of mBlock's user
interface design on students' interest and motivation to learn,
this research can help in the development of more effective and
attractive user interfaces. Thus, students can be more engaged
and motivated in robotics learning, which in turn will improve
their understanding and application of robotics concepts in
everyday life. In addition, this research can also provide
information on the differences in learning interest and
motivation between male and female students, which can be
used to design learning strategies that include and consider the
different needs of the two groups of students.

2. Related Work

This literature review aims to analyze the findings of
previous research in order to understand the contribution and
importance of mBlock interface design in the context of
robotics learning at the primary school level. A previous study
has ephelsized the importance of the user interface, showing
that a poorly designed user interface can lead to a poor user
experience and inconsistent use of the software. Conversely, a
well-designed user interface can improve the usability of
software, making it easy and enjoyable for users. From a
learning perspective, a well-designed user interface has the
potential to provide students with an engaging and enjoyable
learning experience. Using adaptive learning as a method aims
to strike a balance between meeting individual learning needs
and ensuring efficiency and effectiveness. During the
evaluation phase, a User Experience Questionnaire (UEQ)
evaluates her six parameters: Charm, clarity, efficiency,
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precision, excitement and novelty. Analysis of the UEQ rating
results revealed that the average ratings for all parameters were
positive, indicating a positive user experience [10].

Meanwhile, study on the e-learning user interface
revolution, explains that the popularity of e-learning is not only
in global business education but also in the academic wd.
Therefore, it is important to understand the role of a user
interface in the learning process and the requirements reflected
in educational management. In leading learning centres, such
as Coursera, thousands of courses are available to anyone,
without restrictions of time, place or social status. This support
for education is reflected in the number of students reaching
millions, eneltm participation for those who cannot be full-
time students. The use of modern technologies, such as mobile
devices, cloud services, and global internet expansion, has
changed the design of the education system and enabled wider
access. However, an emerging challenge is how to personalize
the learning environment according to the needs of
increasingly diverse users [11].

Third, study on the Impact of Ul Design on Learner
Satisfaction. The evaluation was conducted on various user
interaction design strategies in the e-Learning platform,
including ease of navigation, resource access, and integrated
tool configuration. A comprehensive questionnaire was
distributed to teachers and students to identify key design
issues that interfere with educational tasks. The results of
statistical analysis were used to develop a model showing
success and failure factors in e-Learning interface design.
Guidelines and suggestions were also developed to improve
the interface design of the platform. Finally, it is suggested to
implement a prototype that can provide intelligent
recommendations to users and designers of e-Learning
platforms based on user satisfaction factors [12].

Staics on the integration of mBots in education
highlight the importance of instructional design that integrates
robotics and coding using visual programming languages. This
approach serves as a valuable tool in improving students'
understanding of logical B] mathematical concepts. The
successful introduction of robotics and visual programming
based on active learning methods in primary education has
enhanced students' understanding of computer concepts and
demonstrated a high level of student engagement and
engagement. This study employed experimental classroom
design, descriptive analysis, and peu‘licipell()r}a)bservelli(m
involving her sixth graders. The results showed a statistically
significant improvement in students' understanding of
mathematical concepts and acquisition of computational skills.
These positive outcomes can be attributed to participating in
the process of understanding the characters and participating in
dynamic activities, thereby stimulating motivation and interest
in the learning content [13].
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Fifth,is a study cuctcd in West Java, Indonesia, two
years ago examined the interest of primary school students in
learning mathematics through the use of Scratch as a learning
tool. The research employed gualitative descriptive methods
and employed test instruments such as student interest scale
questionnaires, tests, and interviews. Scratch, a visual
programming language, was utilized as a medium for learning,
incorporating elements such as games, quizzes, and
animations. The findings revealed a high percentage of student
mterest in learning mathematics, indicating that the use of
Scratch in elementary school classrooms resulted in a high

level of engagement and enthusiasm among students [14].

In the literature that has been reviewed, there are several
findings that are relevant to research on the effect of mBlock
interface design on student interest and motivation in robotics
subject matter in primary schools. Previous research shows
that the use of educational software games can increase em
motivation and combine learning with fun. In addition, the use
of educational technologies such as e-learning and robotics-
based teaching and visual programming has also been shown
to be effective in improving conceptual understanding and
student interest. Therefore, it is important to investigate the
extent to which mBlock's interface design can influence
students' interest and motivation in robotics learning in primary
schools. In light of these findings, it is hoped that this research
can provide valuable insights into the development of engaging
and effective learning approaches in robotics subject matter at
the primary school level.

3. Method

The research method used in this study consists of
several stages. First, data collection was conducted using a
questionnaire to measure the level of student interest and
motivation towards robotics subjects using the mBlock
interface. This questionnaire was designed to analyze student
interest and motivation based on the user interface. This
research can provide a more comprehensive understanding of
the effect of mBlock interface design on student interest and
motivation in robotics subjects in primary sch. The overall
method of conducting this research is shown in the following
figure.

1 1
1 1
] I
1 | .
H ! Linear
| Validity Test | Regression
1 1
I | Analysis
1 1
Data Collection Reliability Test T-Test

—

Figure 1: Flow of rescarch method.
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3.1. Data Collection

The population in this study were primary school
students who took robotics subjects using the mBlock
application. The sampling technique used is purposive
sampling, by selecting samples that meet certain criteria,
namely grade 6 primary school students and following the
robotics learning material [15]. The sample of students who
have experience in using the mBlock application in robotics
lessons using the interface is also a criterion in making the
questionnaire. Using a purposive sampling technique, this
study aims to obtain a representative sample of students
relevant to the research objectives, namely testing the effect of
mBlock interface design on students' interest and motivation in
robotics subjects in primary schools. Table 1 is an indicator for
each questionnaire variable.

Table 1. Questionnaire indicators

Vanable No ltem

User Interface | 1 The visual design of the application is
Design Evaluation highly enjoyable.

(X)

2 The visual design of the application is
easy to understand.

3 The interface design features provide
clear instructions for using the
application.

4 The user interface design offers
interesting interactive features.

Interest (Y1) 6 How interested are you in robotics?
Did you enjoy leaming about robotics
at school?

8 How keen are you to leam more about
robotics?

9 Do you have fun when doing robotics

tasks or projects?

Motivation (Y m) 10 I feel happy when successfully
completing robotics tasks or projects.
11 I feel want to continue learning and
developing my skills in robotics

12 I feel motivated to participate in
robotics learning activities.

13 I feel confident in using robots and
technology.

3.2. Validity Test

The validity test with Pearson correlation is a
statistical method used to measure the extent of the linear
relationship between two variables. In the context of research,
the validity test with Pearson correlation is used to evaluate
whether there is a significant relationship between the two
variables being measured. Positive numbers indicate a positive
relationship, negative values indicate a negative link, and
values close to zero indicate no relationship. The range of
Pearson correlation values is -1 to 1 [16], [17]. The validity test
with Pearson correlation helps researchers test the validity of
the construct and umstzmd the relationship between the
variables involved in the study.
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3.3. Reliability Test

Cmaach's alpha is a method for measuring reliability
by assessing the internal consistency of a scale. It 1s calculated
by dividing the variance of item scores by the variance of total
scores. A high Cronbach's alpha indicahat the items in the
scale measure the same construct. A low Cronbach's alpha
indicates that the items in the scale are not measuring the same
construct [18], [19]. Reliability testing is important because it
ensures that the scores on the scale are accurate and consistent.
If a scale 1s not reliable, then the scores on the scale cannot be
used to make inferences about the constructs measured by the
scale.

34. Linear Regression Analysis

In addition, a statistical analysis using linear
regression was conducted to determine the relationship
between the mBlock user interface and student interest and
motivation. This analysis enabled the identification of the
influence of the interface variables on the level of student
interest and motivation [8], [20]. The equation for the simple

linear regression model is as follows.

Y =a + bX (n

where: Y is the regression line or response variable, a
is the constant (inle&pt) which is the point of intersection of
the regression line with the vertical axis, b is the regression
constant (sl()pcuhich describes the tendency or slope of the
regression line, and X is the independent variable or predictor
used to predict the value of Y. The constants a and b are
regression constants where the values of a and b can be found
using the equation below.

p = "ER) — Z0(Zy) @)

n(Ex? ) - (Ex)2

_ By - b(En)
a= 223 3)

In the calculation, the value of b is the slope, the value
of a is the point of intersection or intercept, and n is the amount
of data used.

3.5.T-Test

-test is a statistical test comparing the mean
(average) of two groups. It 1s a parametric test, which means
it assumes that the data is normally distributed. The t-test
15 used to determine whether the difference between the means
of the two groups is statistically significant [9], [21]. This
means that the difference is not likely to be due to chance
alone. The t-test is a powerf{ul tool that can be used to answer
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()us research questions. The T-test here is used to compare
the average interest andfbtivation of students who use the
mBlock application with the average interest and motivation of
students who do not use the application.

3.6. Correlation Matrix Analysis

Finally, a correlation matrix analysis was conducted
to evaluate the relationship between various aspects of the
mBlock user interface and students' interest and motivation
levels. This correlation analysis helped i1dentify the interface
elements that most influenced student interest and motivation
[20], [21]. correlation matrix of each average value in each
element.

5. Results and Discussion

This study was conducted with the aim of exploring
the relationship between the mBlock user interface and
students' interest and motivation levels in learning robotics
materials. The research data was collected by distributing
questionnaires to two different classes, with 26 respondents
consisting of 17 female students and 9 male students. The data
collected included mBlock User Interface (Ul) scores, interest
scores, and motiv@deln scores. Furthermore, this data was
analyzed through Pearson Validity Test, Cronbach's alpha
Reliability Test, regression analysis, t-test, and matrix
correlation analysis to draw conclusions about the relationship
between the mBlock user interface and students' interest and
motivation in the context of robotics learning.

In this analysis, Google Colab is used as a platform
based on the Python programming language. In this study, a
validity test analysis with Pearson correlation was conducted
between the User Interface variable and two other variables,
namely Interest and Motivation. The correlation analysis
results show that there is a significant relationship between the
User Interface variable and the two variables. Based on the data
obtained, there are several results and discussions of the
analysis which are described as follows:

Table 2: Pearson Validity Test.
User Interface (X)

Indicator

Correlation coefficient

Interests (Yi) 09073173113555912
Motivation (Ym) 0.8470152995631929
p-value
Interest (Yi) 1.6409303512277007e-10
Motivation (Ym) 4 8582305161404126e-08
The Pearson correlation results illustrate the

relationship between variable X (User Interface value) with
variable Yi (Interest) and variable Ym (Motivation). These
results indicate a strong positive correlation between the value
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of User Interface (X) and Interest (Y1). T.hcmchlati()n
coefficient of 0.907317 shows the strength of the relationship
between the two variables. The closer to 1, the stronger the
positive relationship between variables X and Yi. The very low
p-value (1.6409303512277007e-10) indicates that the
correlation is highly statistically significant, or in other words,
the cm@illi()n results found do not occur by chance.

There is also a strong positive correlation between User
Interface (X) and Motivation (Ym) vs. The correlation
coefficient of 0.847015 indicates the strength of the
relationship between the two variables. The very low p-value
(4.8582305161404126e-08) also indicates that the correlation
is highly statistically siaﬁc;ml. Overall, the Pearson
correlation results show that there i1s a strong positive
relationship between the value of User Interface (X) and both
Interest (Yi) and Motivation (Ym). The higher the User
Interface score, the higher the level of students' Interest and
Motivation in learning robotics.

The Cronbach's alpha method results show that the
questionnaire used to measure student interest and motivation
to learn robotics based on the mBlock user interface is highly
reliable. The alpha value of 0947216 indicates that the
questions in the questionnaire are highly consistent with each
other iuﬁlhal they accurately measure the construct being
studied. Cronbach's alpha is a statistical measure of internal
consistency, and in this context, it demonstrates the reliability
of the questionnaire in assessing student interest and
motivation in learning robotics.

The high Cronbach's alpha value suggests that the
questionnaire items are strongly correlated with each other,
indicating that they are all measuring the same underlying
construct. This provides confidence in the reliability and
consistency of the questionnaire as a tool for assessing student
interest and motivation. The use of Cronbach's alpha helps
ensure that the questionnaire yields consistent and accurate
results, enhancing the validity of the study's findings. By
employing Cronbach's alpha method, researchers can assess
the internal consistency of the questionnaire and determine its
suitability for measuring the targeted construct effectively. The
results of the regression analysis show that there is a significant
influence between interest in learning robotics and user
interface (UI). Shown in the figure below.

Learning Interest - Linear graph

20
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Figure 2. Regression Graph of Leaming Interest.
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Figure 3. Regression Graph of Learning Motivation

Table 3. Rezression Result Table

. Regression
Indicator Coefficient Intercept
Interests 1226766 -3.020228
Motivation 1030700 4).820830

The regression coefficient of 1.226766 indicates that
every one unit increase in interest in learning robotics will
contribute to an increase of 1.226766 in the user interface. The
intercept of -3.929228 indicates that when interest in learning
robotics 1s zero, the value of the user interface will be at -
3929228, Furthermore, the regression analysis results also
show a significant influence between robotics learning
motivation and user interface (UI). The regression coefficient
of 1.030700 indicates that every one unit increase in robotics
learning motivation will contribute to an increase of 1.030700
in a user interface. The intercept of -0.820830 indicates that
when the motivation to leam robotics is zero, the value of the
user infffface will be at -0.820830.

Based on the results of the regression analysis and the
figures presented, it can be concluded that interest in learning
robotics and motivation to learn robotics significantly
influence the user interface (UI). These results indicate that the
more students like the user interface, the better their interest
and motivation to learn robotics. This finding provides
important implications for the development of user interface
designs that can increase student interest and motivation in
learning robotics.

Table 4 shows the results of the t-test, a t-test was
conducted to test the sig@amt difference between Interest
and aotiv;lti()n variables in the context of robotics learning.
The t-test results can be seen in the following table:

Table 4. T-test Result Table

Indicator Mean SD T- P-Score
Score
Interests 34231 1.0266
0.4251 0.6726
Motivation 33077 0.0282
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The t-test results show that the t-score ()blilil] is
04251 with a p-value of 0.6726. Based on these results, there
is no significant difference between the mean Interest and the
mean Motivation. This shows that in the ulilli()l] studied.
there is no significant difference between the level of interest
and motivation of students in learning robotics. Furthermore,
the standard deviation of Interest and Motivation was
analyzed. The standard deviation of Interest is obtained as
1.0266, while the standard deviation of Motivation 1s 0.9282.
This shows that the variation or data dispersion level in the
Interest variable is higher than the Motivation variable. In
addition, the average interest obtained is 34231 and the
average Motivation is 3.3077. The higher average in the
Interest variable indicates that overall, respondents tend to
have a higher ime in learning robotics than motivation. The
results are shown in the following table.

Based on the results ()f analysis, it can be concluded
that in the population studied, there is no significant difference
between the mean interest and the mean motivation in learning
robotics. This indicates that students' interest and motivation
levels in the context of robotics learning tend to be in line or
have no significant differences.

In this study, a correlation matrix between the User
Interface (UI) and Interest and Motivation variables in the
context of robotics learning was also analyzed. the following
is a picture of the correlation matrix in the form of a Heatmap.

Heatmap carrelation matrix

10
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Interest Motivation

Figure 4. Correlation matrix heatmap.

Based on the correlation matrix, several findings can be
drawn. First, there is a strong positive relationship between
variable UL.1 (The visual design of the application is highly
enjoyable) with Interest (correlation coefficient = 0.83) and
Motivation (correlation coefficient = 0.71). This indicates that
the higher the level of pleasant interface design, the higher the
students' interest and motivation in learning robotics.
Furthermore, there is a fairly strong positive relationship
between variable UL3 (The interface design features provide
clear instructions for using the application.) with Interest
(correlation coefficient = 0.61) and Motivation (correlation
coefficient =0.74). This suggests that the presence of interface
design features that provide clear instructions can positively
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affect students' interest and motivation in learning robotics.
However, there is a relatively weak relationship between
variable UL2 (The visual design of the application is easy to
understand.) with Interest (correlation coefficient = 0.5) and
Motivation (correlation coefficient = 0.59). This indicates that
an easy-to-understand interface design does not significantly
influence students' interest and motivation in learning robotics.

6. Conclusion

In conclusion, the regression analysis results indicate
a significant influence of both interest and motivation in
learning robotics on the user interface (UI). Higher levels of
interest and motivation lead to improved user interface
experiences. This highlights the Importance of designing
inlcrimi that enhance student engagement and motivation.
The t-test results demonstrate no significant difference
between the mean interest and motivation levels, suggesting
comparable levels of student engagement in the population
studied. Moreover, the correlation matrix reveals strong
positive relationships between a visually enjoyable interface
design and interest and motivation. Additionally, interface
design features providing clear instructions positively impact
student interest and motivation. However, an easy-to-
understand interface design shows a relatively weak
relationship between interest and motivation. These findings
emphasise the significance of user interface design in fostering
student interest and motivation in robotics learning.

In summary, the study concludes that interest and
motivation are crucial in influencing the user interface of
robotics learning applications. Designing visually enjoyable
interfaces and incorporating clear instructional urcs can
enhance student engagement and motivation. The t-test results
indicate no significant difference between the mean interest
and motivation levels, suggesting that students' interest and
motivation in learning robotics are generally aligned. The
correlation matrix reveals the strong positive relationships
between enjoyable and clear interface design elements with
interest and motivation. However, the impact of an easy-to-
understand interface design on student interest and motivation
is relatively weak . These findings underline the importance of
considering user interface design in robotics education to
effectively foster student engagement and motivation.

References

[1] F.R. Vicente, A. Zapatera Llinares, and N. Montes
Sanchez, ‘ Curriculum analysis and design,
implementation, and validation of a STEAM project
through educational robotics in primary education’,
Comput. Appl. Eng. Educ., vol.29, no. 1, pp. 160-174,
2021.

[2] Y. Zhang and Y. Zhu, ‘Effects of educational robotics
on the creativity and problem-solving skills of K-12
students: a meta-analysis’, Educ. Stud., pp. 1-19, 2022.

[3] J.Joniand I. T. M. Zakaria, ‘Pengajaran Robot Pintar
Makeblock (mBot) Untuk Mendukung Program Project
Next dan Kampus Mengajar MBKM”, J. STRATEGI-J.
Maranatha, vol. 5, no. 1, pp. 47-65, 2023.




Int. J. Sci. Res. in Computer Science and Engineering

[4] Y. Udjaja, V. S. Guizot, and N. Chandra, ‘Gamification
for elementary mathematics learning in Indonesia’, Int.
J. Electr. Comput. Eng. IJECE, vol. 8, no. 6,2018.

[5] V.Ahumada-Newhart and J. S. Olson, ‘Going to
school on a robot: Robot and user interface design
features that matter’, ACM Trans. Comput.-Hum.
Interact. TOCHI , vol. 26, no. 4, pp. 1-28, 2019.

[6] F.X. Susanto, ‘Manajemen Penguatan Pendidikan
Karakter Dalam Mewujudkan Mutu Lulusan Siswa Di
Sekolah Satuan Pendidikan Kerjasama’, Al-Afkar J.
Islam. Stud., pp. 315-322, 2022.

[7]1 1. Vassiloudis, N. Yiannakouris, D. B. Panagiotakos, K.
Apostolopoulos, and V. Costarelli, *Academic
performance in relation to adherence to the
Mediterranean diet and energy balance behaviors in
Greek primary schoolchildren’, J. Nutr. Educ. Behav.,
vol. 46, no. 3, pp. 164-170,2014.

[8] P.Ke andF. Su, ‘Mediating effects of user experience
usability: An empirical study on mobile library
application in China’, Electron. Libr., 2018.

[9]  A.M.Nawahdani, E. Triani, M. Z. Azzahra, M.
Maison, D. A. Kuniawan, and D. Melisa, ‘Analisis
Hubungan Minat Dan Motivasi Belajar Siswa Terhadap
Mata Pelajaran Fisika’, J. Penelit. Dan Pengemb.
Pendidik., vol. 6,no. 1, 2022.

[10] R.S.Kurnia and B. Pujiarti, ‘Perancangan User
Interface dan User Experience Adaptive Mobile
Learning Untuk Siswa Sekolah Menengah’, J. Compui.
Syst. Inform. JoSYC, vol. 3, no. 4, pp. 430437, 2022.

[11] H. Ovesleovd, ‘User-Interface Supporting Learners’
Motivation and Emotion: A Case for Innovation in
Learning Management Systems’, presented at the
Design, User Experience, and Usability: Novel User
Experiences: 5th International Conference, DUXU
2016, Held as Part of HCI International 2016, Toronto,
Canada, July 17-22, 2016, Proceedings, Part 11 5,
Springer, 2016, pp. 67-75.

[12] G. Senevirathne and K. Manathunga, ‘Impact of E-
Learning system user interface design on user
satisfaction’, presented at the 2021 IEEE 9th Region 10
Humanitarian Technology Conference (R10-HTC),
IEEE, 2021, pp. 01-06.

[13] J.-M. Sdez-Lopez, M.-L. Sevillano-Garcia, and E.
Vazquez-Cano, ‘The effect of programming on primary
school students’ mathematical and scientific
understanding: educational use of mBot’, Educ.
Technol. Res. Dev., vol. 67, pp. 1405-1425, 2019.

[14] N. A. Chaerunnisa and M. Bernard, ‘Analisis Minat
Belajar Siswa Sekolah Dasar Pada Pembelajaran
Matematika Dengan Menggunakan Media Scratch’,
JPMI J. Pembelajaran Mat. Inov., vol. 4, no. 6, pp.
15771584, 2021.

[15] L. Fatonah, S. Sanapiah, and B. R. A. Febrilia, ‘Regresi
Logistik Ordinal (Studi Kasus Faktor yang
Mempengaruhi Tingkat Stres Mahasiswa dalam
Menyelesaikan Skripsi)’, Media Pendidik. Mat., vol. 5,
no. 2, pp. 146-159, 2019.

[16] M. Miftahuddin, A. P. Sitanggang, and I. Setiawan,
‘Analisis Hubungan Antara Kelembaban Relatif
Dengan Beberapa Variabel Iklim Dengan Pendekatan

© 202X, IISRCSE All Rights Reserved

Vol.X, Issue X, Dec 202X

Korelasi Pearson Di Samudera Hindia’, J. Siger Mat.,
vol. 2, no. 1, pp. 25-33,2021.

[17] C. A. Yantiand L. J. Akhri, ‘Perbedaan uji korelasi
pearson, spearman dan kendall tau dalam menganalisis
kejadian diare’, J. Endur., vol. 6, no. 1, pp. 51-58,
2021.

[18] I K. Winata, ‘Konsentrasi dan motivasi belajar siswa
terhadap pembelajaran online selama masa pandemi
Covid-19°, J. Komun. Pendidik., vol. 5, no. 1,p. 13,
2021.

[19] E.B. Ravinder and A. Saraswathi, ‘Literature Review
Of Cronbach alpha coefficient (A) And Mcdonald’s
Omega Coefficient (Q)’, Eur. J. Mol. Clin. Med., vol.
7,n0. 6, pp. 2943-2949 2020.

[20] R.Indrayani, “VARIABEL-VARIABEL YANG
MEMPENGARUHI PEMILIHAN MARKETPLACE
MENGGUNAKAN METODE REGRESI LOGIT
BINNER’, Egien-J. Ekon. Dan Bisnis, vol. 10, no. 1,
pp. 262-268, 2022,

[21] I W. A. Diguna and 1. K. Gading, ‘The Impact of
Online Learning during the Covid-19 Pandemic on the
Collaborative Skills of Grade IV Elementary School
Students’, Mimb. PGSD Undiksha, vol. 10, no. 3, 2022.

[22] R. Hartono and D. R. Nursamsi, ‘ANALISIS
ANTARMUKA WEBSITE POLITEKNIK LP31
MENGGUNAKAN KANSEI ENGINEERING”, JurTTl
J. Teknol. Inf., vol. 4, no. 1, pp. 63-68, 2020.

[23] T.Nizami and Y. A. Fahrizal, ‘Model Game Sejarah
Perang Banjar menggunakan Unreal Engine 4°, Jutisi J.
Ilm. Tek. Inform. Dan Sist. Inf., vol. 9, no. 3, pp. 83-94,
2021.

AUTHORS PROFILE

Wisnu Priamboedo received his bachelor's

degree in computer science from Stikubank

University, Semarang, Central Java, Indonesia, in

2014, Now he is undergoing education to get a

Master's degree in Computer Science at

Stikubank University. and he has 5 years of

experience as an IT Specialist at Bina Bangsa

School, in Indonesia. His research interests

include Machine Learning, Statistics, Robotics, and Computer
Science.

Kristiawan Nugroho is a faculty member and
researcher at Stikubank University Faculty of
Information Technology and Industry. He
completed his undergraduate studies in the field
of Information Systems at Dian Nuswantoro
University's Faculty of Computer Science in
2001. Subseguently, he eamed a Master's degree
in  Informatics Engineering from  Dian
Nuswantoro University in 2007, In 2022, he successfully completed
his doctoral studies in Computer Science, specializing in Machine
Learning and Artificial Intelligence, at Dian Nuswantoro University
in Semarang. His research interests encompass various areas such as
machine learning, image recognition, speech recognition, and
sentiment analysis.




Int. J. Sci. Res. in Computer Science and Engineering

Kristophorus Hadiono is a faculty member
and researcher specializing in Information
Technology at Stikubank University, located in
Semarang Indonesia. He holds the position of
Head of the Information Technology Masters
Study Program since October 2022 at Stikubank
University, he completed his Master's degree in
Computer Science from Universitas Gadjah
Mada (UGM) Indonesia in 2010, After that, he
pursued his Doctor of Philosophy (Ph.D.) in Information Technology
at Assumption University, Thailand in 2011 and graduated in 2016,
His research interests revolve around various areas, including
decision making, information technology, and information systems.

© 202X, IISRCSE All Rights Reserved

Vol.X, Issue X, Dec 202X




ISROSET-I)SRCSE-PAPER-08892.docx

ORIGINALITY REPORT

14, 10, 54 3

SIMILARITY INDEX INTERNET SOURCES PUBLICATIONS STUDENT PAPERS

PRIMARY SOURCES

.

Submitted to Higher Education Commission

Pakistan
Student Paper

2%

=)

www.researchgate.net

Internet Source

T

e

iceba.unipasby.ac.id

Internet Source

T

-~

Marco Emmanuel, Hilal H. Nuha. "Analysis of
Completion Time at Information Technology
Department using Artificial Neural Network",
2022 2nd International Conference on
Intelligent Cybernetics Technology &
Applications (ICICyTA), 2022

Publication

T

c

link.springer.com

Internet Source

T

Submitted to Midlands State University

Student Paper

T

=

www.isroset.org

Internet Source

T




cdn.manaraa.com

Internet Source

(K

Submitted to Chester College of Higher <1 o
Education °
Student Paper

Submitted to American Intercontinental <1

. . : %

University Online
Student Paper

Yanfi Yanfi, Yogi Udjaja, Azani Cempaka Sari. <1 o
"User's Demographic Characteristic on the ’
Evaluation of Gamification Interactive Typing
for Primary School Visually Impaired with
System Usability Scale", Advances in Science,
Technology and Engineering Systems Journal,
2020
Publication
hrcak.srce.hr

Internet Source <1 %
Submitted to West Virginia Universit

Student Paper g y <1 %
journal.walisongo.ac.id

JInternetSource g <1 %
Submitted to Gems Modern Academ

Student Paper y <1 %

Yogi Udjaja, Sasmoko, Yasinta Indrianti, <1 o

Osama Agami Rashwan, Samuel Anindyo



Widhoyoko. "Designing Website E-Learning
Based on Integration of Technology Enhance
Learning and Human Computer Interaction”,
2018 2nd International Conference on
Informatics and Computational Sciences
(ICICoS), 2018

Publication

Submitted to University of Florida
Student Paper y <1 %
123dok.com
Internet Source <1 %
Edy Winarno, Kristiawan Nugroho, Prajanto <1 o
Wahyu Adi, De Rosal Ignatius Moses Setiadi. ’
"Combined Interleaved Pattern to Improve
Confusion-Diffusion Image Encryption Based
on Hyperchaotic System", IEEE Access, 2023
Publication
www.majcafe.com
InternetSourcg <1 %
"HCI International 2021 - Posters", Springer <1 o
Science and Business Media LLC, 2021 ’
Publication
. Lecture Notes in Computer Science, 2016. <1
Publication %
dspace.uef.fi
. InterEetSource <1 %




journal.ikipsiliwangi.ac.id

JInternetSource p g <1 0/0

journal.lppmunindra.ac.id 1
Internet Source < %
journal.universitasbumigora.ac.id

JInternetSource g <1 %
mdpi-res.com

InternEtSource <1 %
vuir.vu.edu.au

Internet Source <1 %
www.frontiersin.or

Internet Source g <1 %
www.scilit.net

Internet Source <1 %
www.semanticscholar.or

Internet Source g <1 %

Xiaohong Liu, Jianjun Gu, Li Zhao. "Promoting <1 o
Primary School Students’ Creativity via ’
Reverse Engineering Pedagogy in Robotics
Education", Thinking Skills and Creativity, 2023
Publication
doaj.or

InterngtSourgce <1 %




Exclude quotes On Exclude matches Off

Exclude bibliography On



