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ABSTRAK 

 

Kemampuan berpikir kreatif menjadi salah satu konsep berpikir dalam menemukan 

ide yang mulai diminati oleh masyarakat. Berpikir kreatif dapat dijadikan alat yang 

relevan dalam membangun inovasi, serta dapat digunakan sebagai metode dalam 

membangun inovasi model salah satunya adalah model pembelajaran.  Untuk 

membangun hal tersebut, model project-based learning menjadi solusi dalam 

memberikan pengaruh terhadap peningkatan keaktifan serta kreatifitas peserta didik 

dalam pembelajaran. Tujuan penelitian ini adalah menerapkan model project-based 

learning yang diharapkan dapat meningkatkan kemampuan berpikir kreatif peserta 

didik terhadap mata pelajaran produk kreatif dan kewirausahaan pada materi 

internet of things. Model pengembangan yang digunakan dalam penelitian ini 

adalah ADDIE (Analyze, Design, Development, Implementation, Evaluation) 

dengan desain penelitian One Group Pretest-Posttest. Berdasarkan hasil penelitian, 

terdapat beberapa kesimpulan diantaranya sebagai berikut: 1) Kemampuan berpikir 

kreatif peserta didik dengan menerapkan model project-based learning dilihat dari 

perolehan rerata nilai pretest adalah sebesar 38,24 dan rerata pada nilai posttest 

adalah 70,15. 2) Hasil uji normalized gain memperoleh rerata sebesar 0,54 dengan 

kriteria “Sedang” yang berarti terdapat perbedaan kemampuan berpikir kreatif 

setelah dilakukan proses treatment. 

 

 

Kata Kunci: Berpikir Kreatif, Internet of Things, Produk Kreatif dan 

Kewirausahaan, Project Based Learning  
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APPLICATION OF PROJECT-BASED LEARNING MODEL ON INTERNET 

OF THINGS MATERIAL USING ARDUINO UNO TO IMPROVE 

CREATIVE THINKING SKILLS OF VOCATIONAL HIGH SCHOOL 

STUDENTS 

 

by 
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ABSTRACT 

 

The ability to think creatively is one of the thinking concepts in finding ideas that 

are starting to be of interest to the public. Creative thinking can be used as a 

relevant tool in building innovation, and can be used as a method in building 

innovative models, one of which is a learning model.  To build this, the project-

based learning model is a solution in influencing the increase in student activeness 

and creativity in learning. The purpose of this research is to implement a project-

based learning model that is expected to improve students' creative thinking skills 

in creative product and entrepreneurship subjects on internet of things material. 

The development model used in this research is ADDIE (Analyze, Design, 

Development, Implementation, Evaluation) with a One Group Pretest-Posttest 

research design. Based on the results of the study, there are several conclusions 

including the following: 1) The creative thinking ability of students by applying the 

project-based learning model is seen from the acquisition of the average pretest 

score of 38.24 and the average posttest score is 70.15. 2) The normalized gain test 

results obtained an average of 0.54 with "Moderate" criteria, which means that 

there are differences in creative thinking skills after the treatment process. 

 

 

Keywords: Creative Thinking, Creative Products and Entrepreneurship, Internet of 

Things, Project Based Learning  
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