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ABSTRAK
Eva Fauziyah, 20221610011. Pengembangan E-Modul Berbentuk Komik
Storyboardthat Berbasis Pendekatan Neurosains Untuk Meningkatkan
Kemampuan Berpikir Kreatif Siswa SD Pada Materi Bangun Datar.
Pembimbing I Dr. Nuranita Adiastuty, M.Pd., Pembimbing II Mohamad
Riyadi, M.Si., Program Studi Pendidikan Matematika, Fakultas Keguruan

dan Ilmu Pendidikan, Universitas Kuningan.

Penelitian ini bertujuan untuk mengembangkan e-modul berbentuk komik digital
menggunakan platform StoryboardThat berbasis pendekatan neurosains pada
materi bangun datar untuk siswa kelas V SD Negeri 1 Padarek, mengetahui tingkat
kevalidan dan kepraktisan e-modul, serta menganalisis peningkatan kemampuan
berpikir kreatif matematis siswa. Penelitian ini menggunakan pendekatan Research
and Development (R&D) dengan model ADDIE (Analysis, Design, Development,
Implementation, dan Evaluation). Sumber data diperoleh dari 3 wvalidator ahli
materi, 3 validator ahli media, guru, dan peserta didik. Teknik pengumpulan data
dilakukan melalui lembar observasi, angket kevalidan, angket kepraktisan, serta tes
kemampuan berpikir kreatif matematis. Hasil penelitian menunjukkan bahwa e-
modul dinyatakan sangat valid dengan persentase ahli materi sebesar 84,71% dan
ahli media sebesar 83,89%, serta sangat praktis dengan persentase respons peserta
didik sebesar 82% dan respons guru sebesar 83,64%. Nilai rata-rata N-Gain sebesar
0,5217 menunjukkan peningkatan kemampuan berpikir kreatif matematis siswa
dalam kategori sedang. Penelitian selanjutnya disarankan untuk memperbanyak
game edukasi interaktif pada setiap subbab agar minat baca peserta didik terhadap
konten komik semakin meningkat, mengoptimalkan aksesibilitas offline dan

melibatkan validator dari bidang neurosains atau psikologi pendidikan.

Kata kunci: ADDIE, bangun datar, berpikir kreatif matematis, e-modul

komik digital, pendekatan neurosains



ABSTRACT
Eva Fauziyah, 20221610011. Development of a Neuroscience Approach-Based
StoryboardThat Comic E-Modul to Improve Elementary School Student’s
Creative Thinking Skills on Two Dimensional Shapes. Supervisor I Dr.
Nuranita Adiasuty, M.Pd., Supervisor II Mohamad Riyadi, M.Si.,
Mathematics Education Program, Faculty of Training and Education,

Unvierstias Kuningan.

This study aimed to develop a digital comic e-module using the StoryboardThat
platform based on a neuroscience approach on flat shapes material for fifth-grade
students of SD Negeri 1 Padarek, determine its validity and practicality levels, and
analyze the improvement of students' mathematical creative thinking skills. This
study used a Research and Development (R&D) approach with the ADDIE model
(Analysis, Design, Development, Implementation, and Evaluation). Data were
collected through questionnaires and mathematical creative thinking skill tests from
material expert validators, media expert validators, teachers, and students. The
results showed that the e-module was declared very valid, with material expert and
media expert assessment percentages of 84.71% and 83.89% respectively, and very
practical, with student and teacher response percentages of 82% and 83.64%
respectively. The average N-Gain score of 0.5217 indicated a moderate
improvement in students' mathematical creative thinking skills. Future research is
recommended to incorporate interactive educational games, optimize offline

accessibility, and involve neuroscience or educational psychology validators.

Keywords: ADDIE, digital comic e-module, mathematical creative thinking,

neuroscience approach, plane geometry
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