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ABSTRAK  

Penelitian ini bertujuan untuk mengetahui pengaruh penggunaan media 

pembelajaran Smart table terhadap kreativitas anak usia 5–6 tahun pada masa awal 

perkembangan anak usia dini. Penelitian dilaksanakan di TK Kartika V-66 

Balikpapan dengan menggunakan pendekatan kuasi eksperimen (quasi experiment) 

dan desain nonequivalent control group. Subjek penelitian dibagi menjadi dua 

kelompok, yaitu kelompok eksperimen yang menggunakan Smart table dalam 

proses belajar, dan kelompok kontrol yang tetap menggunakan metode 

pembelajaran konvensional. Pengumpulan data dilakukan melalui lembar observasi 

yang dirancang untuk mengukur empat aspek utama kreativitas, yaitu kelancaran 

(fluency), keluwesan berpikir (flexibility), keunikan ide (originality), dan 

pengayaan ide (elaboration). Data dianalisis menggunakan uji Wilcoxon dan 

Mann–Whitney, dilanjutkan dengan perhitungan Effect Size untuk mengetahui 

besar pengaruh perlakuan. Hasil penelitian menunjukkan adanya peningkatan 

signifikan pada skor kreativitas anak dalam kelompok eksperimen, sedangkan 

kelompok kontrol tidak mengalami perubahan berarti. Nilai Effect Size sebesar 0,88 

mengindikasikan bahwa pengaruh penggunaan Smart table tergolong besar. 

Dengan demikian, Smart table tidak hanya berperan sebagai media belajar yang 

menarik, tetapi juga efektif dalam meningkatkan kreativitas anak usia 5–6 tahun. 

Kata kunci: Kreativitas anak usia dini, media pembelajaran, Smart table. 
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THE EFFECT OF SMART TABLE LEARNING MEDIA ON CREATIVITY 

ABILITIES IN EARLY CHILDHOOD IN KARTIKA V-66 KINDERGARTEN 

BALIKPAPAN 
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2100042 

 

ABSTRACT 

This study aims to examine the effect of using Smart table as a learning medium on 

the creativity of children aged 5–6 years in the early stages of childhood 

development. The research was conducted at TK Kartika V-66 Balikpapan using a 

quasi-experimental approach with a nonequivalent control group design. The 

subjects were divided into two groups: an experimental group that used the Smart 

table during the learning process, and a control group that continued to use 

conventional teaching methods. Data were collected through observation sheets 

designed to measure four main aspects of creativity: fluency, flexibility, originality, 

and elaboration. The data were analyzed using the Wilcoxon and Mann–Whitney 

tests, followed by the calculation of the Effect Size to determine the magnitude of 

the treatment’s impact. The results showed a significant increase in the creativity 

scores of children in the experimental group, while the control group showed no 

meaningful change. The Effect Size value of 0.88 indicates that the impact of using 

the Smart table is considered large. Therefore, the Smart table not only serves as 

an engaging learning medium but is also effective in enhancing the creativity of 

children aged 5–6 years. 

Keywords: Children aged 5–6 years, creativity, early childhood, learning media, 

Smart table 
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