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Abstrak
Pemanfaatan teknologi dalam pendidikan merupakan inovasi penting untuk mendukung proses pembelajaran, khususnya matematika yang sering kali dianggap sulit dan kurang menarik oleh siswa. Rendahnya kreativitas dan keaktifan siswa dalam pembelajaran matematika menunjukkan perlunya pengembangan media pembelajaran yang lebih interaktif dan kontekstual. Penulisan artikel ini bertujuan untuk memberikan kontribusi pada literatur pengembangan media pembelajaran interaktif berbasis pendekatan kontekstual melalui pengembangan e-modul interaktif untuk meningkatkan kreativitas dan keaktifan siswa. Pendekatan ini dipilih untuk membantu siswa mengaitkan konsep matematika dengan kehidupan nyata, sehingga meningkatkan pemahaman, kreativitas, dan keaktifan mereka dalam belajar. Adapun metode yang digunakan dalam penelitian ini adalah metode SLR (Systematic Literature Review) dengan menganalisis 18 sumber artikel menggunakan basis data yang relevan seperti Google Scholar, Open Knowledge, Research Rabbit, dan Semantics. Hasil tinjauan literatur menunjukkan bahwa pengembangan e-modul interaktif berbasis kontekstual berpotensi dalam mendorong kreativitas dan keaktifan siswa dalam pembelajaran matematika dengan lebih efektif dan aplikatif terhadap kehidupan nyata. Selain itu, pengembangan e-modul interaktif berbasis pembelajaran kontekstual juga sejalan dengan tuntutan pembelajaran di abad ini yang menekankan keterampilan berpikir kritis, berpikir kreatif, komunikasi, dan kolaborasi. Oleh karena itu, upaya inovasi media pembelajaran ini juga dapat mempersiapkan siswa untuk menghadapi tantangan di era digitalisasi. 

Kata Kunci: Systematic Literature Review, e-modul, kontekstual, kreativitas, keaktifan.

Abstract
The use of technology in education was an important innovation to support the learning process, especially mathematics, which was often considered difficult and uninteresting by students. The low creativity and activeness of students in learning mathematics indicated the need for the development of more interactive and contextual learning media. The writing of this article aimed to contribute to the literature on the development of the interavtive learning media based on a contextual approach through the development of interactive e-modules to enhance students’ creativity and activeness. This approach was chosen to help students connect mathematical concepts with real life, thereby improving their understanding, creativity, and activeness in learning. The  method used in this study was the SLR (Systematic Literature Review) method by analyzing 18 source articles using relevant databases such as Google Scholar, Open Knowledge, Research Rabbit, and Semantics. The literature review results showed that the development of contextual-based interactive e-modules had the potential to encourage students’ creativity and activeness in learning mathematics more effectively and practically in real-life applications. Moreover, the development of contextual-based interactive e-modules also aligned with the demands of 21st-century learning, which emphasized critical thinking, creative thinking, communication, and collaboration skills. Therefore, this innovation in learing media also prepared students to face challenges in the digitalization era. 
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INTRODUCTION
The current development of education is not merely about students acquiring knowledge, but also about fostering their ability to think creatively and actively participate in the learning process, particularly in mathematics learning. However, in reality, mathematics learning still faces various challenges, one of which is the low level of students' creativity and activeness. According to Sari & Pramudya (2020), students tend to memorize rather than understand concepts, making it difficult for them to develop creative ideas for solving mathematical problems and interpreting them in real life. This contrasts with the demands of learning in the current era, where everyone is expected to possess at least four key skills: critical thinking, creative thinking, communication, and collaboration (Nahdi, 2019). With these four skills, students can analyze, solve problems, interpret them in real life, develop their ideas, and maximize their creative abilities, both individually and in groups.
Mathematics learning is still often considered difficult and boring by students. Many students remain passive in mathematics learning due to the lack of innovative media used in conventional teaching methods. The lack of interactive media, especially in contextual-based learning, can exacerbate this condition, leading to reduced motivation for students to engage actively and develop their creativity in mathematics learning. According to the research of Oktaviani & Rachmadtullah (2021), the application of contextual learning can increase student engagement and encourage creative thinking in mathematics learning. However, its implementation in the learning process remains limited and is often not supported by interactive and engaging learning media.
The results of the Programme for International Student Assessment (PISA) released by the OECD show that Indonesian students' mathematical abilities are still at a concerning level. In PISA 2018, Indonesia ranked 73rd out of 79 participating countries in the mathematics literacy category (OECD, 2019). The average mathematics score of Indonesian students was 379, far below the OECD average score of 489. These results indicate that most Indonesian students can only solve mathematical problems at the most basic level. Based on the PISA 2022 report released at the end of 2023, the average mathematics score of Indonesian students slightly decreased compared to the previous year, with a score of 366, remaining well below the international average (OECD, 2023). This highlights that students' mathematical problem-solving skills, creativity, and activeness in understanding mathematical concepts are still very low and need improvement. Additionally, a national survey by the Center for Educational Assessment (Puspendik) also showed that most students in Indonesia find it challenging to connect mathematical concepts with real-life situations, affecting their motivation and active participation in mathematics learning (Puspendik, 2021).
This aligns with the importance of contextual learning in mathematics, which can enhance students' understanding and engagement with relevant material. According to the research of A’yun, et al. (2025), the implementation of contextual-based learning in mathematics can improve student engagement and understanding, as they can relate theory to applications that are directly comprehensible and usable. This contextual-based learning becomes an effective solution to enhance students' mathematics literacy skills, as it encourages them to be more active and creative in understanding and applying the mathematical concepts they learn.
However, based on the existing literature review, there is still a gap in the development of mathematics learning media that can integrate a contextual approach with interactive technology use. Many previous studies have focused more on cognitive learning outcomes without optimizing students' creativity and activeness in mathematics learning. Furthermore, interactive e-modules based on contextual learning in mathematics that can link mathematical concepts to real-world situations while utilizing digital technology are still relatively limited. This condition indicates the need for further research to develop innovative learning media that not only improve conceptual understanding but also optimize students' active engagement and creativity in mathematics learning. This study is important considering the need for attractive learning approaches and media to enhance students' creativity and activeness, especially in a digital era that demands more interactive and meaningful learning.
To address these issues, innovative efforts are needed to link mathematics learning with real-life situations and make it more interesting by utilizing technology. One way to support interactive learning is through the development of interactive learning media. Many interactive media can be used and developed to increase student engagement, one of which is the use of interactive e-modules based on contextual learning. With interactive e-modules, students can not only better understand abstract mathematical concepts but also connect mathematical problems with real-world situations, thereby enhancing their creativity and activeness in mathematics learning.
The purpose of this study is to conduct a Systematic Literature Review (SLR) that discusses the development process of interactive e-modules using contextual learning, specifically designed to encourage students' creativity and activeness in mathematics learning. This is important to study because the development of interactive e-modules greatly supports the learning process, where it is expected that this medium can enhance creativity skills that are highly valuable in this century and encourage activeness to create a conducive learning process.
METHOD
The method used in this study is the Systematic Literature Review (SLR) method. Through this method, researchers identify, evaluate, and synthesize relevant research in a specific field of knowledge (Kustiyarto & Marhaeni, 2024). In the context of developing interactive e-modules based on contextual learning to encourage students’ creativity and activeness in mathematics, the SLR method serves as an effective approach to establish a strong conceptual framework. This is done by systematically identifying and reviewing previously published literature regarding the development of interactive e-modules, the use of contextual learning as a platform for interactive e-module development, and students’ creativity and activeness in mathematics.
The study uses 18 articles from relevant scientific databases such as Google Scholar, Open Knowledge, Research Rabbit, and Semantics that align with the research topic. The literature found is then selected based on the relevance of the research topic. The implications of the findings can be used as a basis for designing and developing interactive e-modules to be more effective in promoting creativity and activeness in mathematics within educational environment.


RESULTS AND DISCUSSION
The results of the literature review conducted from 18 articles are divided into six sections, namely: 3 articles discuss interactive e-modules based on contextual learning, interactive e-modules to encourage students’ creativity, interactive e-modules to encourage students’ activeness, contextual learning to encourage students’ creativity, contextual learning to encourage students’activeness, and the development of interactive e-modules to promote both students’ creativity and activeness. The findings are presented as follows.

1. Research on Interactive E-Modules Based on Contextual Learning
Several research articles on interactive e-modules based on contextual learning are presented in Table 1.
Table 1. Research on Interactive E-Modules Based on Contextual Learning
	Journal
	Author
	Research Findings

	Jurnal Basicedu; Vol. 6 No. 2 (2022)
	Rohmah, F., Amir, Z., & Zulhidah, Z. 
	The study showed that the developed interactive e-module based on contextual learning was declared valid and practical. This is evidenced by an average validity rate of 93.6%, categorized as very valid, and an average practicality rate of 86.73%, categorized as very practical.                                                                                                                              

	Suska Journal of Mathematics Eduaction; Vol. 9, No. 2 (2023)
	Fitrio, B. D., & Merliza, P. 
	The assessment by material and media experts was categorized as “very good.” Students showed positive responses and were categorized as “practical.” The students’ test results met the criteria for effectiveness, with a classical completeness of 73%, classified as “good.” Hence, the interactive mathematics e-module with a contextual approach was found to be feasible, practical, and effective for use in mathematics learning.

	AKSIOMA: Jurnal Matematika dan Pendidikan Matematika; Vol. 7, No. 1 (2016)
	Ardiansyah, O. D. 
	The findings indicate that students’ learning achievements with a contextual approach assisted by interactive CDs and e-modules were better than those taught using traditional learning models, suggesting effective learning.                                                                                                                                                                                                      


Based on the identification and review of the collected articles, it was found that contextual learning-based e-modules are highly effective and practical for improving the quality of mathematics learning in schools. Students also become more actively engaged and achieve better learning outcomes. From the articles above, several key points can be drawn, particularly the research findings that emphasize how contextual learning approaches using e-modules lead to better learning outcomes compared to conventional learning models. Additionally, engaging learning media such as e-modules help students understand complex mathematical concepts that are often difficult to visualize, making it easier for students to comprehend and become enthusiastic about the learning process.
The contextual approach used In the development of e-modules in the three articles demonstrates the integration of mathematical content with students’ everyday life realities. Each study emphasizes the importance of linking learning materials with real-world contexts through contextual learning syntax, such as constructivism, questioning, learning communities, modeling, reflection, and authentic assessment. For example, students are encouraged to understand mathematical concepts through familiar and relatable situations, enhancing engagement, motivation, and understanding. This approach has been proven not only valid and practical but also more effective in improving learning outcomes compared to conventional methods.

2. Research on Interactive E-Modules to Encourage Students’ Creativity
Several research articles on interactive e-modules aimed at encouraging students’ creativity are presented in Table 2.
Table 2. Research on Interactive E-Modules to Encourage Students’ Creativity
	Journal
	Author
	Research Findings

	Geodika: Jurnal Kajian Ilmu dan Pendidikan Geografi; Vol. 9, No. 1 (2025)
	Mutia, T., Suharto, Y., Sahrina, A., Wahyudi, A., Atmaja, M. A. R., & Aprilia, R. 
	The study revealed that interactive e-modules based on project-based learning (PBL) positively impact creative thinking skills. With flexible and easily accessible features, the e-modules also promote independent learning, facilitate the development of creative thinking, and provide a more meaningful learning experience.

	Jurnal Didaktika Pendidikan Dasar; Vol. 9, No. 1 (2025)
	Herlina, E. H., Hindriana, A. F., & Ismail, A. Y. 
	The research shows that the use of interactive e-modules can enhance students’ creative thinking and develop their creativity.                                                                                                                                                                                                     

	Jurnal Penjaminan Mutu; Vol. 10, No. 1 (2024)
	Anom, I. G. A., Ardriani, N. N. D., & Santiago, G. A. 
	The study indicates that 2D animation-based interactive e-modules significantly improve students’ creativity. The research emphasizes the importance of integrating technology into education to create an inspiring and dynamic learning environment for students.


Based on the identification and review of the collected articles, it was found that interactive e-modules have a significant influence on encouraging students’ creativity. With flexible and easily accessible features, interactive e-modules can make students more creative during the mathematics learning process. E-modules are capable of creating a pleasant, engaging, and non-monotonous learning atmosphere. When e-modules are combined with visual elements such as animations and sound effects like unique background music, they can become effective learning media to promote students’ creativity.
Anom et al. (2024) developed a 2D animation-based e-module through stages of needs analysis, material design, animation creation, and evaluation; the evaluation results showed a significant increase in students’ creativity in understanding taxation concepts. Herlina et al. (2025) developed an interactive e-module for Science (IPA) with a differentiated learning strategy in terms of content, process, and product; the results indicated a significant improvement in students’ creative thinking skills (N-Gain = 78.10, p < 0.05) and various creative products (posters, videos, etc.) reflecting originality and fluency of ideas. Similarly, Mutia et al. (2025) implemented a Project-Based Learning (PBL)-based interactive e-module in geography learning, and the experimental results showed a significant positive impact on students’ creative thinking skills (p = 0.003). These innovative modules are flexible and support independent learning, directly facilitating aspects of students’ creativity, such as divergent thinking, fluency, flexibility, elaboration, and originality. Therefore, the synthesis of findings from these three studies coherently supports the conclusion that interactive e-modules—whether based on 2D animation, differentiated learning strategies, or PBL—are effective in enhancing students’ creativity.

3. Research on Interactive E-Modules to Encourage Students’ Activeness
Several research articles on interactive e-modules aimed at encouraging students’ activeness are presented in Table 3.
Table 3. Research on Interactive E-Modules to Encourage Students’ Activeness
	Journal
	Author
	Research Findings

	Risalah, Jurnal Pendidikan dan Studi Islam, Vol. 9, No. 2 (2023)
	Sholeh, B., Hufad, A., & Fathurrohman, M.
	Interactive e-modules can encourage independent learning, allowing students to study anytime and anywhere. Their use increases students’ learning motivation, boosts student activeness, makes learning more meaningful, and improves learning outcomes.

	Action Research Literate; Vol. 6, No. 2 (2022)
	Ridho, A. M., & Setyawan, F.
	The study showed an increase in student activeness. The average activeness score rose from 65.63 in Cycle I to 76.58 in Cycle II, and the percentage of active students increased from 56.25% in Cycle I to 75% in Cycle II.

	Jurnal Pendidikan Tambusai; Vol. 8 No.3 (2024)
	Anggraini, K. N., Budiarti, Y., Hartati, S., & Revika, A. 
	The research findings indicate that the use of e-modules in learning has a positive impact. E-modules effectively visualize abstract concepts, enhance student activeness and understanding, and optimize the efficiency of material delivery.


Based on the identification and review of the collected articles, it was found that the use of interactive e-modules effectively encourages students’ activeness in learning. This is shown through increased active participation in discussions, greater willingness to ask questions and answer problems, independence in completing tasks, and enthusiasm for exploring new material. Through the use of interactive e-modules that can represent complex mathematical concepts, students find it easier to understand abstract concepts.
For instance, Anggraini et al. (2024) reported that interactive e-modules are capable of visualizing abstract concepts, thereby “enhancing students’ activeness and understanding.” Teachers in the field also noted that these e-modules boost learning enthusiasm and visibly “encourage active student participation” during learning sessions. The two-way features of e-modules make it easier for students to communicate and discuss; they can easily interact with teachers or peers to discuss learning materials, reinforcing discussion as an indicator of activeness. These findings are consistent with the study by Sholeh et al. (2023), which found that interactive e-modules in independent learning foster students’ motivation and learning engagement—students become more diligent in completing assignments and actively explore materials according to their capacities. Similarly, Ridho & Setyawan (2022) reported that the Discovery Learning model assisted by e-modules increases student involvement; more students actively observe phenomena, participate in group discussions, ask questions, respond to challenges, and think creatively to solve problems. Overall, the three studies confirm that interactive e-modules effectively activate various aspects of active learning ranging from discussion, question-and-answer sessions, independent task completion, to knowledge exploration making the learning process more dynamic and meaningful.

4. Research on Contextual Learning to Encourage Students’ Creativity
Several research articles on contextual learning aimed at encouraging students’ creativity are presented in Table 4.

Table 4. Contextual Learning to Encourage Students’ Creativity
	Journal
	Author
	Research Findings

	Abdau: Jurnal Pendidikan Madrasah Ibtidayah; Vol. 2, No. 2 (2019)
	Mukti, F. D.
	There was an increase in students’ creativity indicated by an improvement in students’ attitudes during the learning process in each cycle. In Cycle I, the percentage was 66.5%, categorized as sufficient. In Cycle II, it increased to 84.5%, categorized as good. Contextual learning can enhance creativity and learning outcomes through a contextual approach.

	Nautical: Jurnal Ilmiah Multidisiplin Indonesia; Vol. 1, No. 9 (2023)
	Amelia Putri, I., & Banjarnahor, H. 
	The data analysis showed an increase in students’ mathematical creativity after applying the contextual learning model. The number of students with minimum creativity at the “good” level was 0% in the pre-test (with an average class score of 41.99), increased to 40.63% in Cycle I (average score of 60.93), and further rose to 90.63% in Cycle II (average score of 91.97). This indicates that the contextual learning model effectively enhances students’ creativity..

	Jurnal Penelitian Pendidikan “INSANI”, Vol. 18, No. 2 (2015)
	Muslimin, M., Irfan, M., & Sahabuddin, E. S.
	The study revealed that using a contextual approach during learning can increase students’ creativity, as students become more active during the learning process.


Based on the identification and analysis of the collected articles, it was found that the use of contextual approaches in the learning process is proven effective in enhancing students’ creativity. Contextual learning, which uses concrete examples or even real objects that can be observed and interacted with directly, enables students to think creatively and encourages their creativity in learning, preventing boredom.
Muslimin et al. (2015) reported that applying contextual learning to the topic of light properties successfully developed students’ creativity. In this study, creativity was measured through two specific indicators: students’ ability to relate the concept of light properties to everyday phenomena in their environment and their ability to provide creative answers based on that context. Contextual Teaching and Learning (CTL) was implemented with a five-step syntax: problem orientation, activating prior knowledge, individual/group investigation, analysis-evaluation, and development/presentation of project results. The findings showed that after the first and second cycles, students’ creative thinking improved, as indicated by more active learning activities. Similarly, Mukti (2019) found a surge in creativity among fifth-grade students through contextual learning. Creativity was measured using indicators such as deep curiosity, the ability to see problems from multiple perspectives, independent thinking, confidence, and freedom in expressing opinions. At the middle school level, Putri & Banjarnahor (2023) applied a contextual learning model to the topic of sets, resulting in a significant increase in students’ mathematical creativity. This creativity was evaluated based on aspects like fluency of ideas, flexibility in thinking, originality, and elaboration of mathematical ideas. These three studies indicate that contextual learning, which connects subject matter with students’ everyday experiences and encourages active exploration, consistently improves students’ creativity. 

5. Research on Contextual Learning to Encourage Students’ Activeness
Several Research articles on contextual learning aimed at encouraging sudents’ activeness are presented in Table 5.



Table 5. Contextual Learning to Encourage Students’ Activeness
	Journal
	Author
	Research Findings

	Gagasan Pendidikan Indonesia, Vol. 1, No. 1 (2020)
	Sinaga, M., & Silaban, S.
	The data analysis results on students’ learning activities showed that the average activity score in the experimental class was 76.14, while in the control class, it was 56.53. Meanwhile, the average post-test score for the experimental class was 88.04, higher than the control class, which was 81.79—a difference of 6.25. These findings indicate that contextual learning is effective in stimulating students’ learning activeness and academic achievement.

	Mimbar PGSD Undiksha, Vol. 1, No. 1 (2013)
	Sawitri, N. P. E.
	The study showed that applying a contextual learning approach can enhance students’ activeness and learning outcomes. The improvement in activeness was evident in Cycle II, where the activeness criteria reached the “active” level, and the learning outcomes were categorized as “high,” achieving an 85.71% completion rate, meeting the predetermined success indicators.

	Polinomial: Jurnal Pendidikan Matematika; Vol. 3, No. 2 (2024)
	Kero, M. A., & Wewe, M. 
	The study found that the application of contextual learning media can activate students in the learning process. Through relevant, engaging, and interactive contextual learning media, students more easily understand the material, increase participation in learning, and create a pleasant learning atmosphere.


Based on the identification and analysis of the collected articles, it was found that the contextual approach applied in learning has been proven effective in stimulating students’ learning activeness, which can positively influence their learning outcomes. From the three studies, this approach successfully encourages students to be more active physically, mentally, intellectually, and emotionally during the learning process.
Research conducted by Sinaga & Silaban (2020) demonstrated that contextual learning enhances students’ learning activities physically, mentally, intellectually, and emotionally, positively impacting their chemistry learning outcomes. Similarly, Sawitri (2013), through a classroom action research study, showed a significant increase in activeness and learning outcomes in Civic Education after implementing a contextual learning approach. Meanwhile, Kero & Wewe (2024) emphasized that the use of contextual learning media designed to be engaging and interactive creates a more enjoyable and participatory learning environment in mathematics, motivating students to be more active during lessons. 
In general, contextual learning has been proven effective in creating a meaningful, enjoyable, and participatory learning environment. This makes contextual learning a relevant strategy for educators to apply to improve the quality of learning processes and outcomes, particularly in fostering students’ activeness and comprehensive engagement.

6. Research on The Development of Interactive E-Modules to Encourage Students’ Creativity and Activeness
Several research articles on the development of interactive e-modules aimed at encouraging students’ creativity and activeness are presented in Table 6.


Table 6. Development of Interactive E-Modules to Encourage Creativity and Activeness of Students
	Journal
	Author
	Research Findings

	Jurnal Pendidikan Madrasah, Vol. 9, No. 1 (2024)
	Fuadi, H. N., & Harmanto.
	The research results showed that the validation score from material experts reached 82.53% (categorized as very feasible), and media experts scored 78.37%, indicating that the learning module is valid. Additionally, the attractiveness test from educators was 86.80% and 88.25% from students, confirming the module’s attractiveness. Thus, the differentiated teaching module is declared feasible for use.

	INNOVATIVE: Journal Of Social Science Research; Vol. 4, No. 6 (2024)
	Ermawasari., Ahmad, S., & Salmaini.
	The findings revealed that the teaching module based on Problem-Based Learning (PBL) encourages active student participation in the learning process through problem-solving activities relevant to everyday life and fosters students’ creativity.

	Doctoral dissertation, State University of Malang (2016)
	Tjiptiany, Endang, N., As’ari, A. R., & Muksar, M.
	The mathematics learning module received positive responses from students, indicating that it is valid, practical, and effective. This learning module was able to enhance students’ creative thinking and activeness during the learning process by expressing their ideas and thoughts.


Based on the identification and analysis of the collected articles, it was found that learning modules are feasible, valid, and effective as learning media to enhance or encourage students’ creativity and activeness. This indicates that learning modules developed with the right approach can promote active student participation in the learning process and foster creativity through problem-solving activities relevant to real-life situations.
According to Fuadi, H. N., & Harmanto (2024), the differentiated teaching module based on Project-Based Learning (PjBL) for History subjects received excellent validation from material and media experts and positive feedback from teachers and students. This module was deemed capable of increasing student activeness and creativity in understanding the material on Hindu-Buddhist maritime kingdoms. In Ermawasari, et al. (2024), a mathematics teaching module based on PBL for elementary school emphasized contextual problem-solving. This module was designed to encourage students to think critically, creatively, and actively during learning through real-life-related activities. The module is expected to improve learning motivation, problem-solving skills, and a deeper understanding of mathematical concepts. Meanwhile, Tjiptiany, Endang, N., As’ari, A. R., & Muksar, M. (2016) developed a probability mathematics module for high school using an inquiry-based approach aligned with scientific activities. This module proved valid, practical, and effective based on expert assessments, practitioner reviews, and field trials. Students demonstrated good mastery of the material and responded positively to the module, indicating increased engagement and learning achievement.
Overall, the development of teaching modules with contextual, PjBL, PBL, and inquiry approaches is proven to create meaningful, enjoyable, and empowering learning experiences for students. These modules not only strengthen conceptual understanding but also encourage active involvement, creativity, and a positive attitude towards learning.

CONCLUSION 
Based on these results, they can serve as a foundation for developing an article related to the development of an interactive e-module based on contextual learning to encourage students’ creativity and activity in mathematics. This is because from all the articles it is known that: 1) The use of attractive e-modules based on contextual learning is effective in increasing student activity, 2) The presence of flexible and easily accessible features in interactive e-modules can make students more active in the learning process, 3) The use of interactive e-modules that illustrate difficult concepts can help students understand more easily and encourage student activity, 4) The contextual approach in learning has been proven effective in increasing student creativity by directly interacting with concrete objects, 5) Student learning activity can be improved in learning that uses a contextual approach, 6) Learning media with an effective approach can encourage student participation and develop student creativity. Through the interactive e-module learning media, students can develop their mathematical creativity, such as effectively solving math problems relevant to everyday life. Thus, there is an influence of the learning media in the form of interactive e-modules to enhance students’ creativity and activity in mathematics.
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