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BELAJAR DAN KEMAMPUAN BERFIKIR KREATIF SISWA SMA PADA
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ABSTRAK

Penelitian ini membahas pengembangan media pembelajaran interaktif berbasis
Articulate Storyline Local Wisdom (AS-LW), yaitu media ajar digital yang
dirancang interaktif dengan memuat materi, video, animasi, kuis, latihan soal,
serta konteks kearifan lokal Kalimantan Selatan. Pengembangan media ini
dilakukan karna kondisi pembelajaran kimia di Sekolah yang masih minim
pemanfaatan teknologi, sehingga suasana belajar kurang menarik, interaksi
peserta didik terbatas, dan stimulasi terhadap proses berpikir tingkat tinggi belum
optimal. Kondisi ini berdampak pada belum berkembangnya motivasi belajar dan
keterampilan berpikir kreatif peserta didik. Penelitian ini bertujuan untuk
menghasilkan media pembelajaran yang interaktif, valid, praktis, dan efektif untuk
meningkatkan motivasi belajar dan berpikir kreatif peserta didik. Penelitian
pengembangan ini menggunakan model pengembangan ADDIE (analyze, design,
development, implementation, and evaluation). Subjek penelitian meliputi 5
validator, 5 peserta didik uji coba perorangan, 10 peserta didik uji coba kelompok
kecil, dan 25 peserta didik uji coba terbatas di kelas XII SMA Negeri 10
Banjarmasin. Hasil penelitian menunjukkan media pembelajaran interaktif
tergolong valid dengan skor rata-rata 0,93 untuk ahli media dan 0,91 untuk ahli
materi, dan dalam aspek kepraktisan dinilai sangat praktis dengan nilai rata-rata
4,82 serta dikatakan efektif dengan nilai 0,82 dengan kategori sangat efektif.
Indikator motivasi belajar dan berpikir kreatif menunjukkan peningkatan
signifikan dari hasil pre-test dan post-test. Peningkatan indikator ini terlihat pada
hasil rata-rata n-gain sebesar 0,81 pada tingkat motivasi dan 0,82 pada berpikir
kreatif, yang termasuk dalam kategori tinggi.

Kata Kunci: ADDIE, articulate storyline, kearifan lokal, berpikir kreatif, asam
basa



DEVELOPMENT OF INTERACTIVE LEARNING MEDIA BASED ON
ARTICULATE STORYLINE LOCAL WISDOM TO ENHANCE STUDENTS’
LEARNING MOTIVATION AND CREATIVE THINKING SKILLS ON ACID-
BASE MATERIAL (By: Halimatussa’diah; Supervisor: Mahdian; 2025; 265

pages)

ABSTRACT

This study discusses the development of an interactive learning media based on
Articulate Storyline Local Wisdom (AS-LW), which is a digital instructional
medium designed to be interactive and to include learning materials, videos,
animations, quizzes, practice questions, and the context of local wisdom from
South Kalimantan. The development of this media was conducted due to the
current condition of chemistry learning in schools, which still shows limited
utilization of technology, resulting in less engaging learning environments, limited
student interaction, and suboptimal stimulation of higher-order thinking processes.
This condition has led to the underdevelopment of students’ learning motivation
and creative thinking skills. Therefore, this study aims to produce an interactive
learning media that is valid, practical, and effective in improving students’
learning motivation and creative thinking skills. This research employed a
development research approach using the ADDIE model, which consists of
analysis, design, development, implementation, and evaluation stages. The
research subjects included 5 validators, 5 students in individual trials, 10 students
in small group trials, and 25 students in a limited trial conducted in Grade XII at
SMA Negeri 10 Banjarmasin. The results showed that the interactive learning
media was categorized as valid, with an average score of 0.93 from media experts
and 0.91 from material experts. In terms of practicality, the media was rated as
very practical with an average score of 4.82, and it was also considered effective
with a score of 0.82, which falls into the very effective category. The indicators of
learning motivation and creative thinking skills demonstrated a significant
improvement between the pre-test and post-test results. This improvement was
reflected in the average n-gain scores of 0.81 for learning motivation and 0.82 for
creative thinking skills, both of which are classified in the high category.

Keywords: ADDIE, Articulate Storyline, Local Wisdom, creative thinking, acid-
base.
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