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ABSTRAK 

 
 

PENGARUH PENDEKATAN SCIENCE TECHNOLOGY ENGINEERING 

MATHEMATICS BERBANTUAN AUGMENTED REALITY TERHADAP 

KEMAMPUAN BERPIKIR KREATIF SISWA KELAS V SD 

(Penelitian Kuasi Eksperimen Pada Tema 1 Organ Gerak Hewan dan Manusia 

Sub Tema 2 Manusia dan Lingkungan Terhadap Siswa Kelas V di SDN Wado) 

 

 
Oleh 

Nina Merliana 

1901915 
 

Siswa sekolah dasar saat ini diharapkan memiliki kemampuan berpikir tingkat tinggi, salah satunya 

yaitu kemampuan berpikir kreatif. Dengan pembelajaran menggunakan pendekatan Science 

Technology Engineering Mathematics (STEM) berbantuan augmented reality, kemampuan berpikir 

kreatif siswa dapat dikembangkan melalui tahapan yang dilakukan pada pembelajaran di kelas. 

Penelitian ini bertujuan untuk mengetahui peningkatan dan pengaruh terhadap kemampuan berpikir 

kreatif siswa antara siswa yang mendapatkan pembelajaran menggunakan pendekatan STEM 

berbantuan augmented reality dengan siswa yang mendapatkan pembelajaran dengan pendekatan 

konvensional. Hal tersebut dilakukan dikarenakan rendahnya kemampuan berpikir kreatif siswa 

pada pembelajaran muatan IPA dengan materi organ gerak manusia. Metode penelitian yang 

digunakan adalah quasi experiment dengan desain non equivalent control group design dan 

pengambilan sampel dengan teknik purposive sampling. Berdasarkan analisis deskriptif diperoleh 

hasil bahwa terjadi peningkatan berpikir kreatif siswa yang mendapatkan pembelajaran dengan 

pendekatan STEM berbantuan augmented reality dilihat dari rata-rata N-gain untuk kelas kontrol 

sebesar 0,0851 pada kategori rendah, sedangkan rata-rata N-gain di kelas eksperimen rata-rata N- 

gain sebesar 0,3595 pada kategori sedang. Maka pendekatan STEM berbantuan augmented reality 

lebih baik daripada pendekatan konvensional. Hasil penelitian ini juga memperoleh hasil bahwa 

pendekatan STEM berbantuan augmented reality memberikan pengaruh positif sebesar 49,7 % 

terhadap kemampuan berpikir kreatif siswa sekolah pada materi organ gerak manusia ditunjukkan 

oleh hasil analisis inferensial. 

 
 

Kata Kunci: Pendekatan Science Technology Engineering Mathematics (STEM), Augmented 

Reality, Kemampuan Berpikir Kreatif, Materi Organ Gerak Manusia. 
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ABSTRACT 

THE EFFECT OF AUGMENTED REALITY ASSISTED SCIENCE 

TECHNOLOGY ENGINEERING MATHEMATICS APPROACH ON 

CREATIVE THINKING ABILITY OF STUDENTS IN FIFTH GRADE 

ELEMENTARY SCHOOL 

 

(Quasi-Experimental Research on Theme 1 Organs of Movement in Animals and 

Humans, Sub-Theme 2 Humans and the Environment Against Students Fifth 

Grade at SDN Wado) 

 

By 

Nina Merliana 

1901915 

Elementary school students are currently expected to have high-order thinking skills, one 

of which is the ability to think creatively. By learning using the Science Technology 

Engineering Mathematics (STEM) augmented reality assited approach, students' creative 

thinking abilities can be developed through stages carried out in the learning. This study 

aims to determine the improvement and influence on students' creative thinking abilities 

between students who receive learning using STEM augmented reality assited approach 

and students who receive learning with conventional approach. This was done due to the 

low ability of students' creative thinking in science content learning with material on human 

movement organs. The research method used was a quasi-experimental design with a non- 

equivalent control group design and sampling using a purposive sampling technique. Based 

on the descriptive analysis, it was found that there was an increase in creative thinking of 

students who received learning with the STEM augmented reality assited approach, seen 

from the average N-gain for the control class as much as 0.0851 in the low category, while 

the average N-gain in the experimental class was an average N-gain as much as 0.3595 in 

the medium category. Therefore the STEM augmented reality assited approach is better 

than the conventional approach. In developing ability the results of this study also obtained 

the results that the STEM augmented reality assited approach had a positive influence as 

much as 49.7% on the creative thinking abilities of school students in the subject of human 

movement organs as indicated by the results of inferential analysis. 

 
Keywords: Science Technology Engineering Mathematics (STEM) Approach, 

Augemented Reality, Creative Thinking Ability, Human Movement Organ Material. 
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