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Abstract—Mathematics learning innovations in teaching materials used in 
schools are still in the form of printed books from the government. In the 4.0 
era, the use of technology can be used to make teaching materials in the form 
of e-modules or electronic modules using the Kvisoft Flipbook application. The 
purpose of this study was to determine the validity, practicality, and student 
responses to the design of the number pattern e-module based on mathematical 
creative thinking skills using the kvisoft flipbook application so that it can be 
used as a learning resource for students both in the classroom learning process 
and independent learning. The method used in this study is a research and devel-
opment (R&D) method using the ADDIE model. The data collection technique 
used is through a validation questionnaire, user practicality questionnaire and 
student response questionnaire to e-modules. The results of the study show that 
this e-module is very feasible to use with the results of material expert validation, 
media expert validation, user practicality, and student responses to e-modules. 
Based on the results of this study, the design of the e-module using the kvi-
soft flipbook maker application based on mathematical creative thinking skills is 
appropriate for use in the learning process for class VIII number pattern material.

Keywords—creative thinking ability, e-module, kvisoft flipbook

1 Introduction

The life of a global society that is entering the 21st century requires human resources 
to have character, literacy, and competence to compete in the industrial revolution 4.0 
[1]. The expected competence aspects are critical thinking, communication, collabora-
tion, problem solving and creative skills [2]. Creative thinking is one of the competen-
cies that students need to have, because with this ability students can solve problems 
[3], [4]. Mathematics is a subject taught at every level of education with the aim of pre-
paring students for logical, critical, and creative thinking [5]. Creative thinking is a skill 
that must be developed in everyday life and make us accustomed when dealing with 
real life [6]. Creative thinking is the ability to think, act to solve problems in unusual, 
unique ways, and new aspects of regulation are original and useful.
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Students’ creative thinking skills will not develop if it is not supported by the cre-
ativity of the teacher [7]. Creative and innovative teachers can make learning fun and 
use proper teaching materials. The use of teaching materials can be used in the form of 
printed books and e-books.

Based on observations at one school, the teacher uses a single textbook that only 
contains material and questions as support in the learning process, namely books 
printed from the government. Printed books from the government have not been able to 
make students understand the material and learn independently. This makes the devel-
opment of creative thinking of students at the school still low. The learning process will 
be effective if it is supported by the availability of media, the availability of media and 
dynamic teaching methodologies, which allow for the development of student potential 
optimally [8]. Learning resources such as modules will make the learning process more 
effective, efficient, and relevant. It is hoped that the development of teaching materials 
can make students’ mathematical creative thinking skills better [9].

Creativity is a term coined by Alfred North Whitehead who says that creativity is 
the principle of novelty. Use of Flash Flip Book Media in Information and Commu-
nication Technology Learning to Improve Student Learning Outcomes [10]. Accord-
ing to [11], the Torrance Test of Creative Thinking (TTCT) which is often used to 
measure the creativity of children and adults. The three components of creativity that 
are measured through the TTCT are novelty, flexibility, and fluency [12]. Meanwhile, 
according to [13] four aspects of creative thinking skills: fluency, flexibility, originality, 
and elaboration.

Based on the results of observations at Madrasah Tsanawiyah Mafatihul Huda, 
Cirebon Regency, it shows that the ability to think creatively in MTs is still low. There 
are still many found in solving problems, students only use the information obtained in 
general, namely by using formulas. As a result, students still have difficulty in solving 
more complex problems. Furthermore, when given a question that is different from the 
example, students are often confused in doing it. Figure 1 will show that the novelty 
aspect is still relatively low.

Fig. 1. Student’s answer in preliminary stage

The results of initial observations provide information that students’ mathemati-
cal creative thinking skills are still low. The category of the lowest creative thinking 
aspect is the novelty aspect, only 1 student out of 28 students can solve mathematical 
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problems but is still not precise in the calculations. Creative thinking is an ability that 
is rarely considered when learning mathematics [14]. Students only imitate how to 
solve problems given by the teacher, so they tend to learn mathematical concepts by 
rote without deep understanding [15]. Things like this make students less able to think 
creatively and are not trained to do analysis before making decisions. Creative teachers 
must be sure that they can design creative activities, apply various learning resources, 
and provide opportunities for students to solve problems on their own, although all of 
this is not easy to carry out.

Advances and amazingly fast technological developments always create interest-
ing ways to involve students in learning, meet educational needs [16] so that in the 
end superior and quality resources are formed. Currently, the teaching materials that 
students can use are not only printed books but can also take the form of electronic 
books (e-books). Teaching materials in the form of modules can be converted into 
electronic form so that they are given the term electronic module or virtual module 
[17]. By using electronic modules, students can understand independently and can also 
be used as learning notes. The main purpose of teaching materials is that the reader 
can absorb the material or reading material independently. To display innovative and 
creative e-modules, it is equipped with a combination of video, animation, and audio 
[18]. This combination is expected to help students visualize the abstract subject matter 
of mathematics so that it becomes concrete.

One of the media in creating electronic modules to create an innovative, creative, 
and efficient learning environment is the use of flipbooks. Flipbooks are a classic ani-
mation made from stacks of thick books resembling paper, on each page to illustrate the 
process of something moving [19]. Using Flash Flipbook media can increase student 
motivation and can also affect student learning outcomes or achievement [20].

Creating a multimedia-based learning environment is done using open-source soft-
ware. The type of software is kvisoft flipbook maker which is used to make the appear-
ance of books or other teaching materials in an animated digital book in the form of a 
flipbook. This type of kvisoft flipbook maker software can be downloaded for free over 
the Internet. Kvisoft Flipbook Maker is a software designed to convert PDF files to 
page-turning digital publications. This software can change the appearance of PDF files 
to be more attractive as an electronic book. The material will be presented in the form 
of e-modules using Kvisoft Flipbook Maker, namely number patterns. The material was 
studied in class VIII.

Several studies related to the development of e-modules using the kvisoft flip-
book have been carried out. The “Assessment and Evaluation” e-module has a good 
category based on the results of expert assessments in the Asynchronous class [21]. 
E-worksheet using kvisoft flipbook obtained significant results on science process 
skills [22] as well as improving the critical thinking skills of chemistry teachers [23]. 
An e-module using the kvisoft flipbook was developed for the 5th semester mathe-
matics learning course at Ahmad Dahlan University [24] and stoichiometric chemistry 
lessons [25]. Furthermore, student learning outcomes using kvisoft flip books are bet-
ter than conventional books [26]. The previous studies can be seen from the results of 
Vosviewer as follows.
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Fig. 2. Vosviewer output

Based on the results of the vosviewer output in Figure 2, there has been no research 
that has developed an e-module using kvisoft flipbook on number material specifi-
cally referring to the creative thinking ability of junior high school students. During 
the Covid-19 pandemic, the use of e-modules is an alternative and the right solution in 
online learning while still referring to how students learn. Therefore, the purpose of this 
research is to develop teaching materials in the form of e-modules based on mathemati-
cal creative thinking skills on number pattern material. The formulation of the problem 
in this study is how to develop an e-module of teaching materials in the form of an 
e-module based on mathematical creative thinking skills on number pattern material.

2 Literature review

2.1 E-module

The industrial revolution 4.0, which was marked by the era of technological dis-
ruption, had an impact on changes in the presentation of teaching materials, namely in 
the form of printed teaching materials, gradually switching to digital [27]. One of the 
teaching materials developed in digital/electronic formats is the e-module or electronic 
module [28]. Furthermore, e-modules are new innovations from conventional modules 
as a form of presenting independent learning materials that are systematically arranged 
in the smallest units to achieve certain learning goals [29]. The presentation of material 
in the electronic module is more interesting and communicative with the material deliv-
ered not only in text but also in the form of moving images or videos [30], so that it can 
attract students’ interest with learning content that is more dynamic, effective, and fun 
[31]. The e-module display provides an attraction for students in studying the material 
presented by the teacher [32]. In addition, e-module allows students to repeat material 
that is not clear and provides opportunities for independent study [33]. Thus, students 
can control the speed of learning, provide easy access to material, and provide a mean-
ingful learning experience [34]. Currently, the use of e-modules is very suitable, where 
the current generation has good digital literacy, an ardent desire to be independent, and 
applicable [35]. Even in recent years, e-modules have been widely used and integrated 
into curricula around the world [36].

The use of e-modules can also reduce the use of paper in the learning process so that 
it is more environmentally friendly than printed books [37]. In compiling the e-module, 
the creativity of teachers is challenged to present materials that are by the curriculum, 
student characteristics, materials, and learning objectives [30]. Students can open and 
use e-modules not only limited to rooms and meetings in the classroom, but students 
can study anywhere, anytime, with electronic modules [38]. A good e-module fulfills 
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5 criteria, namely self-instructional, self-contained, stand-alone, adaptive, and user 
friendly [39]. Based on a literature review related to e-modules, it can be concluded 
that e-modules are electronic teaching materials that are systematically arranged to help 
students learn independently by paying attention to these five criteria.

2.2 Kvisoft flipbook

Flipbook is a book-shaped format that can add illustrations, animations, or images 
on each page [40]. Furthermore, the use of flipbooks is not boring because if each page 
is added with animation or moving illustrations it will match the animation or illustra-
tion added [41].

Kvisoft flipbook marker is software that is used to make the appearance of books or 
other teaching materials in an electronic book / module such as a flipbook or can add 
illustrations [24]. Furthermore, kvisoft flipbook maker is a reliable software designed 
to convert PDF files to digital publication pages or digital books [42]. This software 
can change the appearance of PDF files to be more attractive as a book. Besides, kvi-
soft flipbook maker can also create PDF files such as magazines, digital magazines, 
flipbooks, catalog companies, digital catalogs, and others.

Flipbook creation using kvisoft flipbook can add image files, SWF, FLV and MP4 
video files and other formats. Meanwhile, the production or output of this software can 
be HTML, EXE, ZIP, and APP. The output HTML flipbook format allows you to upload 
it to a website for online viewing. The output as an EXE file can be opened without the 
help of an application.

Flipbook is a classic type of animation made with thick books resembling piles of 
paper, each page can be turned over and depicts something like moving [43], [44]. 
Some of the advantages of kvisoft flipbook include being able to create e-modules 
with displays not only text but also being able to insert sound, links, videos, anima-
tions and having design templates and features such as control buttons, navigation bars, 
hyperlinks, back sounds and backgrounds [45]. The advantages of this media are that it 
requires careful planning and a long time in designing illustrations on each page.

2.3 Creative thinking skills

The result of the ability to think creatively is understood as creativity. Creative think-
ers can spontaneously see things from different angles that other people do not realize, 
see opportunities, and face the challenges of a rapidly evolving world [46]. Creative 
attitudes are at least as important as creative thinking skills. Gregoire describes creative 
thinking as “divergent thinking” [47]. Divergent thinking is the process of thinking 
through the creation of many ideas on a given topic in a brief time and ideas that are 
made in an abstract and unstructured form. Creative thinking skills in mathematics as 
the ability to develop structured thinking based on logic, didactic knowledge to connect 
mathematics in solving mathematical problems [48]. Creative thinking can be devel-
oped through realistic questions in the form of open questions where the teacher gives 
students the opportunity to look for several alternative solutions [49].
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Lee and Jun distinguish between creative thinking abilities and creative personalities 
[50]. A person’s creative thinking ability is based on four indicators [51]–[55] includ-
ing: (1) fluency, namely the ability to provide many examples or statements related to 
certain concepts, fluent in opinion, giving answers, and solve problems, (2) Originality, 
namely the ability to think uniquely and unusually and able to provide new ideas (3) 
Flexibility, namely the ability to provide many ideas and answers, use various strategies 
and find various alternative solutions to problems, (4) Elaboration, namely the ability 
to develop ideas or products, enrich a situation so that it becomes more interesting and 
explain in detail. Meanwhile, a creative personality includes sensitivity, task commit-
ment and curiosity.

3 Methods

This research is design research with the type of research used as the research and 
development method. According to [56] research and development methods or Research 
and Development is a research method used to produce a particular product and test 
the effectiveness of the product. The product resulting from this research is teaching 
materials in the form of e-modules using the kvisoft flipbook maker application based 
on students’ mathematical creative thinking skills on number pattern material.

The research design that will be used in this research is the ADDIE development 
model. The ADDIE model is considered more comprehensive than other models based 
on the product development stage, this model is used for various forms of product 
development such as multimedia, especially in Indonesia [57]. The stages of ADDIE 
development design are Analysis, Design, Development, Implementation, and Evalua-
tion [56] which are presented in the image below.

Fig. 3. ADDIE model development procedure [58]

This research only reached the development stage because of the limitations of the 
research problem, the formulation of the problem specified, and the limited time of 
the research. Evaluation is carried out at each stage of analysis, design, development 
and implementation. The description of the design at each stage is as follows: Anal-
ysis, namely conducting needs analysis, curriculum analysis, and analysis of student 
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characteristics. Identifying problems by conducting preliminary studies in the form of 
essay questions based on mathematical creative thinking skills, identifying products 
that are suitable for the target, and thinking about the products to be developed. Design, 
the design stage is the stage of designing the product concept to be developed. Devel-
opment, development is the process of making the design a reality. Implementation, as 
product trials to offer products that have been made. Evaluation, namely the process to 
see whether the product made is successful, following initial expectations or not.

The instruments in this study were validation sheets, practicality sheets and stu-
dent response questionnaires after using the e-module. The aspects of material valida-
tion include relevance, presentation feasibility, language, and creative thinking skills. 
Aspects of media validation include e-module design, ease of operation, consistency, 
media format, navigation and animation effectiveness. The media and material valida-
tion sheets were filled out by experts, namely two material experts and 2 media experts. 
If the draft is not yet valid, it will be refined based on suggestions from material and 
media experts. The validated draft is then given to 3 users, namely the mathematics 
teacher to see its practicality. The practicality of the e-module was met by 3 teachers 
at Madrasah Tsanawiyah Mafatihul Huda Cirebon. Furthermore, the implementation 
stage is carried out on class VII Madrasah Tsanawiyah Mafatihul Huda as many as 
9 students.

4 Result and discussion

This design research produces a mathematical learning device product in the form 
of an e-module on number pattern material. The e-module has been said to be feasible 
by material experts and also feasible to media experts. The data on the results of each 
stage of the research procedure carried out are as follows.

4.1 Analyze stage

The results of the analysis that have been carried out are used as guidelines and 
considerations in the preparation of mathematics e-modules. The analysis carried out 
includes needs analysis, curriculum analysis and analysis of student characteristics.

Needs analysis. The existence of learning media is needed to overcome the problems 
that occur in schools, especially in learning mathematics. As happened at Madrasah 
Tsanawiyah Mafatihul Huda, students’ mathematical creative thinking skills are still 
relatively low. One of the reasons for this is that there are no interesting teaching 
materials that can accommodate these mathematical creative thinking abilities. The 
teaching materials used are not following the characteristics of students and tend to 
be conventional. The development of learning media is also oriented to technological 
advances in the current era because on the other hand the media used to date are still 
classified as old learning media such as print modules and printed worksheets.

Curriculum analysis. The curriculum that will be used for making this media is the 
2013 Curriculum on number pattern material. The number pattern material was chosen 
in the design of the learning media module because it is one of the materials that is 
difficult to understand and is suitable for developing students’ mathematical creative 
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thinking skills. Therefore, learning media is needed that can make it easier for students 
to learn number pattern material based on mathematical thinking skills.

Analysis of student characteristics. From the results of interviews with teachers 
of mathematics class VIII at Madrasah Tsanawiyah Mafatihul Huda, the characteristics 
of students can be concluded as follows: 1) Students’ lack of enthusiasm so that they 
consider mathematics as an unimportant subject. 2) Students still have difficulty in 
learning mathematics because most of them still have not mastered the pattern of 
mathematical numbers. 3) The low mathematical creative thinking ability of students. 
4) Students do not have the enthusiasm to learn because the teacher is only limited to 
explaining. When the teacher explains the material, some students talk to other friends.

Based on needs analysis, curriculum analysis, and analysis of student characteris-
tics, the researcher will develop an e-module based on mathematical creative thinking 
skills with the help of Kvisoft Flipbook Maker following the 2013 curriculum which 
discusses number pattern material. The e-module was created to overcome existing 
problems and aims to minimize students’ assumptions that mathematics is difficult and 
so that students can easily understand the concepts in the number pattern material. 
E-modules are also made to minimize the role of teachers in learning so that students 
are expected to be more active in learning activities. The electronic module based on 
creative thinking skills was created using the Kvisoft Flipbook Maker application

4.2 Design stage

The design stages carried out in the product design stage of developing e-module 
learning media using the kvisoft flipbook application is module design preparation. The 
e-module learning media in its manufacture is assisted by using the Kvisoft Flipbook 
application using Frame 842 x 595. The making of the number pattern e-module based 
on mathematical creative thinking skills was previously typed in Microsoft Word first 
and then converted to pdf. There are several things that are done in the e-module design 
stage by using the kvisoft flipbook maker application.

The steps for compiling the e-module design include adjusting the competency stan-
dards and basic competencies as well as the syllabus based on the 2013 curriculum. 
The e-module teaching materials using the kvisoft flipbook maker application use A4 
paper size; 1.5 spacing scale; Time New Roman font and the kvisoft flipbook maker 
pro 4.1.0 application.

The e-module design consists of front cover and back cover, introduction, preface, 
table of contents. The e-module consists of an introduction, instructions for use, con-
cept maps, problems as an introduction to the material, learning videos, examples of 
questions based on mathematical creative thinking skills, seeing, and evaluation with 
questions based on mathematical creative thinking skills. Then there is a glossary or 
important words in the material, a bibliography, and an interesting animation so that 
students do not get bored during learning.

4.3 Development stage

The media begins to be made based on the design at the design stage. Furthermore, 
the finishing e-module is packaged in .exe and .swf formats. For this virtual module to 
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be used and run properly on computer systems, it must have the following minimum 
specifications: Flash Player 10.0 or more, Windows 7/ XP/10 operating system, mem-
ory RAM 4 Gb, recommended higher, Hard Disk 500 Gb or more, minimum celeron 
processor or above, recommended Pentium core i3 or later generation.

The validity evaluation by material and media experts. The next step is to test the 
validity of the e-module by material experts and media experts. The recapitulation of 
the validation results by material experts is in Table 1.

Table 1. Material expert validation results 

Aspect
Score

Validator 1 Validator 2

Relevance 44 42

Serving Eligibility 28 24

Language 20 18

Creative Thinking Ability 12 11

Total 104 95

Average 99.5

Percentage/Category 95% / Very Valid

The validity evaluation by media experts is in Table 2.

Table 2. Media expert validation results 

Aspect
Score

Validator 1 Validator 2

Screen Design 13 13

Easy the Operation 6 8

Consistency 9 11

Format 6 7

Sound 8 7

Navigation Effectiveness 8 8

Animation 13 15

Total 9 9.86

Average 9.43

Percentage 87%

Validity Category Very Valid

Based on the average score of material and media experts, it shows that the e-module 
is in the very valid category. This means that the quality of the e-module is considered 
valid and possible from the point of view of material experts and media experts. The 
next step, researchers made revisions according to the suggestions or inputs given by 
material experts and media experts. The suggestions or input from material experts and 
media experts to be improved are as follows.
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Media expert advice or feedback. At the media expert validation stage, there are 
suggestions or input to make the e-module better than before. The suggestions or inputs 
given by media experts are as Table 3.

Table 3. Media expert suggestions or feedback

No Aspect Suggestions or Feedback 

1 Screen Design Display There is writing that is too small in size and pay attention to the color 
contrast in the instructions for use

2 Sound The button for video playback needs to be clarified

Based on Table 3, suggestions or inputs given by media experts are that there are 
writings that are too small in size, and the color selection is not right, the instructions 
for use and buttons for music playback need to be clarified. The results of the improve-
ments are following the media expert’s suggestions as follows.

Screen design display. Before revision the size of the text in the user manual 
is too small, making the text unreadable. The User manual before revision can be seen 
in Figure 4.

Fig. 4. Before revision

This part of the instructions is important to provide instructions in learning the 
e-module so that it is systematic, the authors improve the font size and color selection 
so that the writing is readable by e-module users. The User manual after revision can 
be seen in Figure 5.

iJIM ‒ Vol. 16, No. 04, 2022 125



Paper—E-Module Design Using Kvisoft Flipbook Application Based on Mathematics Creative…

Fig. 5. After revision

Sound

Fig. 6. Before revision
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Fig. 7. After revision

In Figure 6, the button for video playback does not exist so that if the use of the 
e-module is not careful, the video will not play. Then the author corrects it by giving 
instructions to click the camera icon to play the existing video. It can be seen in Figure 7.

Suggestions or feedback from material experts. At the material expert validation 
stage, there are suggestions or input to make the e-module more perfect or more 
interesting than before. The suggestions or inputs given by material experts are 
as follows.

Table 4. Suggestions or feedback from material experts

No Aspect Suggestions or Feedback 

1 Serving Eligibility Fix ambiguous sentences in the questions 

Based on Table 4, the suggestions or inputs given by the material experts are on 
the language evaluation questions used with multiple meanings, so it is necessary to 
correct the sentences in the evaluation questions to match the author’s instructions for 
making questions. The results of the repair are following the advice of material experts 
as Figures 8 and 9.

 Budi has 1 box of matchsticks,

the matchsticks can be arranged

in various patterns, such as the

following example. 

Make as many patterns as you

can from the matchstick and det-

ermine the formula for the patt-

rn that matches the matchstick. 

Fluency and Originality 

Translate.

Fig. 8. Before revision
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Translate.
 Budi has 1 box of matchsticks,

the matchsticks can be arranged

in various patterns, such as the

following example. 

a. Make as many picture patterns

as you can according to the arr-

angement of the match patterns!

( fluency) 

b. Determine the formula from the

pattern you have made yourself!

(Originality) 

Fig. 9. After revision

The practicality e-module. Apart from the validation test results, there are also 
user practicality test results that were tested on 3 users by 3 Madrasah Tsanawiyah 
Mafatihul Huda teachers on e-modules that have been developed, overall getting an 
average percentage of 94% with very practical criteria to use. It can be seen in Table 5.

Table 5. Suggestions or feedback from material experts

Aspect
Score

Subject-1 Subject-2 Subject-3

User Convenience 3.5 3.75 4

Time Efficiency 3.5 3.75 4

Benefit 4 4 3.5

Total 11 11.5 11.5

Percentage 93 95 95

Average 94

Validity Category Very Practical

After the e-module is declared valid by media experts and material experts as well 
as practical by users, then it is implemented in the number pattern learning process.

4.4 Implementation stage

After the e-module was declared valid and practical, then the e-module was imple-
mented at Madrasah Tsanawiyah Mafathul Huda in October 2020. The e-module imple-
mentation consisted of 9 students with different levels, namely 3 people including the 
high group, 3 medium group, and 3 more people in the low group. The selection of sev-
eral research subjects was conducted because teaching and learning activities were still 
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limited due to the pandemic period. After the implementation was done, the researcher 
gave questions about the ability to think creatively on the number pattern material. One 
of the students’ answers from the medium group is as follows.

Fig. 10. Creative thinking skill in number pattern

In Figure 10, students can determine several patterns from match sticks. The patterns 
are then formed the formula for the n term. e-module is presented to provide a stimulus 
to students’ creative thinking skills. Students work on the problems in the e-module 
according to their own ideas. Furthermore, in each lesson, the teacher provides rein-
forcement and motivation for students to try to think of new ways to answer questions. 
Based on the analysis of student responses to the e-module, the average percentage 
was 83.92. From the results of the interviews obtained, students have new experiences 
with learning.

4.5 Evaluation stage

Evaluation activities for e-module development using kvisoft flipbook are carried 
out in an integrated manner starting from the analysis, design, development, and imple-
mentation stages. The e-module produced through the ADDIE stage is assessed for 
validity, practicality, and effectiveness through the data analysis process. The quality of 
the e-module is enhanced through the results obtained from the assessment and input of 
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the validator, the practicality of the users in this case is the mathematics teacher, student 
assessments and impressions, and the results of the creative thinking ability test. Based 
on these results, all students have finished studying the number pattern material with 
the help of e-module.

4.6 Discussion

E-module using the kvisoft flipbook application based on the mathematical creative 
thinking ability of junior high school students on number pattern material is an alterna-
tive learning resource that can be used online, blended learning or classroom learning. 
In this study, the e-module was considered valid by 95% of material experts and 87% 
of media experts. Both assessments are in the valid category. The results of this study 
are in line with the results of research by Rochsun and Agustin who developed an 
e-module on set material with valid categories [59]. The development of this e-module 
has become an innovation as well as a challenge for teachers to teach in a different way 
than usual [60]. For teachers who are not adaptive to IT advancements, they will stay in 
place, not trying anything new and relying only on books from the government. On the 
one hand, advances in technology and information can be reliable resources for creat-
ing meaningful learning both online and face-to-face, for example electronic modules, 
electronic whiteboards, etc [61].

Based on the results of the practicality of the user aspect, in this case a junior high 
school mathematics teacher, the e-module that has been developed is included in 
the practical criteria of 94%. The kvisoft flipbook maker application helps in mak-
ing e-modules that support adding animation, music, and learning videos to make the 
appearance of the e-module more attractive and not boring when it becomes a learning 
support so that the e-module has particularly good practicality. The results of this study 
are in line with Ilmi et. al, who developed an e-module using Adobe Flash Professional 
CS6 on trigonometry material with practical criteria based on teacher and student ques-
tionnaires [62]. E-module as an innovative teaching material is practically used any-
time and anywhere [63]. 

The e-module which was developed with reference to the indicators of creative 
thinking received positive responses from students. 9 students who took part in learning 
using e-module achieved complete learning. The results of this study are in line with 
Patri and Heswari, who developed an ethnomathematics e-module to improve mathe-
matical logical thinking skills [64]. E-module as a result of technological advances is 
not a panacea, but if its use is combined with a pedagogical approach, it has the poten-
tial to contribute to student learning outcomes [65]. Based on the results of research 
and theoretical studies, it can be defined that an e-module is a tutorial activity from the 
author in this case is a teacher delivered in writing so that its effectiveness is the same 
as face-to-face learning [66], [67]. Therefore, the e-module must be rich in activities 
designed by the teacher accompanied by clear instructions so that students can learn 
independently. This research has limitations, namely it involves few research subjects 
because Indonesia is still experiencing a pandemic period, so it is difficult to get per-
mission from schools to carry out research involving many students.
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5 Conclusion

Based on research and discussion that the number pattern e-module using the kvisoft 
flipbook maker application based on mathematical creative thinking skills has been 
validated by material experts and media experts by obtaining valid or appropriate cate-
gories for use and the results of user trials obtaining practical categories in practicality 
assessment and good student responses. to this e-module. So, it can be concluded that 
the e-module design using the kvisoft flipbook maker application based on mathemat-
ical creative thinking skills on the subject of number patterns is appropriate to be used 
as a support in learning or learning media.
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