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ABSTRAK
Pada kurikulum Merdeka Belajar kemampuan berpikir kreatif merupakan kemampuan
penting yang harus dimiliki oleh siswa. Namun, berdasarkan studi lapangan menyatakan
bahwa proses pembelajaran yang dilakukan di Sekolah kurang efektif. Berdasarkan studi
lapangan responden kesulitan dalam materi desain UI/UX karena pembelajaran yang
singkat dan materi yang kurang dipahami. Penelitian ini bertujuan untuk meningkatkan
kreativitas siswa melalui pembelajaran berbasis model design thinking berbantuan
multimedia pembelajaran. Metode yang digunakan yaitu R&D menggunakan Smart
Learning Environment Establishment Guideline (SLEEG) dengan pendekatan ADDIE.
Evaluasi multimedia divalidasi oleh 1 orang ahli berdasarkan aspek penilain LORI.
Desain penelitian menggunakan One-Group Pretest-Posttest Design dengan sampel
sebanyak 32 orang siswa yang berasal dari kelas XI RPL di SMKN 2 Cimabhi.
Berdasarkan hasil penelitian, didapatkan data bahwa hasil n-gain sebesar 0,37 Sehingga
dapat disimpulkan kenaikan hasil belajar siswa masuk dalam kategori “Sedang”. Pada
indikator fluensi didapatkan hasil n-gain sebesar 0,37 sehingga kenaikan masuk dalam
kategori “sedang”. Pada indikator fleksibilitas didapatkan hasil n-gain sebesar 0,5
sehingga kenaikan masuk dalam kategori “sedang”. Pada indikator orisinalitas didapatkan
hasil n-gain sebesar 0,32 sehingga kenaikan masuk dalam kategori “sedang”. Pada
indikator elaborasi didapatkan hasil n-gain sebesar 0,43 sehingga kenaikan masuk dalam

kategori “sedang”.

Kata Kunci: Berpikir kreatif, Design thinking, Multimedia pembelajaran, pemrograman

web
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ABSTRACT
In the Merdeka Belajar curriculum, the ability to think creatively is an important ability
that students must have. However, based on field studies, it is stated that the learning
process carried out at the School is not effective. Based on field studies, respondents have
difficulty in UI/UX design material due to short learning and poorly understood material.
This research aims to increase student creativity through learning based on the design
thinking model assisted by multimedia learning. The method used is R&D using the Smart
Learning Environment Establishment Guideline (SLEEG) with the ADDIE approach.
Multimedia evaluation was validated by 1 expert based on the LORI assessment aspects.
The research design used One-Group Pretest-Posttest Design with a sample of 32
students from class XI RPL at SMKN 2 Cimahi. Based on the results of the study, the data
obtained that the n-gain result is 0.37 so it can be concluded that the increase in student
learning outcomes is in the "Medium" category. In the fluency indicator, the n-gain result
is 0.37 so that the increase is in the "medium" category. In the flexibility indicator, the n-
gain result is 0.5 so that the increase is in the "medium" category. In the originality
indicator, the n-gain result is 0.32 so that the increase is in the "medium" category. In
the elaboration indicator, the n-gain result is 0.43 so that the increase is in the "medium"

category.

Keyword: Creative Thinking, Design Thinking, Learning Multimedia, Web Programming
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