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Abstract

The Covid-19 Pandemic not only always has a bad impact on human life, but it also has a positive
impact on the Indonesian people, one of which is the enhancement of creativity of Indonesian
society during the Covid-19 pandemic. As we know, during this pandemic, there are a lot of
creativities created in Indonesian society, starting from the aspects of fashion, business,
entertainment, and so on. However, what are the factors that cause those creativities? Therefore,
this article was written to discuss and examine what factors or reasons that cause to the
enhancement of creativity of Indonesian society during the Covid-19 pandemic.
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INTRODUCTION

What comes to your mind when you hear the word Covid-19 Pandemic? The majority of
people will think spontaneously about viruses, lockdowns, positive corona numbers, and so
on. Almost everyone will imagine about the negative things that have been caused by the
Covid-19 pandemic (Ahluwalia, 2020; Guru et al., 2021; Isnain et al., 2021). But, what
exactly is Covid-19? COVID-19 (coronavirus disease 2019) is a disease caused by a new
type of coronavirus, namely Sars-CoV-2, which was first reported in Wuhan China on
December 31, 2019 (Nuraziza et al., 2021; Panganibanl & Madrigal, 2020; Rahman Isnain
et al., 2021). COVID-19 can cause symptoms of acute respiratory problems such as fever
above 38 ° C, cough and shortness of breath for humans (Maskar et al., 2021; Mastan et al.,
2022; Sulistiani et al., 2020). In addition, it can be accompanied by weakness, muscle
aches, and diarrhea. In patients with severe COVID-19, it can cause pneumonia, acute
respiratory syndrome, kidney failure and even death (Pratomo & Gumantan, 2021,
Rahman, 2021; Sengkey et al., 2020).

Until now, Covid-19 pandemic is still continuing. The government also issued policies
(such as PSBB (Large-Scale Social Restrictions)) and urged the public to comply with
health protocols in order to reduce the spread of Corona virus infection (Fernando et al.,
2021; Saputra & Pasha, 2021; Tuhuteru, 2020). This causes limitations in carrying out
activities for each individual, because the government urges to carry out activities at home

as much as possible (or people call it Work From Home), starting from meetings with
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clients, conducting seminars via online, even carrying out teaching and learning activities
via on line (Nabila et al., 2021; Oktaviani, 2021; Susanto & Puspaningrum, 2019).

This situation certainly keeps the majority of people at home and traveling less frequently
(Adhinata et al., 2021; Nadir et al., 2021; Novitasari et al., 2021). Therefore, many think
that the Covid-19 pandemic will only have a bad impact on people's lives (Aguss et al.,
2021; Fitri et al., 2021; Phelia et al., 2021). But, are you aware that the Covid-19 pandemic
will not only have a negative impact, but also have a positive impact in the midst of society?
One of the positive impacts is the increased creativity of the community, for example, as
many people have started to open trading businesses online, the emergence of various
kinds of fashionable mask creations, the creation of face shields (face shields), and others
(Sohrabi et al., 2020; Suwarni & Handayani, 2021; Yudiawan et al., 2021).

LITERATURE REVIEW

Much of the work focus on creativity and well-being comes from working with vulnerable
individuals such as persons with disabilities, metallic health problems, or an aging
population (Bratsberg, 2012; Nani & Safitri, 2021; Series, 2018). In fact, entire fields of art
therapy have emerged as a result of the perceived link between creativity and well-being as
a way to improve mental health (Hootsuite, 2019; F. M. Sari, 2016; Schrape, 2018). Smith
suggests that art therapy facilitates improved mental health, as it allows patients to
experience and express difficult emotions, provides a distraction, and can induce positive
emotions through the process of creation (Afrianto et al., 2021; Mandasari, n.d.). This
mechanism has also been suggested to be applied outside this vulnerable population. In
recent years, the relationship between creative activity and subjective well-being has also
been explored in normal adult populations such as medical professionals (Muliyah &
Aminatun, 2020; Rahmania & Mandasari, 2021; F. M. Sari, n.d.). Of course, creative
engagement is not limited to artistic activities. In contrast, creativity exists across domains
(Ayu & Zuraida, 2020; Program & Pendidikan, 2021; D. M. Sari et al., 2018). Extending
the scope of creativity to a variety of everyday creative activities and using experiential
sampling on a large sample (n = 658) of young adults, it found that involvement in creative
activities led to increased positive affect and development later in life, supporting the idea
that creative engagement leads to increased well-being. Creative engagement, whatever its
form, is usually self-driven and intrinsically motivated, and is one of the main

psychological factors that can lead to greater development (Febria Lina & Setiyanto, 2021;
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Hendrastuty et al., 2021; F. M. Sari & Wahyudin, 2019). Consequently, several reviews
have proposed creative activities as interventions to promote well-being and development
(Anuar et al., 2020; Fatimah et al., 2021; Mandasari & Aminatun, 2019). Although the
effects of artistic creativity and everyday creativity on well-being have been studied and
established, there appears to be no investigation into the effects of functional creativity
focusing on problem solving and, in particular, engagement in creative problem-solving
processes on well-being (Damayanti & Sumiati, 2018; Nauvallia & Martini, 2020;
Yunitasari & Sintaro, 2021). This study attempts to fill this gap by focusing on creative
process engagement from a sample of employees.

Then, what are the factors that have led to increased creativity in the community,
especially Indonesia in the midst of the Covid-19 pandemic? Therefore, this article was
written to find out and research about the factors that influence the increasing creativity of

Indonesian people during the Covid-19 pandemic.

METHOD

The method used in this research is Descriptive Qualitative Method. Descriptive
Qualitative method is a broad inquiry method that uses unstructured data-collection
method, such as focus groups, observations, or documents. The data collecting technique
used in this study was to conduct a survey using Google Form 'Questions (questionnaire).
This research was conducted from October to November 2020. The aim from conducting
this survey is used to find out student's perception about factors that cause increasing the

creativity of Indonesian society during Covid-19 Pandemic.

The subject of the research are the students from Academic Writing Class (P1 18 AB) and
there are about 30 students who contributed in giving their responses regarding the
questioners distributed on Google Form, and the object of this research is student's
perception. This research is using perception’s question as the instrument of data collecting.
In this survey, there were about 5 questions submitted to participants. The questions in this
survey discuss student perceptions about the factors that cause increasing the creativity of
Indonesian society during Covid-19 pandemic. The available answer choices are "agree,

neutral, and disagree".

RESULTS AND DISCUSSION
1. Result
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After conducting a survey by distributing questioners to other students in Google Form,

here are the results obtained regarding student responses to some of the questions raised in

the survey which was conducted from October to November.

This is the table for the result of the questions that have "agree, neutral, and disagree"

answer choices:

No

Questions

Answer

Agree

Neutral

Disagree

Do you often feel bored
because you were always at
home during the Covid-19

pandemic?

96,7%

3,3%

During the Covid-19
pandemic, did you spend
more time surfing the
internet (e.g watching videos,
chatting, or just sharing
about  something  with

someone?

96,7%

3,3%

In your opinion, the Covid-
19 pandemic can change the
way people convey
information? For example,
using social media to share
informative and  creative
videos about online learning,
preventing the spread of
Covid-19, cooking tutorials,

and so on?

66,7%

33,3%

Do vyou agree that the

creation of various kinds of

80%

16,7%

3,3%
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fashionable masks during the
Covid-19  pandemic IS
creativity created by some
people because they want to
look fashionable even though
they wear masks?

5. | In your opinion, the number
of people who change their
mind set to open an online
business (such as food, | ggos 10%
clothing, etc.) is one of the -
creativities created and a way
for them to keep making
money during the Covid-19

pandemic?

2. Discussion

From the data above, we can see that the Covid-19 pandemic has a significant effect on
people's lifestyle and way of thinking. So what does this have to do with the factors that
led to increased creativity during the Covid-19 Pandemic? Let us discuss it in detail.
Starting from the first and second questions, the majority of people agree that they feel
bored because they always have to be at home. Likewise for the second question, the
majority of people spend a lot of time using the internet to communicate or just share
information to family, friends, or co-workers. These two things can be factors that cause a
person's creativity to increase. When someone feels bored with monotonous activities, they
tend to do or find new things that can treat the boredom they feel.

Then, the second is interaction. When someone interacts or has a discussion either in
person or virtually, they will tend to exchange ideas. This activity of brainstorming, this is
what will grow new ideas (creativity) that have never been done by others, for example

someone takes part in a webinar on how to open a business in the midst of the Covid-19
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pandemic, after completing the online seminar that person begins to think and find a
suitable and profitable business idea to undertake during this Covid-19 pandemic.

Next, the answers to questions number three, four and five. It can be said that situations
and conditions act as factors that encourage someone to be more creative. The interactional
perspective used in new research on creativity reveals that creativity is a product of the
strong interaction between human and their circumstances. We can see from the answer to
question three, 66.7% of people agree that the Covid-19 pandemic can change the way
people convey information. As we know, many people make creative videos about how to
prevent Covid-19, starting from using animation, and so on. There are also many people
that share cooking tutorial videos, new recipes, and so on.

In addition, from the answers to questions four and five, the situation in the midst of the
Covid-19 pandemic stirred people's creativity, starting from fashion until using new
strategies in business (opening an online business). Since the Covid-19 pandemic, many
people have created various forms of masks that are not only useful for protecting
themselves from droplets, but also have unique and attractive designs. This is because
people want to look attractive even though they wear a mask that covers part of their face.
Furthermore, there are many people who are trying to open online businesses in the midst
of this pandemic, ranging from selling clothes, household needs, to unique foods. As we all
know that during this pandemic people prefer to shop online rather than offline, because
they are worried about the spread of Covid-19 which is not over if they have to shop
outside the home and of course brands want to avoid crowds. From there, business actors
rack their brains so that they can still earn income amid the Covid-19 pandemic. They
began to be creative to create unique products, and of course marketed them online.

From the explanation above, we can say that the factors that influence the increase in the
creativity of the Indonesian people in the midst of the Covid-19 pandemic are feelings of
boredom with monotonous activities, interaction (exchanging ideas) with other people, and

also the environment that surrounds them.

CONCLUSION

The Covid-19 pandemic not only has a negative impact on the lives of the Indonesian
people, but there are also positive impacts that we can find, one of which is increasing the
creativity of the community amid the Covid-19 pandemic. The creativity created in the

midst of the Covid-19 pandemic does not mean it was created without the accompanying
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factors. From the research that has been done, it can be concluded that the factors that led
to the increasing creativity of the community amid the Covid-19 pandemic are feelings of
boredom with monotonous activities, interaction (exchanging ideas) with other people, and
also the environment that surrounds them. The factors mentioned above are the reasons
that encourage people to think creatively and try new things, as well as create unique
innovations. It can be seen by some of creations that have been crated around us, for
example such as the creation of many creative and educative videos about preventing the
spread of Covid-19 on social media, the creation of fashionable and trendy masks, and
many people are trying to build or starting a new business through an online shop and so

on.

REFERENCES

Adhinata, F. D., Rakhmadani, D. P., Wibowo, M., & Jayadi, A. (2021). A Deep Learning
Using DenseNet201 to Detect Masked or Non-masked Face. JUITA: Jurnal
Informatika, 9(1), 115. https://doi.org/10.30595/juita.v9i1.9624

Afrianto, Sujatna, E. T. S., Darmayanti, N., & Ariyani, F. (2021). Configuration of
Lampung Mental Clause: a Functional Grammar Investigation. Proceedings of the
Ninth International Conference on Language and Arts (ICLA 2020), 539(Icla 2020),
222-226. https://doi.org/10.2991/assehr.k.210325.039

Aguss, R. M., Fahrizqi, E. B., & Abiyyu, F. F. A. (2021). Analisis Dampak Wabah Covid-
19 Pada Perkembangan Motorik Halus Anak Usia 3-4 Tahun. Jurnal Penjaskesrek,
8(1), 46-56.

Ahluwalia, L. (2020). EMPOWERMENT LEADERSHIP AND PERFORMANCE:
ANTECEDENTS. Angewandte Chemie International Edition, 6(11), 951-952., 7(1),
283.
http://www.nostarch.com/javascriptforkids%0Ahttp://www.investopedia.com/terms/i/
in_specie.asp%0Anhttp://dspace.ucuenca.edu.ec/bitstream/123456789/35612/1/Trabajo
de Titulacion.pdf%0Ahttps://educacion.gob.ec/wp-
content/uploads/downloads/2019/01/GUIA-METODOL

Anuar, N. I. M., Mohamad, S. R., Zulkiffli, W. F. W., Hashim, N. A. A. N., Abdullah, A.
R., Rasdi, A. L. M., Hasan, H., Abdullah, T., Deraman, S. N. S., & Zainuddin, S. A.
(2020). Impact Of Social Media Influencer On Instagram User Purchase Intention
Towards The Fashion Products: The Perspectives Of Students. European Journal of
Molecular & Clinical Medicine, 7(8), 2589-2598.

Ayu, M., & Zuraida, Z. (2020). ENHANCING DESCRIPTIVE PARAGRAPH WRITING
OF SECONDARY STUDENTS THROUGH SHARED WRITING. Journal of
Research on Language Education, 1(1).

Bratsberg, H. M. (2012). Empathy Maps of the FourSight Preferences. International
Center for Studies in Creativity.

Damayanti, D., & Sumiati, S. (2018). Sistem Informasi Daya Tarik Pembelian Produk
UMKM Home Industri Berbasis WEB. Konferensi Nasional Sistem Informasi (KNSI)
2018.

Fatimah, C., Asmara, P. M., Mauliya, I., & Puspaningtyas, N. D. (2021). Peningkatan
Minat Belajar Siswa Melalui Pendekatan Matematika Realistik Pada Pembelajaran

Pustakailmu.id 7



Pustakailmu.id
Volume 2 (3), 2022

Berbasis Daring. Mathema: Jurnal Pendidikan Matematika, 3(2), 117-126.

Febria Lina, L., & Setiyanto, A. (2021). Privacy Concerns in Personalized Advertising
Effectiveness on Social Media. SIJDEB, 5(2), 147-156.
https://doi.org/10.29259/sijdeb.v5i2.147-156

Fernando, J., Mahfud, I., & Indonesia, U. T. (2021). SURVEY MOTIVASI ATLET FUTSAL
SMKN 2 BANDAR LAMPUNG DIMASA PANDEMI COVID-Fernando, J., Mahfud, 1.,
& Indonesia, U. T. (2021). SURVEY MOTIVASI ATLET FUTSAL SMKN 2 BANDAR
LAMPUNG DIMASA PANDEMI COVID-19. 2(2), 39-43.19. 2(2), 39-43.

Fitri, A., Rossi, F., Suwarni, E., & Rosmalasari, D. (2021). Pelatihan Pembuatan Video
Pembelajaran Bagi Guru MA Matha ’ ul Anwar Lampung Pada Masa Pandemi
COVID-19. 2(3), 189-196. https://doi.org/10.23960/jpkmt.v2i3.50

Guru, P., Staff, D. A. N., Mathla, M. A., & Anwar, U. L. (2021). PELATIHAN
PEMBUATAN DAN PENGEDITAN WEB-BLOG BAGI. 2(2), 82-88.

Hendrastuty, N., Rahman Isnain, A., & Yanti Rahmadhani, A. (2021). Analisis Sentimen
Masyarakat Terhadap Program Kartu Prakerja Pada Twitter Dengan Metode
Support Vector Machine. 6(3), 150-155. http://situs.com

Hootsuite. (2019). Digital 2019. We Are Social & Hootsuite, 76.

Isnain, A. R., Hendrastuty, N., Andraini, L., Studi, P., Informasi, S., Indonesia, U. T.,
Informatika, P. S., Indonesia, U. T., Studi, P., Komputer, T., Indonesia, U. T., &
Lampung, K. B. (2021). Comparison of Support Vector Machine and Naive Bayes on
Twitter Data Sentiment Analysis. 6(1), 56-60.

Mandasari, B. (n.d.). FACTORS INFLUENCING TEACHERS BELIEFS ON THE USE OF
AUTHENTIC MATERIALS TO TEACH LISTENING.

Mandasari, B., & Aminatun, D. (2019). STUDENTS’PERCEPTION ON THEIR
PARTICIPATION: WHAT AFFECTS THEIR MOTIVATION TO TAKE PART IN
CLASSROOM ACTIVITIES? Premise: Journal of English Education and Applied
Linguistics, 8(2), 214-225.

Maskar, S., Puspaningtyas, N. D., Fatimah, C., & Mauliya, 1. (2021). Catatan Daring
Matematika: Pelatihan Pemanfaatan Google Site Sebagai Media Pembelajaran Daring.
Community Development Journal : Jurnal Pengabdian Masyarakat, 2(2), 487-493.
https://doi.org/10.31004/cdj.v2i2.1979

Mastan, I. A., Sensuse, D. I., Suryono, R. R., & Kautsarina, K. (2022). Evaluation of
Distance Learning System (E-Learning): a Systematic Literature Review. Jurnal
Teknoinfo, 16(1), 132. https://doi.org/10.33365/jti.v16i1.1736

Muliyah, P., & Aminatun, D. (2020). Teaching English for Specific Purposes in VVocational
High School: Teachers’ Beliefs and Practices. Journal of English Teaching, 6(2),
122-133.

Nabila, Z., Rahman Isnain, A., & Abidin, Z. (2021). Analisis Data Mining Untuk
Clustering Kasus Covid-19 Di Provinsi Lampung Dengan Algoritma K-Means. Jurnal
Teknologi Dan Sistem Informasi (JTSI), 2(2), 100.
http://jim.teknokrat.ac.id/index.php/JTSI

Nadir, R. D. A., Athaya, H., Sensuse, D. I., & Suryono, R. R. (2021). Factors Influencing
E-learning System Success During COVID-19 Pandemic (Case Study: Faculty of
Computer Science, Universitas Indonesia). 2021 International Conference on
Advanced Computer Science and Information Systems (ICACSIS), 1-6.

Nani, D. A., & Safitri, V. A. D. (2021). Exploring the relationship between formal
management control systems, organisational performance and innovation: The role of
leadership characteristics. Asian Journal of Business and Accounting, 14(1), 207-224.
https://doi.org/10.22452/ajba.vol14n0l.8

Pustakailmu.id 8



Pustakailmu.id
Volume 2 (3), 2022

Nauvallia, S., & Martini, E. (2020). Pengaruh Celebrity Endorser Gita Savitri Terhadap
Keputusan Pembelian Produk Online Shop Femme Outfit Di Media Sosial Instagram.
EProceedings ..., 7(2), 2254-2261.
https://openlibrarypublications.telkomuniversity.ac.id/index.php/management/article/
view/12153

Novitasari, Y. S., Adrian, Q. J., & Kurnia, W. (2021). Rancang Bangun Sistem Informasi
Media Pembelajaran Berbasis Website (Studi Kasus: Bimbingan Belajar De Potlood).
Jurnal Teknologi Dan Sistem Informasi (JTSI), 2(3), 136-147.
http://jim.teknokrat.ac.id/index.php/JTSI

Nuraziza, N., Oktaviani, L., & Sari, F. M. (2021). EFL Learners’ Perceptions on ZOOM
Application in the Online Classes. Jambura Journal of English Teaching and
Literature, 2(1), 41-51. https://doi.org/10.37905/jetl.v2i1.7318

Oktaviani, L. (2021). Penerapan Sistem Pembelajaran Dalam Jaringan Berbasis Web Pada
Madrasah Aliyah Negeri 1 Pesawaran. Jurnal WIDYA LAKSMI (Jurnal Pengabdian
Kepada Masyarakat), 1(2), 68-75.

Panganibanl, G. L., & Madrigal, D. V. (2020). A new decade for social changes.
Technium Social Sciences Journal, 7, 312-320.
https://techniumscience.com/index.php/socialsciences/article/view/332/124

Phelia, A., Pramita, G., Misdalena, F., & Kunci, K. (2021). JURNAL PENGABDIAN
KEPADA Pemanfaatan Limbah Minyak Jelantah Menjadi Sabun Sebagai Upaya
Pengendalian Limbah Domestik Masa Pandemi Covid-19. 1(3), 181-187.

Pratomo, C., & Gumantan, A. (2021). Analisis Efektifitas Pembelajaran Daring Terhadap
Hasil Belajar Pendidikan Olahraga Pada Masa Pandemi Covid-19 SMK SMTI
Bandarlampung. Journal Of Physical Education, 2(1), 26-31.

Program, J., & Pendidikan, S. (2021). CLUSTERING SUBJECTS IN LAMPUNG
PROVINCIAL NATIONAL. 10(4), 2268-2282.

Rahman Isnain, A., Pasha, D., & Sintaro, S. (2021). Workshop Digital Marketing
“Temukan Teknik Pemasaran Secara Daring.” Journal of Social Sciences and
Technology for Community Service (JSSTCS), 2(2), 113-120.
https://ejurnal.teknokrat.ac.id/index.php/JSSTCS/article/view/1365

Rahman, Y. A. (2021). Vaksinasi Massal Covid-19 sebagai Sebuah Upaya Masyarakat
dalam Melaksanakan Kepatuhan Hukum (Obedience Law). Khazanah Hukum, 3(2),
80-86. https://doi.org/10.15575/kh.v3i2.11520

Rahmania, A. H., & Mandasari, B. (2021). STUDENTS’PERCEPTION TOWARDS THE
USE OF JOOX APPLICATION TO IMPROVE STUDENTS’PRONUNCIATION.
Journal of English Language Teaching and Learning, 2(1), 39-44.

Saputra, V. H., & Pasha, D. (2021). Komik Digital Berbasis Scientific Method Sebagai
Media Pembelajaran di Masa Pandemi COVID-19. Jurnal Riset Teknologi Dan
Inovasi Pendidikan (Jartika), 4(1), 89-100.

Sari, D. M., Ikhsan, M., & Abidin, Z. (2018). The development of learning instruments
using the creative problem-solving learning model to improve students’ creative
thinking skills in mathematics. Journal of Physics: Conference Series, 1088.
https://doi.org/10.1088/1742-6596/1088/1/012018

Sari, F. M. (n.d.). UNDERGRADUATE STUDENTS’ATTITUDES TO THE
IMPLEMENTATION OF WHATSAPP GROUP AS THEIR LEARNING MEDIA
IN THE EFL CLASSROOM. Section Editors.

Sari, F. M. (2016). Internet-based materials in enhancing college students’ writing skill
viewed from their creativity. Teknosastik, 14(1), 41-45.

Sari, F. M., & Wahyudin, A. Y. (2019). Blended-Learning: The responses from non-

Pustakailmu.id 9



Pustakailmu.id
Volume 2 (3), 2022

English students in the Indonesian tertiary context. Teknosastik, 17(1), 23-28.

Schrape, J.-F. (2018). Social Media, Mass Media and the “Public Sphere”. Differentiation,
Complementarity and Co-Existence. SSRN Electronic Journal.
https://doi.org/10.2139/ssrn.2858891

Sengkey, D. F., Kambey, F. D., Lengkong, S. P., Joshua, S. R., & Kainde, H. V. F. (2020).
Pemanfaatan Platform Pemrograman Daring dalam Pembelajaran Probabilitas dan
Statistika di Masa Pandemi CoVID-19. Jurnal Informatika, 15(4), 217-224.

Series, C. (2018). The development of learning instruments through the problem-based
learning model to enhance students ’ creativity The development of learning
instruments through the problem- based learning model to enhance students °
creativity.

Sohrabi, C., Alsafi, Z., Neill, N. O., Khan, M., & Kerwan, A. (2020). Since January 2020
Elsevier has created a COVID-19 resource centre with free information in English
and Mandarin on the novel coronavirus COVID- 19 . The COVID-19 resource centre
is hosted on Elsevier Connect , the company ’s public news and information .
January.

Sulistiani, H., Rahmanto, Y., Dwi Putra, A., & Bagus Fahrizqi, E. (2020). Penerapan
Sistem Pembelajaran Dalam Jaringan Untuk Meningkatkan Kualitas Belajar Dalam
Menghasilkan Siswa 4.0. Journal of Technology and Social for Community Service
(JTSCS), 2(2), 178-183. https://ejurnal.teknokrat.ac.id/index.php/teknoabdimas

Susanto, E. R., & Puspaningrum, A. S. (2019). Rancang Bangun Rekomendasi Penerima
Bantuan Sosial Berdasarkan Data Kesejahteraan Rakyat. 15(1), 1-12.

Suwarni, E., & Handayani, M. A. (2021). Development of Micro, Small and Medium
Enterprises (MSME) to Suwarni, E., & Handayani, M. A. (2021). Development of
Micro, Small and Medium Enterprises (MSME) to Strengthen Indonesia’s Economic
Post COVID-19. Business Management and Strategy, 12(2), 19. h. Business
Management and Strategy, 12(2), 19. https://doi.org/10.5296/bms.v12i2.18794

Tuhuteru, H. (2020). Analisis Sentimen Masyarakat Terhadap Pembatasan Sosial Berksala
Besar Menggunakan Algoritma Support Vector Machine. Information System
Development (ISD), 5(2), 7-13.

Yudiawan, A., Sunarso, B., Suharmoko, Sari, F., & Ahmadi. (2021). Successful online
learning factors in covid-19 era: Study of islamic higher education in west papua,
indonesia. International Journal of Evaluation and Research in Education, 10(1),
193-201. https://doi.org/10.11591/ijere.v10i1.21036

Yunitasari, Y., & Sintaro, S. (2021). Penggerak Kamera Dengan 2in1 Control ( Manual
Dan Otomatis ) Menggunakan Aplikasi Android. 02(02).

Pustakailmu.id 10



