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Anisa Nur A’isah. 20221610012. Pengembangan Media Pembelajaran
Articulate Storyline 3 Berbasis Neuroscience Untuk Meningkatkan
Kemampuan Berpikir Kreatif Matematis Siswa Pada Materi Pecahan.
Pembimbing 1 Dr. Nuranita Adiastuty, M.Pd., Pembimbing 2 Dr. Amggar
Titis Prayitno, M.Pd., Program Studi Pendidikan Matematika, Fakultas
Keguruan Dan Ilmu Pendidikan, Universitas Kuningan.

ABSTRAK

Berdasarkan hasil observasi awal menunjukkan bahwa peserta didik kurang aktif
dalam pembelajaran matematika dan kemampuan berpikir kreatif matematis
belum berkembang secara optimal. Hal tersebut disebabkan oleh kurangnya
pemanfaatan media pembelajaran interaktif dalam proses pembelajaran. Penelitian
ini mengembangkan media pembelajaran interaktif berbasis aplikasi Articulate
Storyline 3 berbasis neuroscience untuk meningkatkan kemampuan berpikir
kreatif matematis pada materi pecahan kelas IV sekolah dasar. Tujuan dari
penelitian ini yaitu untuk menguji kevalidan media pembelajaran interaktif,
menguji kepraktisan media pembelajaran interaktif, dan melihat peningkatan
kemampuan berpikir kreatif matematis peserta didik. Media pembelajaran
interaktif yang dikembangkan berfokus pada kemampuan berpikir kreatif
matematis berdasarkan indikator berpikir kreatif yaitu: (1) kelancaran (fluency),
(2) keluwesan (flexibility), (3) keaslian (originality), dan (4) elaborasi
(elaboration). Metode yang digunakan dalam penelitian ini adalah R&D
(Research and Development) atau pengembangan dengan menggunakan model
ADDIE (Analyze, Design, Development, Implementation, and Evaluation). Subjek
penelitian ini yaitu peserta didik kelas IV SDN 1 Padarek. Sumber data penelitian
ini yaitu dari validator ahli materi, validator ahli media, peserta didik, dan guru.
Teknik pengumpulan data yang digunakan dalam penelitian ini yaitu
menggunakan teknik pengumpulan data melalui kuesioner atau angket dan
melalui observasi. Instrumen penelitian ini berupa angket penilaian dari validator
ahli materi, validator ahli media, kepraktisan peserta didik, dan kepraktisan guru.
Teknik analisis data yang digunakan pada penelitian ini yaitu reduksi data,
penyajian data, dan kesimpulan dari verifikasi. Hasil penelitian pengembangan
media pembelajaran interaktif berbasis Articulate Storyline 3 berbasis
neuroscience untuk meningkatkan kemampuan berpikir kreatif matematis pada
materi pecahan yaitu kevalidan media pembelajaran berdasarkan validator ahli
materi diperoleh nilai rata-rata sebesar 87,69% berada pada kategori "sangat
valid", berdasarkan validator ahli media diperoleh nilai rata-rata sebesar 88,00%
berada pada kategori "sangat valid”, berdasarkan kepraktisan peserta didik
diperoleh nilai rata-rata sebesar 87.29% berada pada kategori "sangat praktis", dan
berdasarkan kepraktisan guru diperoleh nilai rata-rata sebesar 94,67% berada pada



kategori "sangat praktis”. Hasil pengujian peningkatan kemampuan berpikir
kreatif matematis peserta didik dengan rincian rata-rata nilai pre-test diperoleh
nilai rata-rata sebesar 26,96 dan nilai post-test diperoleh nilai rata-rata sebesar
64,71 Berdasarkan hasil analisis data untuk mencari N-Gain, hasil peningkatan
kemampuan berpikir kreatif matematis dengan rata-rata N-Gain sebesar 0,54
dalam kategori "sedang". Kesimpulannya dari penelitian ini media pembelajaran
interaktif berbasis Articulate Storyline 3 berbasis neuroscience untuk
meningkatkan kemampuan berpikir kreatif matematis pada materi pecahan bahwa
media pembelajaran sangat valid berdasarkan penilaian validator ahli dan layak
untuk diimplementasikan, media pembelajaran sangat praktis berdasarkan
penilaian peserta didik dan guru, dan media pembelajaran mampu meningkatkan
kemampuan berpikir kreatif matematis peserta didik pada materi pecahan dalam
kategori sedang. Saran bagi peneliti lainnya pengembangan media pembelajaran
lebih dioptimalkan sehingga dapat memaksimalkan hasil peningkatan kemampuan
berpikir kreatif matematis dengan kategori tinggi.

Kata Kunci: Media Pembelajaran Interaktif, Kemampuan Berpikir Kreatif
Matematis, Pecahan, Articulate Storyline 3, Neuroscience .
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ABSTRACT

Based on initial observations, it was shown that students were less active in
mathematics learning and their mathematical creative thinking skills had not
developed optimally. This was caused by the lack of use of interactive learning
media in the learning process. This study developed an interactive learning media
based on the neuroscience -based Articulate Storyline 3 application to improve
mathematical creative thinking skills in fractions in fourth-grade elementary
school. The objectives of this study were to test the validity of the interactive
learning media, the practicality of the interactive learning media, and observe the
improvement in students' mathematical creative thinking skills. The interactive
learning media developed focuses on mathematical creative thinking skills based
on creative thinking indicators, namely: (1) fluency, (2) flexibility, (3) originality,
and (4) elaboration. The method used in this study is R&D (Research and
Development) or development using the ADDIE model (Analyze, Design,
Development, Implementation, and Evaluation). The subjects of this study were
fourth-grade students of SDN 1 Padarek. The data sources for this study were
from material expert validators, media expert validators, students, and teachers.
The data collection techniques used in this study were using data collection
techniques through questionnaires and through observation. The research
instruments were in the form of assessment questionnaires from material expert
validators, media expert validators, student practicality, and teacher practicality.
The data analysis techniques used in this study were data reduction, data
presentation, and conclusions from verification. The results of the research on the
development of interactive learning media based on Articulate Storyline 3 based
on neuroscience to improve mathematical creative thinking skills on fraction
material, namely the validity of learning media based on the material expert
validator obtained an average value of 87.69% in the "very valid" category, based
on the media expert validator obtained an average value of 88.00% in the "very
valid" category, based on the practicality of students obtained an average value of
87.29%% in the "very practical” category, and based on the practicality of
teachers obtained an average value of 94.67% in the "very practical” category.
The results of testing the improvement of students' mathematical creative thinking



skills with details of the average pre-test score obtained an average value of 26.96
and the post-test score obtained an average value of 64.71 Based on the results of
data analysis to find N-Gain, the results of improving mathematical creative
thinking skills with an average N-Gain of 0.54 in the "moderate™ category. The
conclusion of this study is that the interactive learning media based on Articulate
Storyline 3, based on neuroscience , is very valid based on expert validator
assessments and is feasible for implementation. It is very practical based on
student and teacher assessments. It is also capable of improving students'
mathematical creative thinking skills in fractions in the moderate category.
Suggestions for other researchers include further optimization of the learning
media development to maximize the results of improving mathematical creative
thinking skills in the high category.

Keywords: Interactive Learning Media, Mathematical Creative Thinking Skills,
Fractions, Articulate Storyline 3, Neuroscience .
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